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ABSTRAK 

 

Aizzah, Liya Sofiana. 2023. Pengaruh Model Pembelajaran Creative Problem 

Solving Berbantuan VectMath App Terhadap Kemampuan 

Pemecahan Masalah Matematis Siswa. Pendidikan Matematika. 

Fakultas Keguruan dan Ilmu Pendidikan. Universitas Muria Kudus. Dosen 

Pembimbing: (1) Ratri Rahayu, S.Pd., M.Pd. (2) Himmatul Ulya, S.Pd., 

M.Pd. 

 

Kata Kunci : Kemampuan Pemecahan Masalah, Model Creative Problem 

Solving, VectMath App. 

 

Rendahnya kemampuan pemecahan masalah siswa terlihat dari hasil studi 

pendahuluan terhadap siswa kelas X E8 SMA N 2 Kudus sebesar 41%. Tujuan 

penelitian ini : (1) menguji rata-rata kemampuan pemecahan masalah matematis 

siswa kelas yang diajarkan dengan model pembelajaran Creative Problem Solving 

berbantuan VectMath App lebih baik dari rata-rata kemampuan pemecahan 

masalah matematis siswa dengan model pembelajaran langsung, (2) menguji 

proporsi siswa yang tuntas Kriteria Ketercapaian Tujuan Pembelajaran (KKTP) 

dengan model pembelajaran Creative Problem Solving berbantuan VectMath App, 

(3) menguji terdapat peningkatan kemampuan pemecahan masalah matematis 

siswa sebelum dan sesudah diterapkan model pembelajaran Creative Problem 

Solving berbantuan VectMath App. 

Jenis penelitian ini adalah kuantitatif dengan metode Quasi Experimental 

Design. Rancangan yang digunakan adalah Nonequivalent Pretest-Posttest 

Control Design. Populasi dalam penelitian ini adalah semua siswa kelas X SMA 

N 2 Kudus semester II tahun ajaran 2022/2023. Teknik pengambilan sampel 

menggunakan teknik Cluster Random Sampling. Sampel dalam penelitian ini 

adalah siswa kelas X-E8 dengan jumlah 35 siswa dan kelas X-E6 dengan jumlah 

36 siswa. Teknik pengumpulan data yang digunakan yaitu tes kemampuan 

pemecahan masalah. Analisis data yang digunakan yaitu uji normalitas dan 

homogenitas, serta analisis data meliputi uji t dua sampel independen, uji z dan uji 

N-Gain. 

Hasil penelitian menunjukkan, (1) rata-rata kemampuan pemecahan masalah 

matematis siswa yang diajarkan menggunakan model Creative Problem Solving 

berbantuan VectMath App lebih baik dari rata-rata kemampuan pemecahan 

masalah matematis siswa dengan model pembelajaran langsung, (2) proporsi 

siswa yang tuntas KKTP setelah mengikuti pembelajaran matematika 

menggunakan model pembelajaran Creative Problem Solving berbantuan 

VectMath App lebih dari 75%, (3) terdapat peningkatan kemampuan pemecahan 

masalah matematis siswa sebelum dan sesudah diterapkan model pembelajaran 

Creative Problem Solving berbantuan VectMath App. Kesimpulan penelitian ini 

yaitu terdapat pengaruh model Creative Problem Solving berbantuan VectMath 

App terhadap kemampuan pemecahan masalah matematis siswa. Upaya untuk 

meningkatkan kemampuan pemecahan masalah matematis siswa disarankan untuk 

menerapkan model Creative Problem Solving untuk materi lainnya. 
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ABSTRACT 
 

Aizzah, Liya Sofiana. 2023. The Effect of VectMath App's Assisted 

Creative Problem Solving Learning Model on Students' Mathematical 

Problem Solving Ability. Mathematics Education. Faculty of Teacher 

Training and Education. Universitas Muria Kudus. Supervisors: (1) Ratri 

Rahayu, S.Pd., M.Pd. (2) Himmatul Ulya, S.Pd., M.Pd. 

  
Keywords : Problem Solving Ability, Creative Problem Solving 

Model, VectMath App. 

  
The low problem-solving ability of students can be seen from the results of 

a preliminary study conducted by researchers on grade X E8 students of SMA N 2 

Kudus as big 41%. The objectives of this study: (1) testing the average 

mathematical problem solving ability of class students taught with the Creative 

Problem Solving learning model assisted by VectMath App better than the 

average mathematical problem solving ability students with the direct learning 

model, (2) testing the proportion of students who complete the Learning Goal 

Achievement Criteria using the Creative Problem Solving learning model assisted 

by VectMath App, (3) testing there is an increase in students' mathematical 

problem solving skills before and after applying the Creative Problem 

Solving learning model assisted by VectMath App. 
 This type of research is quantitative with Quasi Experimental 

Design method. The design used is Nonequivalent Pretest-Posttest Control 

Design. The population in this study is all grade X students of SMA N 2 Kudus in 

the second semester of the 2022/2023 academic year. Samples collection 

technique using Cluster Random Sampling technique. The samples in this study 

were students of class X-E8 with a total of 35 students and class X-E6 with a total 

of 36 students. The data collection technique used is a problem-solving ability 

test. The data analysis used is normality and homogeneity tests, and data analysis 

includes independent two-sample t tests, z tests and N-Gain tests. 

The results showed, (1) the average mathematical problem solving ability 

of students taught using the Creative Problem Solving model assisted by 

VectMath App was better than the average mathematical problem solving ability 

of class students taught with the direct learning model, (2) the proportion of 

students who completed KKTP after participating in mathematics learning using 

the Creative Problem Solving learning model assisted by VectMath App more 

than 75%, (3) there was an increase in students' mathematical problem solving 

skills before and after applying the Creative Problem Solving learning model 

assisted by VectMath App. The conclusion of this study is that there is an 

influence of the Creative Problem Solving model assisted by VectMath App on 

students' mathematical problem solving abilities. Efforts to improve students' 

mathematical problem solving abilities are suggested to apply the Creative 

Problem Solving model to other materials. 
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