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Video making in Multimedia subject is very essential as students are encourage to be able to create
media inteaching in order to make the students understand the materials easily. This research is meant
to improve students’ creativity in video making in Multimedia subject by using problem based
learning model. The research used Pre-Experimental Design with One Shot Case Study. This study
used quote sampling as the sampling technique and obtained as many as 41 students from the

4% semester of Accounting Education Department. The data were collected through questionnaires
and student learning outcomes. The data were then analyzed by using structural equation modeling
(SEM} and partial least squares (PLS) tool. The results showed that the problem-based learning
model positively influenced the improvement of creativity in video making. Furthermore, the value
of student learning achievment is more than 70.
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INTRODUCTION

The learning paradigm undergoes a shift from teacher-centered learning into a student-centered
learning (Anyanwu and Iwumadi, 2015). The paradigm shift demands changes in the learning process. The
change contains consequences that learning no longer uses conventional models with lecture methods.
Learning model should enable active involvement of learners, especially for college students in order to
prepare them to face the pressure of their job in the work place and win the competition. Thus, knowledge
and experience are no longer enough to make them survive. While university has provided students with
abundant of knowledge and workplace experience, the global era has confirmed that those are no longer
enough to make the university graduates survive. Innovatjmn is needed and the ability to innovate is
creativity. The need for educational innovation is important. Innovation can be directed to progress in one,
several, or aspects of the education system: theory and practice, curriculum, teaching and learning, policy,
technology, institutions and administration, institutional culture, and teacher education (Serdyukov and
Serdyukov, 2017). in reviewing innovation, we must think of new ideas that require a certain level of
creativity, are willing to be involved in risk, and bring that idea to fruition (Glassman, Opengart and
Glassman, 2016). Creativity is something that needs to be trained and nurtured trough innovative learning
which enhances students’ higher order thinking skills that can develop students’ creativity. Therefore,
traditional learning with legigre methods is no longer relevant to the demands of 21st century as it is incapable
of equipping higher order thinking skills. Students need to be actively involved in every activity of learning
and they have to be able to solve any problem that arises. One way to ggshieve this goal is through Problem
Based Learning model as how Michael and Modell (2003) had said that students need to be actively involved
in the whole learning process and therefore, students’ center learning is the most relevant. One of the learning
models that prioritizes the activities of learners is problem-based learning. This is especially important for
the multimedia subject as this subject requires students to innovate. Multimedia needs students’
creativity to create interesting media especially in accounting subject in which most of the
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materials require memorizing. Creative innovation to create learning media which allows students to easily
understand the materials is badly needed. The media used must be able to grow student motivation, it is
also used to facilitate students in receiving learning delivered (Nirbita, Joyoatmojo and Sudiyanto, 2017).
Combining all the matters above, the most suitable teaching method to enhance students’ creativity in Video
making is proposed by the researcher which is Problem Based Learning Method.

Situation of the Problem

Previous studies which are relevant to the problem-based learning model and aimed at
improving the achievement of learners have actually been carried out by previous researchers, among others
are: 1) The use of Computer Based Learning Media and Innovative Attitudes toward Learning Outcomes of
Information and Communication Technologies (Abrianto and Sitompul, 2014) which describes the advantages
of using streaming radio learning media compared to computers in influencing ICT learning outcomes by
using quasi experimental research methods; 2) The Influence of Computer Based Learning Media to
Mathematics Learning Achievement Viewed from Student Learning Activity (Setyono, 2016) which describes
the effect of macromedia flash 8 or powerpoint on students” achievement which include the influence of
high, medium, and low activeness to student's learning achievement by using quasi experimental
methods; 3) The Effect of Using Computer Based Learning on Learning Activity and Learning Achievement
in ISBD Courses at STKIP Garut (Sofiah, 2005) which describes the use of the PowerPoint media which is
very helpful for teachers in delivering theoretical materials in classical learning / group learning. Classical
learning / grgmp learning are similar to ISBD courses with the creativity of teachers with mixed lecture
material can combine aljglements of media such as text, video, animation, image, graphics and sound into
an interesting entity that can accommodate students who have visual , audio and kinesthetic;

4) The Influence of Using Internet Based Learning Information Technology to Student Learning Interest of
Class VIII SMPN 30 Semarang in the Academic Year of 2011/2012 (Nurfahmi, 2012) which explained about
information technology which is very influential in supporting learning process. Information technology used
in the learning process is the internet. The Internet is considered to increase students' interest in learning
in school; 5) The Effectiveness of Multimedia Learning Tools in Education (Almara'beh, Amer, & Sulieman.
2015) explained about the important of using multimedia in teaching including video. The result shows that
ge use of video can increase students’ interest in learning which in turn also improve their achievement ; 6)

reative and Critical Thinking $gills in Problem-based Learning Environments (Birgili,

2015) which explained the role of Problem Based Learning on improving students creativity. The process
that students have to go trough in PBL especially sintesizing, hypnotizing, analyzing a roblem solving
can help students to be more creative in solving problem through various possibilities ; 7) The Role of PBL in
Improving Physics Students’ Creative Thinking and Its Imprint on Gender (Eldy, Elnetthra F & Sulaiman, F,
2013) which explained how important PBL in improving students’ creativity. Some aspect of creativity that
can be improved through PBL such as fluency, flexibility and originality.

In relation to the results of this study, none of them discussed about the influence of problem-based
learning model on improving the creativity of video making in multimedia subjects. Therefore, the authors
are interested in discussing about the learning model that can improve students’ creativity, where the
researchers are trying to apply the problem-based leaypmg model, because by applying the learning model
students are given the freedom to be creative. The purpose of this study is to determine the effect of
problem-based learning model on students’ creativity in making video and students’ learning outcomes.

Aim of the Study

Creativity has become an important issue to be addressed by educators in recent years. This is due to
the development of the world especially the economic development which demands people to be able to
innovate. Moreover, the education system which has gone through some important shift from teacher center
to students’ center learning has demanded teacher to do some innovation in teaching methods. Based on those
problems, the researcher attempted to answer some questions namely how effective is Problem Based learning
inimproving students’ creativity especially in video making of Multimedia subject. This research is also meant
to analyze how significant is the impact of PBL on improving students” understanding and achievement.
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METHOD
Study Approach

This research uses quantitative approach. “le research used Pre Experimental Design with One-Shot
Case Study. Quantitative methods are used through the dissemination of questionnaires and written tests.
The data are collected through questionnaires and performance to  obtain learning  outcomes.
Questionnaires are distributed to the respondents then the answers given by the respondents are
tabulated and processed (Punch, 2009).

Study Sample

This research was conducted at Universitas PGRI Madiun in March 2017 to June 2017. The populations
in this study are all students of accounting education from 4th semester and the sample in this study are taken
from class C and D as many as 41 students (7 male and 34 female) with quota sampling method.

Source of Data

Data used in this study are collected from student learning outcomes and questionnaires. Learning
outcomes are used to determine the successful application of problem-based learning models in improving
students” achievement and creativity in making video. Questionnaires are used to find out the students'
responses about the learning process using a problem-based learning model especially in improving their
creativity.

Research Cycle

The steps in this research are first lecturer oriented students to the problem by assigning students to
create video related to the topic given to every group. The topic assigned to every one group is different
from others. Second, the students are assigned to created study groups, which consist of 2 students for each
group. Third, the students then identify the problem related to the topic and finding possible solution on
how they should create their videos which contain the material assigned. Fourth, students discuss the
problem and its possible solution with the group member and lecturer. During the discussion, the students
were allowed to ask question related to their ideas and get some advices from the lecturer.

Fifth, the video making process should be completed after the discussion and feedback from lecturer
through these process: 1) upon receiving the topic of the material, students analize the content of the topic; 2)
students then find the materials and simplify them to be inserted in the video content;3) students consult the
result of the first discussion to the lecturer;4) the students then determine the format and content of the
video as well as time allocation if finishing the video; 5) students then create their video and do the editing
process; 6) after they have created their video, they have to present the result in the classroom. During the
whole process of video making, the students are allowed to consult the lecturer related to any difficulty they
faced. Some problems that they may ask are: their role in the video, should they include themselves in the
video and how the video format should be.

Sixth, in completeing the video, students present the video in the class. Last, the lecturer evaluates the
video creation results based on the creativity of the video and its relevance to the topic and sub topic given
as well as provide some feedback to the students. After the presentation and evaluation, the students were
given some questionnaire related to the method used by the lecturer. The questionnaires were then
evaluated as another source of data for the research.

FINDINGS

Based on the learning outcomes and questionnaires distributed to students after Multimedia Computer
Based Learning class by applying problem-based learning model, the data can be observed as follows.

Students’ Learning Outcome

Student learning outcomes consisting of tasks, midterms and semester ends are cumulative. Here are the
results of student learning.
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Table 1
Students” Learning
Outcome Class =
T'otal %
Se C D
core

90-100 1 1 2 5%
80-89 15 14 29 1%
70-79 6 4 10 24%
60-69 0 0%
50-59 0 0%
Total 22 19 41 100%

Source: processed data (2017)

Table 1 shows the learning outcome of 41 students consisting of class C amounted to 22 students and class D amounted
to 19 students. The high score of 2 students with the value of 90-100, the value of 80-89 with the number of 29
students and the wvalue of 70-79 as many as 10 students, this indicates that all students pass in accordance with
the predefined passing criteria with a minimum value of 70.

estionnaire
Evaluation of Measurement Model (Outer Model)

Outer model is a step to know the validity and reliability that connects with latent variables on the effect of PBL on
students’ creativity in making video in multimedia subject. Some aspects being measured are flexibility, fluency,
originality, usefulness and so on according to the indicators of creativity. The validity is measured by using outer loading
and AVE. Requirements to meet validity must be above 0.50. Outer loading measurements have 6 invalid indicators
ABMDS3, MKP16, PMPBI17, PMPEI1S8 and PMPBI20. On the AVE measurement all contracts and dimensions meet the
criterion of the criteria of 0.5 are therefore valid.

Reliable measurements use composite reliability with criterion of 0.7. Results by the smart PLS show that all the
constants and dimensions have met the criteria, so declared the reliability of all the constants and dimensions. Here are
the AVE tables and composite reliability.

Table 2 AVE dab Composite Reliability

AVE Composite Reliability

ABMD 0.33617 0911899
KRTV 0.50605 0.92439
MKP 0.709 0.904535
PBL 0.68553 0867215
PEM 0.53432 0.940099
PBO 0.64297 0.782657
PBT 0.59075 0.850463
PBW 0.74487 0.897062
PMPBI 1 1

Source: the processed data»f SmartPLS 2 (2017)
Model Structure (Inner Model)

The structural model is evaluated by using R-sqfe (R%) for the dependent construct, and t test as well as the significance
of the structural path parameter coefficients. R? can be used to assess the effect of independent latent variables on latent
dependent variables on whether they have substantive effects. In Table 4, it shows that the lowest R-

Square of 0.42724 is include into sufficient category and the highest is 0.946530 as strong category.

Table 3 R-Square

R-Square
ABMD 0.94653
KRTV 0.93391
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MKP 0.90144
PBL 0.80697
PBM 0.62895
PBO 0.92862
PBT 0.65009
PBW 0.42724

Source: the result of SmartPM®PBlocessed data (2017)

Evaluation of the Goodness of Fit

This analysis is done to determine whether the hypothesis fit the result of the study. The calculation of goodness of fit
value of 0.717142943 above criteria 0.5 so that the model of this study 1s categorized as fit. Here is the result of goodness
of fit calculation with the formula:

Gof 2\/AVE X R-Square

Gof2\/0,661070 X 0,777968

Gof=\0514294

Gof=0,717142943
Significance Test

In table 6 it can be seen the effect of problem-based leaming model (PBM) to student creativity (KRTV) with a T-
statistic value of 111.732096 above 1.96 or significant 5%, and the coefficient of 0.96639 as the basis shows the number

of positive numbers. This shows that the constraint of problem- based learning model has a positive effect on student
creativity.

Table 6 Route Coefficient and T-Statistics

o Standard o
Kondirak Original Sample Deviation Standard T Statistics
. Sample (0) . Mean (M) STDEV . Error (STERR) : (|O/STERR]|)
KRTV -> PBL _ 0.89831 0.90103 0.01789 0.01789 50.2063
KRTV -> PBO _ 0.79306 _ 0.79811 0.02924 0.02924 27.12682
KRTV -> PBT _ 0.96365 0.96471 0.00576 0.00576 167.3479
KRTV -> PBW 0.80628 0.80758 0.03775 0.03775 21.35895
PBM -> ABMD 0.9729 0.97336 0.00424 0.00424 229.3547
PBM -> KRTV 0.96639 0.96601 0.00865 0.00865 111.7321
PBM -> MKP _ 0.94944 0.95016 0.00673 0.00673 141.0184
PBM ->PMPBI 0.65364 0.65762 0.04594 0.04594 14.22723

Sumber: the result of SmartPLS$ data processed (2017)

RESULT, DISCUSSION, AND SUGGESTIONS

The result of student learning showed that the applications of problem-based learning model can
improve learning achievement. The average student learning achievment is above 70 . The result shows that
the students are able to create video with interesting content and relevant to the topic. Moreover, their video
also has quite high quality in term of creative and interesting content. The video are very contributive to the
learning process too. Proven by how their peers can easily understand the material content through the
video made by each groups. It can be explained that students are required to solve the problem and given
the freedom (creative and innovative) in making video

Provided by lecturers so that students become more intense in searching for references related to the
problems they encountered. Therefore, students will automatically be creative and innovative in making
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video and students can easily create creative videos as they are required to make their classmates
understand the content of the material throughé'le video they have made.

The results of questionnaire data show that the problem-based learning model positively affects the
creativity of students in making the video. It can be explained that students are required to solve problems
with video media. Therefore, students are automatically analyzing problems and discuss with their group
members to find solutions and be creative and innovative in making videos so that students' creativity
grows. The use of Problem Based [.earning model can improve students' creativity and learning outcomes in
the making of video.

This is in accordance with the theory of creativity according to Suharyadi, Nugroho, Purwanto, and
Faturohman (2008 p 92) stating that the ability to develop new ideas and new ways of solving problems and
finding new thinking. Creativity is something that can be highly valued or not valued at all because there is
no general purpose approval of its meaning, although it has a broad term. Creativity is the most valuable
asset a person has for continued evolution (Brand, Handy & Harrison, 2015).

Rhodes as cited in Munandar (1985 p 1) mentions there are 4 (four) characteristics of creativity as follows:
a) Person, is the uniqueness of the individual in mind and expressions; b) Process, ie smoothness, flexibility,
and original thinking; c) Press, is a situation of life and social environment that gives impetus to display
creative actions, and d) Product, defined as the ability to produce new and original work and meaningful
to the individual and the environment.

Creativity can be trained and developed through learning or habituation. Creativity needs to be
designed, because creativity is the software-and the brain is the hggdware, creativity needs to be installed
through habituation. (TimWesfix, 2013). A person’s ability to be creative and produce innovative solutions
is closely related to the me structure and learning ability. According to Bertoncelli, Mayer &
Lynass (2016 p 195), from an industry point of view, creativity has become one of the greatest drives in
business innovation and tools and techniques have been widely studied and practiced in large companies
over the last few decades.

Creativity according to Suharyadi, Nugroho, Purwanto, and Faturochman (2008 p 92) he ability to
develop new ideas and new ways of solving problems and finding new thinking. Creativity is something
that can be valued high or not valued at all because there is no general purpose approval of its meaning,
although it has a broad term. Creativity is the most valuable asset a person has for continued
evolution (Brand, Handy & Harrison, 2015).

The results of the research also supported by Aktamis & Ergin research (2008 p11) which shows that
students who are given the freedom to solve the problems they faced have a much higher level of creativity
than students taught using traditional methods and approaches. Students become creative and innovative
thinking tgsgolve problems. The results of the preliminary study (Ayob, Hussain, Mustafa, & Shaarani, 2011)
also show that students’ creativity dimensions have been nurtured and refined as a result of problem-solving
processes involved in experiential learning activities. A creative approach to problem solving will in turn
produce innovative solutions.

The [plementation of problem-based learning model on the subject of multimedia computer-based
learning program of accounting education of 4th semester in class C and D FKIP of Universitas PGRI
Madiun in the academic year of 2016/2017, can be concluded that the application of problem-based learning

del positively affect the creativity of students in making video in the course of action. The
implementation of problem-based learning model on the subject of multimedia computer-based learning
that the value of students achievment more than 70.

The course of Multimedia Computer Learning consists of power point, word, blog, video and SPSS.
Suggestions in this research are Power point and Word courses need to be deleted from Computer Based
Learning Multimedia course and put into Application of Computer subject because video and material
making need at least five meetings. The limitation of this study is that the sample used is too small. further
research is needed by using a larger sample to see the consistency of the results.
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