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ABSTRAK

[bookmark: _Hlk202786511]Penelitian ini bertujuan untuk mengetahui pengaruh media pembelajaran STEAM berbasis kearifan lokal Pulau Samosir terhadap kemampuan berpikir kreatif siswa kelas V MIS Insan Ikhlas Islamic School. Metode yang digunakan dalam penelitian ini ialah metode eksperimen dengan jenis Quasy Eksperimen dan dengan desain Non-Equivalent Control Group Design. Populasi penelitian ini adalah seluruh siswa kelas V MIS Insan Ikhlas Islamic School. Dengan Jumlah siswa sebanyak 63 orang, dengan  kelas VA sebagai kelas eksperimen dan Kelas VB sebagai kontrol. Untuk memperoleh data yang diperlukan, maka dalam penelitian ini peneliti menggunakan instrumen berupa tes. Analaisis data menggunakan teknik analisis Varians Dua Arah (Two-way ANOVA), Pengujian hipotesis yang dilakukan dengan uji Analysis Of Variance (ANOVA). Setelah dilakukan uji ANOVA diperoleh Fhitung>Ftabel (870,93 > 4,00), maka H1 diterima dan H0 ditolak. Dari hasil penelitian tersebut dapat disimpulkan bahwa terdapat pengaruh yang signifikan antara media pembelajaran STEAM berbasis kearifan lokal Pulau Samosir terhadap kemampuan berpikir kreatif siswa kelas V di MIS Insan Ikhlas Islamic School.

Kata kunci: STEAM, kearifan lokal, berpikir kreatif.
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THE EFFECT OF STEAM LEARNING MEDIA BASED ON LOCAL
WISDOM OF SAMOSIR ISLAND ON CREATIVE THINKING
ABILITIES OF GRADE V STUDENTS AT MIS INSAN
IKHLAS ISLAMIC SCHOOL
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ABSTRACT

The abjective of the escarch was o determine the effect of STEAM learning media

based or local wisdom from Samosir Isiand o the creative hinking abilties of

grade V students of MIS Insan I¢has ilamie School The rescarch was conducted
at MIS Insan Tias Itamie School. The research popudation was all stdents in
rades V4 and VB of MIS Insan as Islamic School. The research used a guasi-
experimental techmique. 4 total of 63 studenis from hwo classe, consisting of class
VA and 31 students from the experimental group, were given STEAM learnirg
media based on local wisdom. Class VB. consising of 32 studenis, was given a
comsernional mdel,in this case using th lecture method. The resuds of he data
analysis showed that the effct of local wisdom-based STEAM learning meia.
based on the resuls o the Two-1Way ANOVA analysis. showed a diffrence in
studens’creaiive thinking. The difference in the F table > F-citfor the Experiment
was 2.433 > 2,120, Meanwhile, the F < F-cri fo the Contol ciass was 2.120 <
2.433 Assuming that H1 is accepted and HO & reected. f F observed > F table.
then the local wisdon-based STEAM lcarning media determined io b accepied by
class VA students had asignificant effect. The resuls showed tha; There is an effct
of iocal wisdom:based STEAM iearning media on Samosir Iiand on the creative.

{hiking s gade stdns at IS ns e lamie Scool

@ i wisdom ereative thinking.
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