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Abstract: This research is motivated by the results of observations, that mathematics learning activities
in elementary schools still tend to be dominated by teachers with lecturing activities. This is what causes
students to become passive and do not understand the material so that it affects low student learning
outcomes. This study used a quantitative approach with a pretest-posttest control group design and
research subjects of class IIl MIN 1 Aceh Tengah. The research was conducted using two classes, namely
experimental and control. The instruments used are learning tools and test sheets in the form of
description questions. To analyze the data, researchers used SPSS 16.0 for windows software. The results
showed that (1) the ability of students to solve simple fraction problems using creative problem-solving
learning models supported by real object media increased with an average value of 84.00 or > 75%
achieving KKM. (2) The ability to solve simple fraction problems using conventional learning models
without the support of real object media tends to be low with an average score of 69.18 or <75% which
achieves KKM. (3) There is a significant effect on the ability to solve simple fraction problems using the
Creative Problem-Solving learning model supported by real object media with Asymp. Sig. (2- tailed)

0.000 < 0.05, tcount > ttable, 7.744 > 2.032.
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Mathematics is one of the most
important subjects in the world of education.
All students start studying mathematics from
elementary school to high school (Ball, 1991;
Keller et al.,, 2001). Mathematics lessons are
given in elementary schools to equip students
with the experience of thinking about
mathematics itself. This is reinforced by the
opinion according to Loc et al. (2019) which
emphasizes that mathematics can shape the
mindset of people who study it into a
systematic, logical, critical mathematical
mindset with great care.

In mathematics learning material, one of
the competencies that requires further
thinking is solving simple fraction problems.
This is because the problem of simple fractions
is very closely related to the daily life of
students both at school and at home. For the
lower grade level, solving simple fractional

arithmetic operations questions requires
understanding concepts that are more
difficult than other number arithmetic

operations (Nemeth et al., 2019).

Based on the results of pre-observations
that have been carried out at MIN 1 Aceh
Tengah it is known that the competency in
solving problems related to simple fractions is
still less than the standard value set (KKM).
This fact can be seen from the number of
students who scored under the Minimum
Completeness Criteria (KKM), namely 75. Of
the 36 students, only 45% were able to achieve
the KKM.

From the pre-observation data it was
found that success in the process of learning
mathematics is strongly influenced by the role
of the teacher (Erdogan et al., 2014; Istikomah
& Wahyuni, 2018). The role of the teacher is
important because in terms of the selection of
learning strategies or models used, it
determines the success of the learning process.

Renjana Pendidikan Dasar - Vol. 3 No. 2Mei 2023 103



Through observation activities in the field, it
is known that teachers still use the
conventional model with the lecture method.
This makes students passive and bored when
learning takes place.

Such circumstances will make students
less motivated to actively participate in
learning. From the conditions previously
described, it is necessary to apply an effective
and innovative learning model in order to
increase motivation so that learning outcomes
increase or are better.

According to Arifah & Widjajanti (2018)
that the learning model is a plan or a pattern
that is used as a guide in planning learning in
the classroom. Learning models are designed
to have steps (syntax) that aim to make
students actively involved in learning. One
learning model that is suitable for the results
of the pre-observation is Creative Problem
Solving (Maulyda et al., 2019; Morphew et al.,
2020; Sukoriyanto et al., 2016). This learning
model emphasizes problem solving skills.
Problem-solving skills in question are skills in
terms of thinking about efforts to solve them.
In this case students are required to develop
their mindset to choose the appropriate
strategy or way to solve a simple fraction
problem (Liu & Liang, 2020).

According to the stages of the student's
mindset, the steps of the Creative Problem
Solving model according to Hotimah et al.
(2021) consist of clarifying the problem,
expressing opinions, evaluating and selecting
and implementing it. In addition to using the
Creative Problem Solving learning model, it
can also be supported by media. With the
existence of a media, learning mathematics
which is abstract in nature can be concretized
in such a way. The existence of media is also
able to stimulate students to play an active
role during the learning process. In line with
this, Mufidah (2021) reveal the importance of
learning media, namely.

In the process of teaching and learning
the presence of the media has an important
meaning. Because in this activity the lack of
clarity in the material presented can be helped
by presenting the media as an intermediary.
The complexity of the material to be conveyed
to students can be simplified with the help of
the media. From the complexity of students in
solving simple fraction problems, the media
that is considered appropriate is real objects.
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This is reinforced by the opinion according to
Ibrahim and Syaodih (2003: 119) that real
object media are real objects that will provide
a very important stimulus for students in
learning various things, especially those
concerning the development of certain skills
(Tarigan & Siregar, 2022).

This study uses a quantitative approach
with  experimental research techniques
(Creswell, 2014). Quantitative research is
carried out in a systematic, planned and
clearly structured manner from the beginning
to the creation of the research design. The
experimental technique was designed in such
a way as to determine the effect of using the
Creative Problem Solving learning model
supported by real object media on the ability
to solve problems related to simple fractions.
The research design uses the Pretest-Posttest
Control Group Design model involving 2
classes, namely the experiment and control.
Here is the design from research.

Table 1. Control Group Design

Subject | Pre-Test | Treatment I;OSt-
est

E O1 X1 Oz
K Os Xo Oy

Information:

E : Experimental Group

K : Control Group

O1 : Experiment Group Pretest

Oz : Experiment Group Posttest

Os : Pretest Control Group

Oy : Posttest Control Group

X1 : Treatment

Xo : No Treatment

According  to Sugiyono  (2010)

population is a generalized area consisting of
objects/subjects that have the best quality and
certain characteristics set by researchers to
study and then draw conclusions. While the
sample is part of the number and
characteristics possessed by the population. In
this study the population was 36, namely the
total number of class III at MIN 1 Aceh
Tengah. And for the sample because the
population is less than 100, it uses calculations
with saturated sampling techniques and
determines the number of samples, namely all
members of the population or 36 students.



The instrument used is a test in the form
of 10 number word problems. Before being
used, the instrument must be tested for its
validity and reliability. Furthermore, for data
analysis techniques using descriptive and
inferential statistics. Descriptive statistics are
presented in the form of frequency
distribution tables, graphical diagrams and
central tendency. As for the inferential
statistics ~ using the normality test,
homogeneity test and test the research
hypothesis. The first and second hypotheses
are based on KKM. While testing the third
hypothesis using the t-test on SPSS software
version 16.0 for Windows.

The results of data analysis were
performed using SPSS software version 16.0
for Windows. After being analyzed, the
following results were obtained.

Hypothesis Testing 1

Data analysis to test the first hypothesis
was carried out by comparing it with the
Minimum Completeness Criteria (KKM)
standard, which was 75. The data being
compared was the pretest and posttest values.
In this study, testing the first hypothesis was
to determine students' ability to solve
problems related to simple fractions using the
Creative Problem Solving model supported
by real object media (experimental class).
Based on the results of the analysis it is known
that the first hypothesis stated by the
researcher is accepted. This is related to the
grade III students at Melis Elementary School
which are classified as high or achieve KKM
scores. The classical average value in the class
is 84.00.

Hypothesis Testing 2

The second hypothesis is still being
tested using the Minimum Completeness
Criteria (KKM) standard. Testing the second
hypothesis aims to determine students' ability
to solve problems related to simple fractions
using conventional models without the
support of real object media (control class).
From the results of data analysis, it is known
that the second hypothesis stated by the
researcher is accepted. This is related to the
ability of class III students at MIN 1 Aceh
Tengah in solving complex problems related
to simple fractions is still relatively low. The
classical average value in the class is 58.82.

Hypothesis Testing 3

Testing the third hypothesis was carried
out to find out whether there was an effect
from using the Creative Problem Solving
learning model supported by real object
media. Testing the third hypothesis using the
T-Test with the Independent T-Test using a
comparison of tcount and ttable at a
significance level of 5% or 0.05. Testing was
carried out using SPSS software version 16.0
for Windows. From the data calculated
through the T-Test, it was found that Asymp.
Sig. (2-tailed) of 0.000. This is when compared
with the provisions of the significance level
means Asymp. Sig. (2-tailed) is smaller than
alpha (a) or 0.000 < 0.05. Referring to the
results of tcount compared to ttable at a
significance level of 0.05, the result is that
tcount > ttable or 7,744 > 2,032.

Based on these calculations, the analysis
is that Ha is accepted and Ho is rejected. This
means that there is a difference in effect
between the use of conventional learning
models without the support of real object
media and compared to the use of creative
problem solving learning models supported
by real object media. From the data analysis
that has been done, it can be concluded that
there is a greater influence on the use of
creative problem solving learning models
supported by real object media on students'
abilities in solving problems related to simple
fractions the use of creative problem solving
learning models supported by real object
media (Adi Widodo et al., 2019; Arsyad, 2011;
Powell et al., 2017). From the data analysis that
has been done, it can be concluded that there
is a greater influence on the use of creative
problem-solving learning models supported
by real object media on students' abilities to
solve problems related to simple fractions
(Rahmayani, 2019; Sugiantiningsih & Antara,
2019).

From the results of data analysis, data
processing, and  hypothesis  testing,
conclusions can then be drawn. It is known
that there is a significant influence from the
use of creative problem solving learning
models supported by real object media on the
ability to solve problems related to simple
fractions in class III students of MIN 1 Aceh
Tengah. This is proven through testing with
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the T-Test which has described the results. In
the use of the Creative Problem-Solving
learning model supported by real object
media, it has an influence in terms of
increasing students' ability to solve problems
related to simple fractions. This is because the
Creative Problem-Solving learning model can
involve students directly during the learning
process. So that makes them more active and
can easily understand the material. Under
these conditions classical completeness
reached > 75%.
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