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Pengembangan Media Permainan Smart Box Untuk Meningkatkan Kreativitas Anak Usia 5-6
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arch and Development (R&D)
using the ADDIE develop n, Evaluation). The research
subjects consisted of materi 5-6 years at Budi Utomo
Kindergarten. Data collection instruments included validation questionnaires and children's creativity observation
sheets. Data were analyzed using quantitative and qualitative descriptive analysis techniques, as well as effectiveness
testing through the N-Gain Score. The results showed that the Smart Box media was declared highly feasible, with
material validation at 92% and media validation at 82%. Field trial results indicated a significant increase in children's
creativity, with an average N-Gain Score of 0.911, which falls into the highly effective category. Thus, the Smart Box
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game media is proven to be feasible and effective in increasing the creativity of children aged 5-6 years and can be
used as an innovative learning media in schools.
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PENDAHULUAN
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Untuk mengatasi permasalahan tersebut, ADDIE (Analyze, Design, Development, Implementation,
diperlukan media pembelajaran yang mendukung prinsip ~ dan Evaluation). Smart Box dikembangkan dalam bentuk
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kreasi, dan (4) barcode reward berupa video edukatif. Perbandingan Hasil Pretest dan Posttest
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