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ABSTRAK 

 

Dhaffa, Muhammad. 201910060311059. Pengembangan Media Pembelajaran 

Berbasis Wick Editor Yang Menitik Beratkan Pada Kemampuan Berpikir 

Kreatif Siswa Dalam Edukasi Materi Barisan Dan Deret Aritmatika. FKIP. 

Universitas Muhammadiyah Malang. 

Pembimbing: (1) Drs. Hendarto Cahyono, M.Si. (2) Rizal Dian Azmi, M.Sc 

 

Kata Kunci: Pengembangan, media pembelajaran, Wick Editor, kemampuan 

berpikir kreatif. 

 

Penelitian pengembangan ini bertujuan untuk (1) Mengetahui kepraktisan 

media pembelajaran berbasis wick editor untuk digunakan dalam proses 

pembelajaran terhadap materi barisan dan deret aritmatika (2) Mengetahui respon 

Peserta didik terhadap pemanfaatan media pembelajaran di dalam kelas; dan (3) 

Meningkatkan kemampuan berpikir kreatif Peserta didik terhadap penyelesaian 

masalah yang berkaitan dengan matematika Penelitian ini merupakan penelitian 

Research and Development (R&D) dengan model pengembangan ADDIE yaitu 

Analysis, Design, Development, Implementation, and Evaluation. Teknik 

pengumpulan data menggunakan wawancara, validasi, angket respon Peserta 

didik, dan angket kemampuan berpikir kreatif Peserta didik.. Validasi dilakukan 

oleh akademisi dan praktisi, serta tanggapan dan respon Peserta didik. Media 

pembelajaran berbasis wick editor yang dikembangkan diuji-cobakan kepada 34 

Peserta didik kelas VIII di SMPN 1 Kencong. Hasil validasi ahli materi 

memperoleh rata-rata skor 82,95% dengan kriteria sangat valid. Kepraktisan 

media diperoleh dari angket respon Peserta didik memperoleh skor rata-rata 90% 

dengan kriteria sangat praktis. Keefektifan media diperoleh dari hasil rata-rata 

angket kemampuan berpikir keatif Peserta didik dengan rata-rata skor N-Gain 

0,75 dengan kategori tinggi. 
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ABSTRACT 

 

Dhaffa, Muhammad. 201910060311059. Development Of Learning Media Based 

On Wick Editor Which Emphases On Students Creative Thinking Ability In 

Educational Material On Arithmetic Sequence And Series. FKIP. 

University of Muhammadiyah Malang. 

Advisers: (1) Drs. Hendarto Cahyono, M.Si. (2) Rizal Dian Azmi, M.Sc 

 

Keywords: Development, learning media, Wick Editor, creative thinking ability. 

This development research aims to (1) Find out the practicality of wick 

editor-based learning media for use in the learning process regarding arithmetic 

sequences and series material (2) Find out students' responses to the use of 

learning media in the classroom; and (3) Increasing students' creative thinking 

abilities in solving problems related to mathematics. This research is Research 

and Development (R&D) research with the ADDIE model, namely Analysis, 

Design, Development, Implementation, and Evaluation. Data collection 

techniques use interviews, validation, student response questionnaires, and 

student creative thinking ability questionnaires. Validation is carried out by 

academics and practitioners, as well as student feedback and responses. The wick 

editor-based learning media that was developed was tested on 34 class VIII 

students at SMPN 1 Kencong. The validation results from material experts 

obtained an average score of 82.95% with very valid criteria. The practicality of 

the media was obtained from the student response questionnaire, obtaining an 

average score of 90% with very practical criteria. The effectiveness of the media 

was obtained from the average results of the students creative thinking ability 

questionnaire with an average N-Gain score of 0.75 in the high category. 
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