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ABSTRAK

PENGARUH PEMBELAJARAN DIGITAL MATEMATIKA
TERHADAP KEMAMPUAN PEMECAHAN MASALAH DAN
KEMAMPUAN BERPIKIR KREATIF SISWA KELAS V
SEKOLAH DASAR PADA MATERI STATISTIKA

Rini Subiyati

rinisubiyati3(@gmail.com
Program Pasca Sarjana
Universitas Terbuka

Penelitian ini bertujuan untuk menganalisis pengaruh pembelajaran digital
matematika terhadap kemampuan pemecahan masalah dan berpikir kreatif siswa
kelas V sekolah dasar. Urgensi penelitian ini terletak pada tuntutan pendidikan abad
ke-21 yang menekankan penguasaan keterampilan berpikir tingkat tinggi melalui
pemanfaatan teknologi digital. Pembelajaran digital dianggap sebagai inovasi
pedagogis yang dapat mengintegrasikan interaktivitas, visualisasi, serta
pengalaman belajar adaptif sesuai kebutuhan siswa. Penelitian ini menggunakan
metode kuasi-eksperimen dengan desain pretest—posttest non-equivalent control
group yang melibatkan dua kelompok siswa dari dua sekolah dasar dengan
karakteristik yang serupa. Kelompok eksperimen mendapatkan perlakuan berupa
pembelajaran digital berbasis aplikasi interaktif, sedangkan kelompok kontrol
menggunakan metode konvensional berbasis ceramah dan latihan tertulis.
Instrumen penelitian berupa tes kemampuan pemecahan masalah dan tes berpikir
kreatif yang disusun berdasarkan indikator kelancaran (fluency), keluwesan
(flexibility), dan keaslian (originality). Data diperoleh melalui pretest dan posttest
kemudian dianalisis menggunakan uji-t independen untuk mengidentifikasi
perbedaan hasil belajar antar kelompok. Hasil analisis menunjukkan adanya
perbedaan signifikan (p < 0,05) antara kedua kelompok, di mana siswa yang
mengikuti pembelajaran digital memperoleh peningkatan lebih tinggi dalam
kemampuan pemecahan masalah dan berpikir kreatif dibandingkan siswa pada
pembelajaran konvensional. Lingkungan digital memungkinkan eksplorasi ide
secara bebas, kolaboratif, dan kontekstual yang mendorong munculnya solusi
orisinal dan fleksibel. Meski demikian, keterbatasan perangkat digital dan
perbedaan gaya belajar siswa menjadi tantangan dalam implementasi. Secara
keseluruhan, pembelajaran digital terbukti efektif dalam mengembangkan
keterampilan berpikir tingkat tinggi siswa sekolah dasar. Oleh karena itu, guru dan
pengembang kurikulum disarankan untuk mengintegrasikan teknologi digital
secara berkelanjutan dengan memperhatikan prinsip aksesibilitas dan diferensiasi
gaya belajar.

Kata kunci: pembelajaran digital, matematika, pemecahan masalah, berpikir kreatif,
teknologi pendidikan




ABSTRACT

THE EFFECT OF DIGITAL MATHEMATICS LEARNING ON
THE PROBLEM-SOLVING AND CREATIVE THINKING
ABILITIES OF GRADE V ELEMENTARY SCHOOL
STUDENTS IN STATISTICS

Rini Subiyati

rinisubivati3(@gmail.com
Postgraduate Program

Open University

This study aims to analyze the effect of digital mathematics learning on
problem-solving and creative thinking skills among fifth-grade elementary school
students. The research was motivated by the growing demand of 21st-century
education to foster higher-order thinking skills through the integration of digital
technology. Digital learning is viewed as a pedagogical innovation that combines
interactivity, visualization, and adaptive learning experiences tailored to students’
needs. This research employed a quasi-experimental method using a pretest—
posttest non-equivalent control group design, involving two groups of fifth-grade
students from two elementary schools with similar characteristics. The
experimental group received digital learning through interactive application-based
instruction, while the control group followed conventional learning methods based
on lectures and written exercises. Research instruments included a problem-solving
test and a creative thinking test developed according to the indicators of fluency,
flexibility, and originality. Data were collected through pretest and posttest
administrations and analyzed using an independent t-test to examine the differences
between groups. The results revealed a significant difference (p < 0.05) between
the experimental and control groups, indicating that students who engaged in digital
learning showed greater improvement in both problem-solving and creative
thinking skills than those in traditional learning. The digital learning environment
facilitated free, collaborative, and contextual idea exploration, leading to more
original and flexible solutions. Nevertheless, some challenges were identified,
including limited digital device access and diverse student learning styles. Overall,
digital learning proved effective in enhancing students’ higher-order thinking skills.
Therefore, teachers and curriculum developers are encouraged to integrate digital
technology sustainably while maintaining accessibility and accommodating diverse
learning styles.

Keywords: digital learning, mathematics, problem-solving skills, creative thinking,
educational technology, quasi-experiment, elementary students
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