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Abstract. lThis lresearch lproduces linteractive lmedia lwhich lis lpresented lin lthe lform lof 
lPowerpoint lsub-themes lof lliving land linanimate lobjects lin lthe lsurrounding lenvironment lto 
limprove lstudents' lcreative lthinking lskills lin lIndonesian. lThe lresearch lmethod lused lis lthe 
linvestigation land lDevelopment lresearch land ldevelopment lmethod lwhich lrefers lto lthe 
lADDIE lmodel. lIndividual ltrials lin lgeneral lof l77.5% lin lvery lgood lconditions land llimited 
lfield ltrials lin lgeneral lof l87.9% lin lvery lgood lconditions. lThe lresult lobserves lstudent lactivity 
lin lactively lasking lthe lteacher lin lgeneral l l85%. lThe lresults lof lobserving lthe lactiveness lof 
lstudents lin lobserving lthe lgame lseriously lare lon laverage l90%. lThe lresults lof lactive 
lobservations lof lstudents lcan lgive lgood land lcorrect lopinions lin lthe lgroup lan laverage lof 
l60%. lThe lmean lscore lon lthe linitial ltest lwas l72.45 land lthe lpost-test laverage lwas l86.75. 

Keywords: Interactive Media, Steinberg Method, Creative Thinking, Indonesian Language. 

 

1 Introduction  
 

The development of creative thinking can be implemented through learning that develops the 

development of higher thinking. wording develops students' creative thinking skills, learning 

conditions are needed that provide freedom in developing creative thinking and expression. 

Students' creative thinking abilities must continue to be stimulated so that students can solve 

their, and problems from various points of view by using the ideas and skills they have, as 

emphasized by Aldig and Arseven (2017) that people who have creative thinking skills use the 

knowledge possessed by other people. people and make leaps that allow them to see things in 

new ways. 

 

At lthe lelementary lschool llevel, lstudents lwho lcan lthink lcreatively lcan lbe lshown lby ltheir 
lactiveness lin lthe lclassroom lduring lthe llearning lprocess, land lby lpreposition lmany lquestions 
land lideas lto lask lthe lteacher. lThis lcan lhappen lif lthe llearning lprovided lby lthe lteacher lrelates 
ldirectly lto lthe lsurrounding lenvironment. lAs lis lthe lcase lat lSDN lKuala lBaru lLaut, lespecially 
lpreposition l1, lwhere lthe lprocess lof llearning lto lread lwhich lis lusually ldone lis lonly llimited lto 
llearning lthat lcomes lfrom lbooks land ldoes lnot lutilize lthe lmedia laround lthe lschool 
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lenvironment. lSo lthat lthe lintroduction lof lthe lletters lin lreading lgiven ltoday lwill lnot lnecessarily 
lbe lremembered lby lstudents lthe lnext lday, lbecause llearning lonly ltakes lplace lwithout lany 
lelement lof lstudent lthinking lthat linvolves l3 lcomponents l(content lintelligence, lemotional 
lintelligence, land lprocessing lintelligence). lStudents' lcreative lthinking lskills lmust lbe 
lcontinuously lstimulated lso lthat lstudents lcan lsolve ltheir, land lproblems lfrom lvarious 
lperspectives lby lusing lthe lideas land lskills lthey lhave. lThis lis las lstated lby lHalper l(2013: l78) 
lthat lcreative lthinking lis loften lalso lcalled ldivergent lthinking, lwhich lmeans lthat lit lprovides 
lvarious lpossible lanswers lto lthe lsame lquestion. 

 

Someone lwho lthinks lcreatively lin lreading lmeans lthat lhe lcan lcreate lnew lideas lthat lare lnot 
lunusual, lbut lstill lcover lthe lmaterial lprovided. lThis lis lreinforced lby lthe lopinion lof lSani 
l(2014: l105) lwhich lstates lthat lcreative lthinking lis lthe lability lto ldevelop lideas lthat lare lunusual, 
lqualified, land lappropriate lto lthe ltask. lThis lis la lself-development lof lnew lideas lthat lhave 
lgood lquality. lThis lis lreinforced laccording lto lIhksan lFaturohman l(2020:17-21) lwho lstated 
lthat lthere lwas lan lincrease lin lstudents' lmathematical lcreative lthinking lskills lusing lthe lCreative 
lproblem-solving lmodel. lThen laccording lto lDini lKinanti l(2012: l73-80) lstated lthat lseveral 
lthings lhe ldid lduring lthe lresearch lwere: ldesigning llearning lactivities lthrough lopen-ended 
llearning lto lfamiliarize lstudents lwith lopen-ended lquestions; lproviding la ltest lof lcreative 
lthinking lskills lusing lopen-ended lquestions; ldetermining lresearch lsubjects las lrepresentatives 
lof leach lcategory; lconducted lin-depth linterviews lto ltriangulate lthe ldata. lThe lresults lof lthis 
lstudy lare lin lthe lform lof lcreative lthinking lpatterns lof lhigh-category lstudents las lmuch las l20% 
lof lthe lnumber lof lstudents, lmedium las lmuch las l33.33%, land llow las lmuch las l46.67%. lAnd 
lJumadika l(2019: l93-103) lsuggests lthat lthe lresults lof lthe lstudy lshow lthat lthe lfive lsubjects 
lrepresenting leach llevel lof lcreative lthinking lability lhave ldifferent lcharacteristics lin lshowing 
lindicators lof lcreative lthinking lability. lBased lon lthe lopinion lthat lhas lbeen ldescribed, lthat 
lcreative lthinking lin lreading lis la lprocess lthat ldevelops lunusual lideas land lproduces lnew 
lthoughts lthat lhave la lbroad lscope. 

 

After lpreliminary lobservations, lalmost l80% lof lstudents lfrom lgrades l1 lto lgrade lVI lat lSDN 
lKuala lBaru lLaut lare lstill lnot lfluent lin lreading, lnot lyet lable lto lrecognize land leven lnot lable 
lto ldistinguish lthe lletters lof lthe lalphabet lwhich lhave lan limpact lon lthe llearning lprocess lthat 
lis lless lactive. lless linterested lin llearning lwith lteachers lwho luse llearning lmethods lthat lare lnot 
lto lthe lneeds lof lstudents lin lthe lclass lplus lstudents' lreading lskills lare lalso lstill llow. lThen 
lstudents lare lalso lless lable lto lwrite lsimple lsentences ldictated lby lthe lteacher, lthere lare lmany 
lletter lerrors land lerrors lin lpronunciation. lThis lcreates llearning lconditions lthat lare lless 
lattractive land lstudents llack lrespect lwhich lresults lin lthe labsence lof lstudent lcreativity lin 
lcreative lthinking lin lthe llearning lprocess. 

 

One lof lthe lcauses lof lstudents lin llower lgrades, lespecially lgrades lI, lis lstill lnot lfluent lin lreading 
ldue lto lseveral lfactors, lincluding lthe lenvironment lthat lteaches lcommunicating lin llocal 
llanguages, leven lmost lparents lwho lare lnot lable lto lcommunicate lusing lIndonesian lwhich lhas 
lan lunfavorable limpact lon lchildren lin labsorbing lvocabulary. lIn laddition, lthe lteacher lalso 
lcommunicates lwith lstudents lusing lregional llanguages lboth linside land loutside lthe lclassroom. 
lThis lis lwhat lcauses lor lis lthe lbackground lwhy lthe lstudents lat lthe lschool lare lincluded lin lthe 



lcategory lof lnot lbeing lable lto lcommunicate lusing lIndonesian lproperly lwhich lhas la lhuge 
limpact lon lthe llearning lprocess. 

 

Based lon lthe ldescription lof lthe lproblem, lthe lfirst lstep lthat lmust lbe limmediately lsought lfor 
la lsolution lis lhow lto limprove lstudents' lcreative lthinking lskills lon lthe lsub-themes lof lliving 
land linanimate lobjects lin lthe lenvironment laround lthe lfirst-grade lelementary lschool. 
lInteractive lMedia lis la lcombination lof lseveral lelements l(text, lsound, lphotos, lanimation, land 
lvideo) lwhich lare lpresented linteractively lin llearning lmedia. lThis lis lin lline lwith lHusnati's 
l(2021) lresearch lwhich lstates lthat linteractive lmedia lbased lon lthe lProblem lBased lLearning 
lmodel lto limprove lstudents' lcreative lthinking lskills lin lphysics lis lvalid, leffective, land lefficient 
lto luse lin llearning. lThus lthe linteractive lmedia lused lis lto lprovide la lmore linteresting llearning 
loffering lfor lstudents lso lthat llearning lbecomes lmore lmeaningful. lIn laddition, lit lcan lalso 
limprove lthe lquality lof lthe llearning lprocess lin lachieving lthe llearning lobjectives lthat lhave 
lbeen lformulated. lAs lstated lby lPurnama l(2012: l34) lthat linteractive lmedia lmust lbe lpresented 
linteractively lby lcombining lseveral lelements lin lit. 

 

This lcourse lis lan ler lana lAnalysis lof lresearch lneeds lsubjects lThis lserves las lthe lbasis lfor 
lformulating linteractive lmedia ldevelopment. lDetermination lof lthe lselection lof lanimate land 
linanimate lsubtheme lmaterial lin lthe lsurrounding lenvironment, lbecause lthis lsubtheme lis lone 
lof lthe lmaterials lthat lcan limprove lstudents' lcreative lthinking. lThe ldevelopment lof lthis 
linteractive lmedia lis lone lsolution lto limprove lthe lcreative lthinking lof lstudents lin lthe lfirst 
lgrade lof lelementary lschool. lAn leducator lis lrequired lto lbe lcreative lto lbe lable lto lcompose 
linteresting llearning, land laccording lto lthe llevel lof lstudent lneeds lby lfollowing llearning 
lachievements, ltherefore lthe luse lof lmedia lin lthe llearning lprocess lmust lbe lconsidered lproperly. 
lInteractive lmedia lthat lwill lbe ldeveloped lby lresearchers lis linteractive lmedia lusing lthe 
lSteinberg lmethod. 

 

Therefore, lwe lneed la lsolution lin lobserving lthis lproblem. lInteresting llearning lis lexpected lto 
limprove lstudents' lcreative lthinking lskills, lone lof lwhich lis lby lusing lmethods. lWhere lthe luse 
lof lthe lmethod lused lmust lbe lby lfollowing lthe lmaterial lto lbe ldeveloped. 

 

One lof lthe llearning lmethods lthat lare lpart lof llearning lthat lcan lbe lused lin llearning lIndonesian 
lthat lprovides lopportunities lfor lstudents lto llearn lcreatively land lbe lmore lactive lis lthe lSteinberg 
lmethod lso lthat lstudents' lcreative lthinking labilities lcan lbe ldemonstrated land limproved. 

 

2 Research methods 
 

This type of research is research and development Research and Development (RnD). In this 

study, what will be developed is interactive media as a supporter of the Steinberg method to 

improve students' creative thinking skills. The final product will be evaluated for feasibility and 

effectiveness. This research procedure uses the ADDIE development model which consists of 

five stages which include analysis, design, development, implementation, and evaluation. 

described as accurately as possible. 



Products lproduced lin lresearch land ldevelopment l(R&D) lare lin lthe lform lof lobjects l(hardware) 
lor lthe lform lof lsoftware. lIn lthis lstudy, lthe lproduct lproduced lis lin lthe lform lof lsoftware, las 
lfor lthe lproduct lin lquestion lis linteractive lmedia lmaterial lon lTheme l7 lClass l1 l lin lthe lvideo 
lthere lare lseveral llearning litems lrelated lto lindicators lof lcreative lthinking lusing lthe lSteinberg 
lmethod lat leach lstep lof lits lpresentation, lincluding lmaterials, lgames, land lquizzes lthat lintended 
lfor lelementary lschool lstudents. lThis lis ldone lto lhelp lteachers lmake lit leasier lto ldeliver 
llearning lmaterials land lso lthat lit lis leasier lfor lstudents lto laccept land lunderstand lthe llearning 
lmaterials lpresented lin lIndonesian llanguage llearning. 

 

To lcollect ldata lin lthis lstudy, lthe ldata lcollection ltechniques lthat lwill lbe lused lare lguided lby 
lthe lquantitative land lqualitative lresearch lparadigms. lQuantitative ldata lwere lobtained lby 
lcalculating lthe lscores lof leach laspect lof lthe linstrument lof lmaterial lexperts, lmedia lexperts, 
land lstudent lresponses. lWhile lqualitative ldata lis lobtained lfrom lthe lconversion lof lquantitative 
ldata linto lqualitative land lthe lresults lof lcriticism land lsuggestions lfrom lmaterial lexperts land 
lmedia lexperts. 

 

In lthis lstudy, lthree ltypes lof ldata lcollection ltechniques lwill lbe lused. lThe lfollowing lis la 
ldescription lof lthe ldata lcollection ltechniques lused, lnamely: 

1. lObservation 

Observations lwere lmade lwhen lsearching lfor linitial ldata lusing lan lassessment lrubric. lAs lstated 
lby lSugiyono l(2017:214) lthat lobservation lis la lcomplex lprocess, la lprocess lcomposed lof 
lvarious lbiological land lpsychological lprocesses. lIn lthe lprocess lof lobservation, lobserving 
lvarious llearning lactivities land lfinding lout lthe lmedia lavailable lin lclass lI lat lSDN lKuala lBaru 
lLaut. 

 

2. lInterview 

Interviews lin lthis lstudy lwere lconducted lduring lthe linitial ldata lsearch. lThis lis lreinforced lby 
lSugiyono l(2017: l210), lwho lthat linterviews lare lused lwhen lconducting la lpreliminary lstudy lto 
lfind lproblems lthat lmust lbe lresearched land lto lfind lout lmore lin-depth lthings lfrom lrespondents. 
lIn lthis lstudy, lthe linterviewee lwas lthe lhomeroom lteacher lfor lclass lI lat lSDN lKuala lBaru 
lLaut. 

 

3. lQuestionnaire 

Questionnaires lwere lused lwhen lresearchers lvalidated lmaterial lexperts, lvalidated lmedia 
lexperts, land lvalidated llinguists. lQuestionnaires lare lseveral lmany lwritten lquestions lthat lare 
lused lto lobtain leffective land lefficient linformation lfrom lrespondents labout ltheir lreports, lor 
lthings lthey lknow. lThis lis lreinforced lby lSugiyono l(2017:216), lsuggesting lthat lthe 
lquestionnaire lis lto lgive la lset lof lquestions lor la lwritten lstatement lfor lthe lrespondent lto lanswer. 
lThe ltype lof lquestionnaire lused lis la lclosed lquestionnaire, lwhich luses lquestions lwith la lchoice 
lof lanswers lthat lhave lbeen lprovided. lThe lpurpose lof lusing lthe lquestionnaire lis lto lfind lout 
lthe lresponses lfrom lthe lvalidator lexperts lregarding lthe lfeasibility lof lthe ldeveloped lmedia lso 
lthat lthe lscores lon lthe linteractive lmedia lare lobtained. 

 

 



3 Results and Discussion 
 

The results of this research analysis indicate that the product development process developed 

through the ADDIE development model which consists of five stages, namely Analysis, Design, 

Development, Implementation, and Evaluation can significantly improve the creative thinking 

skills of first-grade elementary school students and can improve students' reading 

comprehension. This is by following the research of Pratama (2021), Husnati (2021), and 

Sebastian (2020) which states that interactive media can significantly improve students' creative 

thinking in learning activities. 

 

Researchers also analyzed student needs and curriculum analysis. From the results of 

observations and preliminary studies as well as observations made in the first grade of the Kuala 

Baru Laut State Elementary School, it is known that the media used for the sub-theme material 

of living and inanimate objects in the surrounding environment still utilizes letter cards and their 

use has not been maximized, due to limited experience and teacher insight into media. learning 

has not yet taken place optimal in increasing scholarly studying activities. The media used for 

learning the first grade of the Kuala Baru Laut State Elementary School is only in the form of 

textbooks and letter cards, where the learning media is not yet interactive. 

 

After lanalyzing lthe lstudent's lneeds, lthe lresearcher lthen lproceeded lto lPhases lof ldata lcollection 
lthat lcan lbe lused las lplanning lmaterial. lIn lthis lcase, lresearchers lcollected ldata lby ldirectly 
lobserving lschools land lobtained ldata lfrom lteachers lon lreading lin lschools. lAfter lobservation 
land ldata lcollection, lthe lnext lstep lis lto lcome lup lwith la lproduct ldesign. lin linitial lpreparation, 
lnamely lPreparation lof lnecessary lmaterials lin lthe lmanufacture lof lproducts lsuch las lpictures 
lthat lare lreal land lknown lto lstudents land lthe llayout lof lthe luse lof lvocabulary lin leach lgame 
lfrom lvery leasy, lmedium, ldifficult, land lvery ldifficult ldifficulty llevels lto lsee lthe lchild's 
lcreativity llevel lin lthinking land lnot lrunning. lof lsub-themes land ltailored lto lthe lneeds lof 
lstudents. lAs la lreference ltaken lfrom lsources lthat lcan lbe laccounted lfor lsuch las lbooks, lthe 
linternet land lso lon lthat lcan lsupport lthe lprocess lof lmaking lInteractive lMedia. 

 

After lthe lproduct lhas lbeen ldesigned, lthe lnext lstep lis lfor lthe lresearcher lto lsubmit lthe lproduct 
lto la lteam lof lexperts lto lbe lvalidated lto lfind lout lwhether lthe lproduct lis lsuitable lfor luse lor 
lnot. lThis lproduct lassessment lwas lcarried lout lby l3 lteams lof lexperts, lnamely lin lthe lfield lof 
lgrammatical lfeasibility, lthen lin lthe lfield lof lmaterial lfeasibility, land lthe lfield lof llearning 
ldesign lfeasibility. lIn lthe linteractive lmedia ldevelopment lactivities, lafter lthe ldesign lis 
lcomplete, lthe linteractive lmedia lare lsubmitted lto la lteam lof lexperts lto lbe lassessed land lgiven 
lsuggestions lfor limprovement. lAfter lbeing ldeclared lvalid, lthen lthe linteractive lmedia lwas 
ltested lon lstudents. 

 

After lbeing ldeclared lvalid, lthen lthe linteractive lmedia lwas ltested lon lstudents. lThe lproduct 
ltest lwas lcarried lout lin lone lschool lconsisting lof l20 lstudents lin lone lclass. lThe lfirst lproduct 
ltest lor lthe lsmall lgroup ltrial lstage lis l10 lstudents. lBased lon lsmall lgroup ltrials, lit lwas lobtained 
lthat l87.7% lachieved lunderstanding lin lworking lon lthe lquestions lor lgames land l12.3% lhad 
lnot lbeen lable lto lunderstand lin lworking lon lgame lquestions. lThis lmeans lthat lthe lclass las la 



lwhole lhas lnot lclassically lachieved lthe lcompleteness lof lstudent llearning. lAfter lthe lfirst ltrial 
land lproduct lredesign, lthe lnext lstep lis la lsecond ltrial lor llimited lfield ltrial lwith la ltotal lof l20 
lstudents lin lclass l1. lBased lon lthe lproduct ltrial, l92% lwere lable lto lunderstand land lsolve 
lvocabulary lgame lquestions lwith la llevel lof lcreativity. ldifferent lchildren land las lmany las l8% 
lstill ldo lnot lunderstand llearning lvocabulary lgames land lcreativity lthat lhas lnot lbeen lseen. lThus 
lit lcan lbe lconcluded lthat lthe lresulting linteractive lmedia lis lfeasible lto lbe lused lIn lgetting lto 
lknow lactivities. 

 

From lthe labove lresearch lresults, lit lcan lbe lconcluded lthat lthe luse lof linteractive lmedia lwhile 
llearning lthe lcontent lof lthese lseven lsubthemes l3, l“Living land lInanimate”, lcan limprove 
lstudents' lcreative lthinking lability. lThis lis lreinforced lby lclassical linformation labout lthe 
lcompletion lof lthe lpractical lexam lin lclass l1, lwhich lis l92%. lThe lresults lof lthe lanalysis lof 
lthis lstudy lindicate lthat lthe lfeasibility lof lthe lproduct ldeveloped lby lsmall land llimited lgroup 
ltrials lcan lsignificantly limprove lthe lcreative lthinking lskills lof lfirst-grade lelementary lschool 
lstudents land lcan limprove lstudents' lreading lcomprehension. lThis lis lby lfollowing lthe lresearch 
lof lKinanti l(2012), lEfi l(2017), land lIkhsan l(2020) lwhich lstate lthat lthe lfeasibility lof linteractive 
lmedia lcan lsignificantly limprove lstudents' lcreative lthinking lin llearning lactivities. 

 

The lprocess lof lthe lfeasibility lof linteractive lmedia lby lconducting lsmall-group lexperiments, 
llimited lto lfirst-grade lstudents lof lthe lKuala lBaru lLaut lState lElementary lSchool. lInteractive 
lmedia lare ldeveloped lto lsupport lthe llearning lprocess. lA lgood lInteractive lMedia lMust lmeet 
leligibility lcriteria. lTo ldetermine lthe linteractive lfeasibility lof lMedia las lSupporting lthe 
lSteinberg lMethod lfor lthe lSubtheme lof lLiving land lInanimate lObjects laround, la lfeasibility 
ltest lwas lcarried lout lby lmaterial lexperts, llinguists, land lpresentation ldesign lexperts. 

 

The lresults lof lthe lMaterials lReport lvalidation lshow lthat lthe ldeveloped linteractive lmedia 
lreceived lan laverage lrating lof l4.4 lon lthe l"Highly lFeasible" lcriterion. ltherefore lthe linteractive 
lmedia ldeveloped lcontinuously lwith lSK, lKD, land lby lfollowing lthe llevel lof lstudent 
ldevelopment. lThe lsuggestion lfrom lthe lmaterial lexpert lvalidator lis lthat lthe lfirst ltime lis lto 
limprove lthe ldesign lof lthe lindicators lof lthe llesson lplans lthat lwill lbe lstudied land lseparate lthe 
ltypes lof lgames lthat lare lcategorized las leasy, lmedium, ldifficult, land lvery ldifficult lto lmake lit 
leasier lfor lstudents lto lwork. lThe lassessments land lsuggestions lfrom lthe lvalidator lare lused las 
lthe lbasis lfor lrevising lto limprove lthe lcomponents lor lparts lof lthe linteractive lmedia las la 
lsupport lfor lthe lSteinberg lmethod lof lsub-themes lof lliving land linanimate lobjects laround lwhich 
lare lstill lnot lquite lright. lThis lis lintended lto limprove lthe lresulting lproduct ldevelopment lBased 
lon lthe lanalysis lperformed, linteractive lmedia las la lsupporter lof lthe lSteinberg lmethod, lthe 
lsubtheme lof lliving land linanimate lobjects laround lis lrelated lto lthe lindicators lto lbe laddressed 
lin lthe lstudy lwhich lcannot lcombine ltwo litems lin lone lmeasurement, lbecause lthe lindicator 
lonly lmeasures l1 lcompetency lin leach lindicator, lit lmust lbe lseparated. 

 

Verification lresults lby llinguists lare lknown lthat lbased lon lthe laspect lof lthe lcontent lfeasibility 
lcomponent, lthe llinguistic lcomponent lof linteractive lmedia las la lsupporter lof lthe lSteinberg 
lmethod lfor lthe lsub-themes lof lliving land linanimate lobjects laround lgets la lscore lwith lan 
laverage lvalue lof l3.7 lBy lthe lstandard lof l"decent".This lshows lthat lthe llanguage lused lin 
linteractive lmedia lis la lsupporter lof lthe lSteinberg lmethod, lthe lsub-themes lof lliving land 



linanimate lobjects laround lwhich lwere ldeveloped lby lfollowing lgood land lcorrect llinguistic 
lrules. lThe lsuggestion lof lthe llinguist lvalidator lis lto luse lsimpler llanguage lto lmake lit leasier 
lfor lstudents lto lunderstand lthe lmeaning lof leach lquestion. 

 

Verification lresults lby lpresentation ldesign lexperts lshowed lthat lbased lon lthe laspects lof lthe 
lappearance lof lwriting, ldisplay lof limages, lthe lattractiveness, land lintegration lof lthe lmaterial 
lwith lthe lsub-themes lof lliving land linanimate lobjects laround lit lobtained la lscore lwith lan 
laverage lvalue lof l4.3 lBy lthe lcriteria lof l"very lfeasible". lThis lindicates lthe llanguage lused. 
linteractive lmedia las la lsupporter lof lthe ldeveloped lSteinberg lmethod lcan lbe lused lin lthe 
llearning lprocess lof lpresentation. lThe lfollowing lis la lrecapitulation lof lscores lfrom la lteam lof 
lvalidation lexperts. 

 

Interactive lMedia las la lsupporter lof lthe lSteinberg lMethod, lthe lsub-themes lof lliving land 
linanimate lobjects laround lbefore lobtaining lthe lfeasibility las labove, lof lcourse, lunderwent 
lrevision lfrom lthe lvalidator. lValidator lsuggestions lare lused las linput land lguidelines lto limprove 
lInteractive lMedia. lInteractive lMedia las la lsupporter lof lthe lSteinberg lmethod, lthe lsub-themes 
lof lliving land linanimate lobjects laround lhave lThe lMaterial lLanguage land lPresentation lDesign 
lFeasibility lQuestionnaire lwas lrevised land limproved lwith lsuggestions land linputs lfrom lthe 
lreviewers lto lachieve lthe labove lresults. lThus, lit lcan lbe lconcluded lthat linteractive lmedia las la 
lsupporter lof lthe lSteinberg lmethod lto limprove lthe lcreative lthinking lskills lof lgrade l1 lstudents 
lat lSD lNegeri lKuala lBaru lLaut lis lfeasible lto lbe ltested lon lstudents land lused lin llearning. 

 

The lresults lof lthe lanalysis lof lthis lstudy lindicate lthat lthe leffectiveness lof lthe lproduct 
ldeveloped lsignificantly limproves lthe lcreative lthinking lability lof lfirst-grade lelementary 
lschool lstudents land lcan lincrease lstudents' lvocabulary. lThis lis lby lfollowing lthe lresearch lof 
lMawan l(2021), lPrasetya l(2019), land lTiara l(2018) lwhich lstate lthat lthe leffectiveness lof 
linteractive lmedia lcan lsignificantly limprove lstudents' lcreative lthinking lin llearning lactivities. 

 

Validity ltesting lwas lperformed lafter lthe linteractive lmedia lwas ldeclared lvalid land lviable. lThe 
leffectiveness lof linteractive lmedia lIn lthis lstudy lresults lof lObservation lfrom lteachers lbased 
lon lthe lactivities land llevels lof lstudents' lcreative lthinking lin lfollowing lthe llearning lprocess. 
lBased lon lthe ldata lfrom lthe lobservation lsheet land lthe lstudent's lcreative lthinking llevel lsheet 
lat lthe limplementation lstage, lit lshows lthat lstudents' lactivity land lcreative lthinking lhave 
lincreased. 

 

The leffectiveness lof linteractive lmedia las la lsupporter lof lthe lSteinberg lmethod lto limprove 
lstudents' lcreative lthinking lskills lin lthe lsub-themes lof lliving land linanimate lobjects laround lis 
lalso lobtained lfrom lstudent llearning loutcomes lin leach lgame lthat lstudents ldo. lThis ltest laims 
lto lsee lhow lfar limprovement lstudents lhave lin llearning lto luse linteractive lmedia lthrough 
lvocabulary lgames. lThis ltest lwas lconducted lon l20 lstudents. 

 

The linitial ltest lcarried lout lData lshowed lthat lstudents lscored lincompletely lbefore lusing 
linteractive lmedia. lThe laverage lvalue lachieved, li.e. l57% lin lthe lcategory l'Fair', lwhen 
lexamined lindividually, lshe lwas lthe lonly l4 lout lof l20 lstudents lto lachieve la lfull lscore lin lthe 
lcategory l'Good' land lthe lrest lof lher l16 lstudents lfell lbelow lthe lcategory. l"Perfect". l"sufficient". 



lThe lfinal ltest lconducted lto lobtain ldata lon lstudent lscores lafter lusing linteractive lmedia lhad 
lreached lPerfect. lIt lis lknown lfrom lthe laverage lvalue lof l92% lachieved lin lthe lcategory l"very 
lgood". lLooking lat lthe l20 lstudents lindividually, l17 lstudents lreceived la lperfect lscore lin lthe 
lvery lgood lcategory. lThe lremaining lthree lof lher lstudents lreceived lfull lmarks lin lthe l"good" 
lcategory. lFrom lthese lresults, lwe lhave ldata lthat llearning loutcomes limprove lafter llearning 
lsupported lby linteractive lmedia. 

 

After lusing linteractive lmedia las lsupport lfor lthe lSteinberg lMethod lto limprove lthe lcreative 
lthinking lskills lof lfirst lgraders lwith lanimate land linanimate lsubthemes lin ltheir llearning 
lactivities, lstudent llearning loutcomes limproved lsignificantly. lIt lis lknown lthat lthe laverage 
lscore lof lstudents lbefore lusing linteractive lmedia l(initial ltest) lis l57% land lat lthe ltime lafter 
lusing linteractive lmedia l(final ltest) lis l92%. lBased lon lthese ldata, lit lwas lfound lthat lthe 
ldifference lin lthe lincrease lwas lquite lsignificant, lnamely l35%. 

 

The lvalue lOf lthe labove llearning loutcomes, linteractive lmedia las la lsupporter lof lthe lSteinberg 
lmethod lto limprove lthe lcreative lthinking lskills lof lgrade l1 lstudents lwith lthe lsub-themes lof 
lliving land linanimate lobjects laround lmakes lstudents' llearning lactivities lincrease land lthe 
laddition lof lstudents' lvocabulary lto lreading lalso lincreases. lImproved llearning loutcomes lare 
lproof lthat linteractive lmedia lis la lsupporter lof lthe lSteinberg lmethod lto limprove lstudents' 
lcreative lthinking lskills lin lthe lsubtheme lof lliving land linanimate lobjects laround lThere lis la 
ldifference lin lstudent llearning loutcomes lbecause lstudents land lteachers lare leffective lwhen 
lthey luse lthem lfor llearning linteractive lmedia las la lsupporter lof lthe lSteinberg lmethod. lto 
limprove lthe lcreative lthinking lskills lof lgrade l1 lstudents lwith lthe lsub-theme lof lliving land 
linanimate lobjects laround. lSo lit lcan lbe lconcluded lthat linteractive lmedium lis lviable land 
leffective lfor luse llearning lin lgrade l1 lElementary lSchools. 

 

In lline lwith lresearch ldone lby l(Yusliana lHusnati: l2021) lData lobtained lfor lrelevance, 
lpracticality, land leffectiveness, lbased lon lthe lvalidations land lstudies lconducted, li.e. lvalidity 
lof linteractive lmedia lobtained lby l86.5% lwith la lvery lvalid lcategory land lthe lresults lof lthe 
lreliability lof linteractive lmedia lobtained lof l93.06% lin lthe lreliable lcategory. lComparing lthe 
loutcomes lof lthe linitial ltest land lthe lfinal ltest lof lthe lstudies lperformed lby l(Aditiya 
lpratama:2021) lshows lthe lresult lof lhis lresearch, lnamely lthe lmain lresult lof lresearch land 
ldevelopment lis linteractive lmedia lin lthe lform lof landroid lapplications lassisted lby land lwebsite2 
lapp lbuilder lon lthe lthematic lsubject lmatter lin lelementary lschool. lThe lresults lof lthe lfeasibility 
ltest lare lan laverage lof l90% lfor lthe lfeasibility lof lthe lmaterial lwith lvery ldecent lcriteria, lwhile 
lfor lan laverage lfeasibility lvalue lof l86% lfor lthe lfeasibility lof lmedia lwith lvery ldecent lcriteria, 
land lan lIT lfeasibility lgetting l89% lwith lvery ldecent lcriteria. lThe lresults lof lthe laverage lvalue 
lof lthe leducator's lfeasibility ltest lget la lscore lof l87.33% lwith lvery ldecent lcriteria. lAnd lfor 
lstudent lresponses, lthere lare ltwo lscale ldivisions, lnamely llarge lscale land lsmall lscale. lThe 
laverage lscore lfor lthe lsmall lgroup lwas l79.11% lwith lvery lgood lcriteria, land lthe laverage lscore 
lfor lthe llarge lgroup lwas l82.83% lwith lvery lgood lcriteria. lBased lon lthis ldata, lthe ldeveloped 
linteractive lmedia lis lclassified las lvery lgood, lso lits luse lmakes lsense. 

 

Based lon lthe ldiscussion labove, lif lit lis lassociated lwith llearning ltheory. lSo lthis lresearch lis 
lbased lon lcognitive llearning ltheory lwith lthe lcharacter lJean lPiaget l(1988:45) lstating lthat 



lchildren's llanguage land lways lof lthinking lare ldifferent lfrom ladults. lTherefore, lthe lteacher 
lteaches lusing llanguage lthat lis lby lfollowing lthe lchild's lway lof lthinking. lSo lthat lwhat lneeds 
lto lbe lconsidered lat lthe llearning lstage lis lthat lit lis lbased lon lconcrete lobjects land lthe lmaterial 
lbeing lstudied lshould lbe lfelt lnew lbut lnot lforeign lto lmake lit leasier lfor lstudents lto lunderstand 
lthe lconcept. lFrom lthis ldescription, lit lcan lbe lconcluded lthat linteractive lmedia ldeveloped lto 
limprove lstudents' lcreative lthinking lskills lare lrelevant lto lcognitive ltheory, lwhere leach 
llearning lprocess lis larranged lneatly land lstructured lto lmake lit leasier lfor lstudents lto lunderstand 
lthe lmaterial lso lthat lstudent lcreativity lemerges lin llearning. 

 

So lit lcan lbe lconcluded lthat lthe ldevelopment lof lInteractive lMedia las la lsupporter lof lthe 
lSteinberg lMethod lto limprove lstudents' lCreative lThinking labilities lwith lthe lsubtheme lof 
lliving land linanimate lobjects laround lclass l1 lSDN lKuala lBaru lLaut lusing lthe lADDIE 
ldevelopment lmodel lalso lfulfills lvalid land leffective lcriteria lin lits luse lin llearning lactivities 
land limproves lthinking lskills. lcreative lstudents. 

 

4 Conclusion 
 

The ldevelopment lof linteractive lmedia lto limprove lstudents' lcreative lthinking lskills lon lthe 
lsub-themes lof lliving land linanimate lobjects lin lthe lenvironment laround lthe lfirst lgrade lof lSD 
lNegeri lKuala lBaru lLaut lusing lthe lADDIE ldevelopment lmodel lmeets lthe lvalid lcriteria land 
lis leffective lfor luse lin llearning lactivities, lincreasing lstudent llearning lactivities. 

 

Based lon lthe lproblem, lresearch lgoal, lresearch lresults, land ldiscussion lin lthe lresearch lon lthe 
ldevelopment lof lInteractive lMedia las la lsupporter lof lthe lSteinberg lmethod lto limprove 
lstudents' lcreative lthinking lskills, lit lis lstated las lfollows: 

a. The process of developing interactive media as a supporter of the Steinberg method to 

improve the creative thinking skills of grade 1 students with the subtheme of living and 

inanimate objects around is carried out in five stages, namely: 

1. Analysis is the first stage in the form of curriculum analysis, student needs analysis. 

2. Design is the product design phase, which consists of research equipment grid 

creation, product design, material preparation, concept map creation, image collection, 

and color design selection. 

3. Development is the interactive media development stage, starting with formulation, 

interactive media design, evaluation tool development, validation 1, revision 1, 

validation II, and revision II.  

4. Implementation, is the product implementation stage consisting of product trials, 

small group trials, and limited field trials. 

5. Evaluation, is the final stage of the product development procedure consisting of a 

comparison of the trial phase and product feasibility. 

b. lThe lfeasibility llevel lis lknown lbased lon lthe lfeasibility lassessment lof lone lmaterial 
lexpert llecturer, lone llanguage lexpert llecturer, land lone lpresentation ldesign lexpert 
llecturer. 

1. lFeasibility lassessment lby lmaterial lexperts lobtained lan laverage lscore lof l3.2 land 
l4.4 l(Very lEligible) 



2. lFeasibility lassessment lby llinguists lobtained lan laverage lscore lof l2.6 land l3.7 l(Fair) 

3. lFeasibility lassessment lby lpresentation ldesign lexperts lobtained lan laverage lscore 
lof l2.8 land l4.3 l(Very lEligible) 

c. lInteractive lMedia las la lsupporter lof lthe lSteinberg lmethod lto limprove lthe lcreative 
lthinking lskills lof lgrade l1 lstudents, lthe lsub-theme lof lliving land linanimate lobjects 
laround lis ldeclared leffective lto lgenerate lactivity land lcreative lthinking lof lstudents 
land lstudent llearning loutcomes. lThis lis levidenced lby lstudent llearning loutcomes. lAt 
lthe ltime lof lthe linitial ltest, lthe lpercentage lwas l57% land lat lthe ltime lof lthe lfinal ltest, 
lthe lpercentage lwas l92%. lThe ldifference lbetween lthe linitial ltest land lthe lfinal ltest lis 
l35%, lwhich lindicates lthat llearning lby lusing linteractive lmedia lto limprove lstudents' 
lcreative lthinking lskills lon lthe lsub-themes lof lanimate land linanimate lobjects lin lthe 
lsurrounding lenvironment lis lbetter lthan lbefore. 
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