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Hoc- is a pmon able io diiak 
cocoe 

The number of msponses deicrmiries the score (I point per idea). 

 

 

 

Creativity Test involves the sample in caupleting the picture 
(i.e., &awing eornpl etions test), referred to as the Wartegg test 
[26], [27]. Creativity is assessed with an awareness of the 
abil ity to produce new combinations of certain variables 
expressed in four variables. Further, the FC scoring is based 
on the marks given to four viriabl es: elaboration, flexibility, 
fluency, and originality [28]—[30], as shovm in Fig. 2. 

4) Figural creativity test: Figural creativity test (pre-test) 
to assess the FC skill of students prior to the intervention. In 
a group administration session, the pencil and paper 
assessments were performed individual ly, and the figural 

 
Pocpose oFeacB 

re 5 aztables or DC 

creativity test consists of curious activiti es. A circular pattern 
is introduced to the studmts, and students are asked to create 
as many different inages as possible, and it must be 
calculated using the specified circular pattern within IO 
minutes; In addition, students are asked to incl ude the title of 
each picture based on the pictures ther have been created (31], 
[32]. The curriulative score is converted into standardized 
scores, and then the sun of the row scores becomes the score 
of the creativity quotient; The creativity quotient score with 
intervals was translated into four level s; superior, high 
average, average, and low average [33]. 
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E bor  o 

The points depends on the number of additional details drawn. 

 

 
 

 
B. Step 2 

Fig. 2 Measurement point s for variable s of Hi gural creativity 

 
activities students actively interacted in robotic learning with 
the new desi gn of learning activities. 

The second step is irnpl aumtation, which consists of 4 
sub-steps. 

I) De. igii ri{new learning activity iii robotic learnai g.- 
The learning activity was developed by an expert’s 
suggestion, which was invited in the Focus Group Di scussion 
(FGD). The learning activity concept was developed to 
increase the four variables of the FC [ 34]. This jxograiii 
incl udcs some activities. Firstly, the first element is fluency, 
coupled with activities, imagination, discussion, and 
competition. Secondly, the second element is fiexibil iy 
coupled with activities modification and negation. Thirdly, 
the third element is originality, coupled with creating a new 
robot and a different answ'er. Fourthly, the fourth element is 
elaboration coupled with activities involving stories and 
concraizing The initials and expertise of the invited experts 
were KR and JJ as education experts, HT and R as 
psychologists. 

2) Validity rifiiew learning activity hy air expen.- Validly 
of new learning activity was assessed by an expert using a 
questionnaire. 

3) Data o/ que.st ioiiriaire. Questionnaire data were 
analyzed using the results of the val idity coefficient Aikai's 
V. 

4) lii terveiitiriii or implemeiitatioii of drew leariiiii g 
activitie.s.- Intervention or irnplernentation of new learning 

C. Step 3 

The third step is evaluation, which consist of 3 sub-steps. 

1) Figural creativiy te.sr. Figural creativity test (post-test) 
to assess the FC skill of students after the intervention. After 
the new design of learning activities inter mention was 
completed, the students' FC was measured by using the 
Fi gural Creativity Test (Post-test). It is important to do a post- 
test to find out how much the FC of the student has improved. 
The pencil and paper assessments were performed 
individually in the group administration session. The post-test 
figural creativity test has the same operations as the pre•test. 
The cuiilulative score is converted into standardized scores 
and the total raw scores into creative quotient scores; thug the 
creative quotient score was translated into FC level s. 

2) Aiialy•iiig.• Analyzing the effect of the new I earning 
activities in robotic learning to stimulate all the FC variables 
used paired smuple t-test and ANOVA analysis. Data analysis 
was perfonued with SPSS software. 

3) Caiicludirig. The conclusion of new learning activities 
to improve all figural creativity elements. 

 
III. RES fJLTS AND DISCUSSION 

In this section, a discussion was made about the I earning 
activity desi gn for robotic learning and the effects of applying 
this learning activity to improve students' FC; to know 

Ho*- is semeene able in 

How can a person des•e1ep, 
detail and complete an idea 

pczsaa able to 

The student is able to bring up a resperat thal is included in 10•. e 
of the poputahon, Auth a criteria such as die anns er is gn en try 
10% n more of ihr subject is gist a sccre of 0. The answm is 
gi*'en by 5-9°.i of sects gi*n a Note or’ 1. W mower is givm 
by 2<•z» of subjecra gies a score of 2. The amend is gis by 
kss than 2•.» nf subjects give a more of 3. Aosw'as that are ant 
included in tfie lisi of originalities, was given a score of3. 

Tbr score is the catcgon,• idea t1 potrii per caiegory). 
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