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ABSTRACT 
Today all nations in the world fully believe in the power of education to 
advance a civilization. Learning methods using technology are a challenge 

in learning, especially in the 21st century era which has an impact on critical 

thinking and problem solving, creativity, communication skills, and the 
ability to work together. These educational goals need to be supported by a 

learning model that can help the effectiveness of the learning process so that 

the ability to think creatively will be formed. Learning using e-learning 
Market Place Activity based on android contains nurturant effect in direct 

character building, such as responsibility. This study aims to determine the 

effectiveness of using the android-based e-learning Market Place Activity 
model on students' creative thinking skills at the high school level. This 

research used a quantitative approach with a quasi-experimental method 

involving two research samples that were given different treatments. The 
experimental class applied E-Learning Market Place Activity model, while 

the control class applied conventional method. The pretest results of 

creative thinking skills in the two classes did not show a significant 
difference, while the posttest results showed a significant difference in 

creative thinking skills between the two classes. The E-Learning Market 
Place Activity model in Civics Education has a significant effect on 

improving the creative thinking skills of experimental class students 

compared to the control class using conventional methods. The results of 
this review show that the variables associated with the Market Place 

Activity e-learning model can effectively improve learners' creative 

thinking skills. Learners are active and innovative in developing knowledge 
and information from one group to another, another term is shopping or 

'buying and selling'. In internet-based learning, the e-learning Market Place 

Activity model is something that should be applied in improving the quality 

of learning at the senior high school level. 
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1. INTRODUCTION 
Improving the quality of education is an issue that demands 

attention because education plays a very important role for human 

survival. Improving the quality of education from year to year is 

always pursued by the government, both at the primary, secondary 

and higher school. Education today emphasizes the formation of 

quality human resources, namely humans with personalities who 

are able to overcome the problems and challenges of their own lives 

and problems in the surrounding environment, can innovate 

according to the times, and have the ability to realize the ideals of 

the Indonesian nation, namely creating a just and prosperous 

society. Learning methods using technology are a challenge in 

learning, especially in the era of 21st century life. 

The progress of the 21st century which is very significant has an 

impact on the progress of science and technology as well, in this 

case it is expected that students have 21st century competencies, 

namely 4C competencies which are critical thinking and problem 

solving, creativity, communication skills, and ability to work 

collaboratively (Septikasari & Frasandy, 2018). One of the 21st 

century skills used in the field of education and solutions in 

problem solving is creative thinking skills. Creative thinking skills 

are one of the cognitive aspects that must be considered in the 

process of learning activities so as to provide a habit to students in 

the learning process so that they can be trained to express new ideas 

or ideas (Antika & Nawawi, 2017). 

2. LITERATURE REVIEW 
After passing through the Covid-19 pandemic era which has 

affected all fields including the education sector, the learning 

process has changed its orientation to learning that is carried out by 

utilizing technological assistance. There is a need for the 

application of internet-based learning models in the 21st century 

that have existed or are being used to improve students' creative 

thinking. One of them is through the e-learning market place 

activity model. Market Place Activity is a model based on active 

learning. The characteristics are that learners actively seek and 

gather knowledge from one group to another. The term is mutual 

shopping or `buying and selling` knowledge. In this case, 

cooperation between learners is also needed, learners can do the 

activity of buying and selling knowledge information in the form 

of concepts, or work. In internet-based learning, learning strategies 

and learning models are things that need to be considered in 

improving the quality of learning. Educators have a challenge to 

teach and guide the next generation of the nation, where they will 

undergo the world of work. The Market Place Activity learning 

model will help educators in the learning process to face challenges 

in the era of reform 4.0. 

2.1 Effectiveness of Learning 
The word effective comes from the English word effective which 

means successful or something that is done well. Miarso (2004) 

says that learning effectiveness is one of the quality standards of 

education and is often measured by the achievement of goals, or it 

can also be interpreted as accuracy in managing a situation "doing 

the right things". Vigotsky (1962) also argues that the experience 

of social interaction is important for the development of thinking 

skills, according to him the effectiveness of learning is a measure 

of the success of a process of interaction between students and 

between students and teachers in educational situations to achieve 

a learning goal. 

2.2 Learning Models 
According to Joyce, Wil and Calhoun (2006) the learning model is 

a description of the learning environment, including teacher 

behavior in implementing learning. Learning models have many 

uses, ranging from lesson planning and curriculum planning to the 

design of learning materials, and multimedia programs. This 

learning model refers to the learning approach that will be used, 

including learning objectives, stages of learning activities, learning 
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environment and classroom management process. Based on this 

opinion, the learning model is a systematic procedure or pattern 

used as a guide to achieve learning objectives in which there are 

strategies, techniques, methods, teaching materials, media and tools 

for the learning process. The learning model continues to develop 

following the times so that each year it produces a better learning 

model. According to Wahab (2011) a good learning model will 

have properties or characteristics, namely having systematic 

procedures, specifically determined learning outcomes, specifically 

determined environments, measures of success, and interaction 

with the environment. 

According to Soekanto (1997) states that the learning model is a 

conceptual framework that describes systematic procedures in 

organizing learning experiences to achieve specific learning 

objectives. From the above definition, it can be seen that the 

essence of the learning model is a plan used in learning that 

describes a learning process in order to achieve and create specific 

changes in the dimensions of knowledge, skills and character of 

students as expected. Meanwhile, according to Trianto (2010) 

states that a learning model is a plan or pattern used as a guide in 

planning classroom learning or tutorial learning. This learning 

model refers to the learning approach that will be used, including 

learning objectives, stages of learning activities, learning 

environments and classroom management processes. Based on this 

opinion, the learning model is a systematic procedure or pattern 

used as a guide to achieve learning objectives in which there are 

strategies, techniques, methods, teaching materials, media and tools 

for the learning process. 

2.3 E-Learning Market Place Activity 
Proficiency in the 21st century is a combination of literacy, 

knowledge, skills and attitudes, as well as knowledge of technology 

(Dit. PSMA Directorate General of Primary and Secondary 

Education, 2017). The learning model developed is a contructivism 

learning process. One of the learning models that emphasizes the 

constructivist approach is Market Place activity, which is a learning 

model in the form of market activities, where students can buy and 

sell information. There are groups of learners who own information 

to sell to other groups and groups of learners who buy information. 

The information traded is the material learned that day (Irwan, 

2017). The utilization of internet-based learning (e-learning) is 

expected to motivate the improvement of the quality of learning and 

teaching materials, the quality of student activity and 

independence, as well as communication between teachers and 

students and between students. e-learning can also be used to 

overcome classroom limitations and distance and time barriers, in 

the implementation of teaching and learning activities. 

Market Place is a learning method in the form of market activities, 

where students buy and sell knowledge information in the form of 

concepts or works. Some experts say this learning technique is 

window shopping (Aziz & Sapriya, 2018). For the naming problem 

depends on who gives the name theoretically studied, but in essence 

how learning occurs in class is like a market activity where there 

are goods being traded. There are sellers and buyers and there is a 

communication medium in the form of messages, questions and 

answers, defending, and promoting a concept or product. 

Technically, a concept or work will use Market Place Activity, so 

in the learning group of students, each group agreed on the division 

of tasks, there is a group of sellers to promote or a group of learners 

who own information to promote, sell, and defend their group's 

work to other groups and groups of students who buy information. 

The information being traded is material. Where they as buyers will 

conduct dialogue, ask questions, even evaluate and criticize. 

Factors that support the effectiveness of the implementation of the 

internet-assisted Market Place Activity learning model are the 

availability of communication technology that is increasingly 

sophisticated and can be utilized to support the learning process. 

Factors that hinder the learning model of internet-assisted Market 

Place Activity from the teacher's perspective, the factors that hinder 

the effectiveness of the implementation of internet-assisted Market 

Place Activity are the availability of the internet which is not 

adequate and has not reached all classes. The condition of the 

school environment is narrow and wi-fi coverage is limited so that 

classes located far from the server are not possible to utilize wi-fi 

facilities and must use personal package data. 

2.4 Creative Thinking Skills 
Creative thinking is a manifestation of high order thinking. This is 

in line with the ability to think which is the highest cognitive 

competency that learners need to master in the classroom. 

Creativity includes both cognitive and affective aspects. The 

cognitive aspect refers to the thinking process while the affective 

aspect refers to personality and motivation as the driving force from 

within the individual. Creative thinking is richer than critical 

thinking because critical thinking can answer the problems or 

conditions it faces in depth, while creative thinking is able to enrich 

ways of thinking with more external and diverse alternatives 

(Susanto, 2016). Creativity is a continuous process that refers to a 

person's ability to produce something new and original by 

processing information and solving problems. 

According to Shoimin (2014) defines creative thinking as a series 

of actions taken by people using their intellect to create new 

thoughts from a collection of memories containing various ideas, 

information, concepts, experiences and knowledge. According to 

Munandar (2014), creative thinking is a mental activity to make 

connections that continue so that the correct combination will be 

found or until someone gives up. Fauzi (2004) states that creative 

thinking is thinking to determine new relationships between things, 

find new solutions to problems, find new systems, find new artistic 

forms and so on". Therefore, with creative thinking can be found 

and determined new things in solving a problem (Melvin, 2006). 

Meanwhile, according to Wilson (2012), the characteristics of 

creative thinking are as follows: Fluency, Flexibility, Elaboration, 

Originality, Complexity, Risk-Taking, Imagination, and Curiosity. 

Based on the theoretical description above, it can be concluded that 

creative thinking is the ability to create new ideas that involve 

elements of originality, fluency and flexibility even in people who 

feel unable to create new ideas can actually think creatively, but 

want to keep practicing by combining established relationships and 

creating separate relationships and finding a combination that has 

not existed before. 

3. METHODS 

3.1 Research Design 
Research design is all the processes needed in planning and 

implementing a study (Sukardi, 2013), based on this understanding 

in making research, a planning step is needed before carrying out 
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the research, so that the research is more directed. The research 

design is systematically organized through research steps that aim 

to answer questions in a study. The research steps include a clear 

description of the relationship between variables, data collection, 

and data analysis. 

This type of research is quantitative research with a quasi-

experiment approach. According to Sugiyono (2014) says that 

"Quantitative methods can be interpreted as research methods 

based on the philosophy of positivism, used to research on certain 

populations or samples, random, data collection using research 

instruments, data analysis is quantitative / statistical with the aim 

of testing hypotheses." Based on this understanding, quantitative 

methods are research methods in which research can be measured 

through numbers in various ways. In the end, the variables 

measured using the instrument will produce a number of data 

results from the analysis which are processed using statistical 

procedures. 

Sukardi (2013) argues that experimentation is a method that is 

believed to be productive if done properly in a study, so that 

hypotheses will be answered, especially those related to cause and 

effect. Meanwhile, Creswell (2014) explains that quasi-experiment 

is a method that seeks to determine the effect of the success of a 

research treatment. The research design used is a form of quasi-

experiment with the Non-Equivalent Control Group Design type 

(initial test-final test design of the control group not with a random 

sample). This design is almost the same as the pretest-posttest 

control group design, except that in this design the experimental 

group and control group are not randomly selected. In applying this 

research design using two sample classes. The first sample is used 

as an experimental class where this class will be applied to learning 

by using the e-learning Market Place Activity learning model, 

while the second sample will be used as a control class, in this case 

the control class in the teaching process will only use the traditional 

model (lecture). Then compared the effects that occur from the two 

different treatments. 

3.2 Participant 
This research was conducted at SMA Negeri 1 Maja, 

Majalengka Regency, the choice of location was motivated because 

the school concerned had a vision and mission to further shape the 

character of students at SMA Negeri 1 Maja besides that, the aim 

was to create students who had the ability to think creatively. The 

subjects in this study were taken from several parties of SMA 

Negeri 1 Maja as a source of information. The research participants 

selected in this study were XII IPA 4 students as the experimental 

class and XII IPA 3 students as the control class.  

3.3 Research Instrument 
The research is divided into several stages to facilitate 

researchers so that the results obtained are maximized. The stages 

include the pre-research stage, the research planning stage, the 

licensing stage, the research implementation stage, and the final 

research stage.  

The instruments used in this research are Likert Scale 

questionnaires and Observation Guidelines. According to Sugiyono 

(2015), research instruments are needed to help answer research 

problems with the aim of collecting data as a supporting tool. A 

research instrument is a tool for measuring observed natural and 

social phenomena. Meanwhile, the data collection techniques that 

researchers use are observation, questionnaires, documentation 

studies, and literature studies. Data analysis in this study is an 

instrument quality analysis, namely validity test and reliability test, 

variable description analysis, normality test, homogeneity test, 

paired sample t test.  

 

4. RESULTS & DISCUSSION  
Referring to the research that has been carried out, data analysis is 

carried out to test normality, homogeneity test and hypothesis 

testing. Based on the results of statistical calculations, the 

calculation data obtained from the research results of the normality 

of the citizenship character of the experimental class and the control 

class are normally distributed. The results of the variance 

homogeneity test obtained data that the measurement results of the 

experimental class and control class are homogeneous. Based on 

the hypothesis test or t-test, it is found that Hₒ is rejected and Hₗ is 

accepted. 

The results of the study can be described that the average value of 

students' creative thinking skills between the experimental class 

and the control class has a significant difference. This is due to the 

fact that the control class was not given the treatment of applying 

the Market Place Activity e-learning model or only applied 

conventional methods, while the experimental class was given the 

treatment of applying the Market Place Activity e-learning model 

in learning. 

Referring to the explanation above, in order to be clearer, it can be 

explained that there is a difference in the average value using the 

calculation of the paired sample t test for comparison of the 

improvement of the pretest and posttest results of creative thinking 

skills in the experimental class, namely the average value before 

using the e-learning Market Place Activity model of 112.35. 

Meanwhile, the average value after using the Market Place Activity 

e-learning model is 126.88. The conclusion from the Paired Sample 

Statistic test results is that the pretest value = 112.35 < posttest = 

126.88, so that means descriptively there is a difference in the 

average ability of students' creative thinking in Civics learning. The 

following are the results of the interpretation of the paired sample 

test output table: 

Tabel 1. Interpretation of Paired Sample Test Output Table 

for Experimental and Control Classes 

Paired Sample Test 
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Referring to the table above, it is known that the Significance 

value for the experimental class is 0.000 <0.05, then Hₒ is rejected 

and Hₗ is accepted. So it can be concluded that there is an average 

difference between E-Learning Market Place Activity and creative 

thinking skills, it means that there is an effect of using the E-

Learning Market Place Activity model with an increase in students' 

creative thinking skills in Civics subjects.  

While the significance value for the control class is 0.625> 

0.05, Hₒ is accepted and Hₗ is rejected. So it can be concluded that 

there is no average difference between E-Learning Market Place 

Activity and creative thinking skills, it means that there is no effect 

of using learning models with increased creative thinking skills in 

Civics subjects.  

The next stage is the n-gain test which aims to obtain the 

results of the calculation of the average increase obtained from the 

pretest and posttest scores in the experimental class and control 

class, in addition to seeing the effectiveness of the E-Learning 

Market Place Activity model used for students' creative thinking 

skills, for the experimental class obtained a value of 287.3300 or 

287.3% including in the effective category, because based on the 

conclusion 287.3% = (>76) can be said to be effective (Hake, RR, 

p.199). 

The average value for the control class is 61.4661 or 61.4%, which 

is included in the moderately effective category, because based on 

the conclusion 61.4% = (50-75) it can be said to be quite effective. 

Based on the results of data processing, it can be concluded that the 

use of the E-Learning Market Place Activity model in experimental 

classes is effective in improving students' creative thinking skills, 

compared to control classes that use conventional methods. 

Market Place Activity is a method based on active learning. It is 

characterized by learners actively seeking and gathering knowledge 

from one group to another. Another term is mutual shopping or 

'buying and selling' knowledge. In this case, cooperation between 

learners is also needed, therefore Market Place Activity is often also 

referred to as cooperative learning (Silberman, 2006). This learning 

technique with Market Place Activity contains nurturing effects in 

direct character building, such as being responsible for making and 

defending their work, cooperation in groups, being open to 

criticism from buyers, hard work efforts to be the best, getting used 

to evaluating and being evaluated, building independence, self-

confidence, group skills, receiving feedback, and training to be 

responsible in making the best planning and design, as well as many 

values stored in the learning. 

Creativity and innovation in learning are important to master, so 

that the classroom belongs to students, to achieve these teachers 

must have skills in managing the classroom. One of them is that in 

the learning process teachers use creative methods and models in 

learning to improve students' creative thinking skills. Each model 

has advantages and disadvantages, so teachers must be observant in 

its application. It could be that one model is suitable for one class, 

but not for another class. Or the model is suitable for material A, 

but not material B. So it takes a teacher's sharpness in adjusting the 

model. So it takes the teacher's sharpness in adjusting the method 

to be used with the characteristics of the students. 

Based on the researcher's observation, the factors that support the 

effectiveness of E-Learning Market Place Activity model 

implementation are the availability of technology and 

communication that is increasingly sophisticated and can be 

utilized to support the learning process. It can be seen in the 

application of E-Learning Market Place Activity model in learning 

Civics Education which is very good to be applied in the modern 

era with communication technology that is sophisticated and can be 

utilized to support learning. In addition, other advantages with the 

application of the E-Learning Market Place Activity model include: 

Fun Learning  

Through E-Learning Market Place Activity model, learners can 

learn while playing. Psychologically, learners who are at the upper 

secondary education level, especially in the early grades are very 

close to playing activities. They prefer learning activities involving 

games rather than cognitive activities that require a high level of 

understanding. Therefore, teachers must be able to utilize this 

potential to improve the quality of the learning process. 

Increase in Learners Activity 

This model can increase learners' activities in learning. Market 

Place Activity E-Learning Model is a model based on active 

learning. Active learning is characterized by learners actively 

seeking and gathering knowledge from one group to another. Or 

another term is mutual shopping (buying and selling knowledge). 

In this case, cooperation between learners in the class is also 

needed. Implementation of E-Learning Market Place Activity 

model, learners are required to interact and communicate with their 

classmates, so it will create activities that require learners to be 

more active and creative in learning. 

Easy to remember materials 

One of the characteristics of this model is that the presence of cards 

will make it easier for learners to remember the messages contained 

in the buying and selling of information or knowledge. The 

message contained in the concept map can be remembered by 

students more easily. This is because what is displayed is in the 

form of interesting material and the results of students' innovations 

made in a simple form, making it easier to convey and to be 

received. 

While the factors that hinder the use of E-Learning Market Place 

Activity model are the lack of adequate internet availability and 

have not reached all parts of the class. In addition, not all learning 

materials are suitable to be taught using the E-Learning Market 

Place Activity model, for certain learning materials students must 

deal directly with the teacher, where the material is a new lesson 

and needs more understanding.  

Students' creative thinking skills increased in the experimental class 

by using the E-Learning Market Place Activity model. This model 

is able to train students to think fluently (fluency), this is because 

students try to provide many ways or suggestions for the things they 

observe by providing a number of ideas, answers, and solutions. 

Siswono (2007) says that problem posing with said that problem 

posing by expressing various kinds of questions from information 

is one of the activities that activities that lead to the development of 

critical and creative thinking. 

The application of the E-Learning Market Place Activity model can 

train the aspects of flexible thinking (flexibility) at the stage of 
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build hypotheses on the formulation of the problem. Fitri and 

Septifiana (2013) stated that the high flexibility ability of students, 

one of which is characterized by the ability of students in think of 

various ways to solve a problem. Originality can be improved in 

the guided inquiry model through the can be improved in the E-

Learning Market Place Activity model through the stages of 

planning and conducting investigation. This is because at this stage, 

students always try to think of ways that are new, unique, and 

unusual ways done by others in conducting investigations to prove 

in conducting investigations to prove hypothesis that has previously 

been made. According to Munandar (2009), original thinking 

(originality) causes a person to be able to produce expressions that 

are new and unique or able to find unusual combinations of 

ordinary elements. 

The elaboration thinking apparatus can be improved in the E-

Learning Market Place Activity model through the stages of 

planning and conducting investigations and data analysis. This is 

because at this stage, students always try to enrich or develop 

existing ideas and analyze more detailed data from existing data. 

data that already exists. According to Munandar (2009) said that 

thinking in detail (elaboration) causes a person to be able to enrich 

and develop an idea that already exists. Siswono (2007) said that if 

the aspects of creative thinking ability are given a value weight, 

then elaboration aspect occupies the highest position, because in 

the elaboration aspect students always try to develop an idea or 

product from an existing one and try to add or existing and try to 

add or even detail more even detailing more details in order to be 

more interesting than before. The aspect of originality occupies the 

next highest position because it is the main characteristic in 

assessing a product of creative thinking, which must be different 

from and in accordance with the task demand. The flexibility aspect 

is placed as the next important next in importance because it shows 

the productivity of productivity (the number of ideas) used to 

complete a task (Aris, 2014). The fluency aspect occupies the 

lowest position because this aspect is more shows students' fluency 

in producing different and appropriate ideas for the task.  

The characteristics of the imaginative aspect is being able to think 

about what if do something that has never been done by other 

people have never done before, as supported by Atmajaya & Irwan 

(2017). This behavior trains students in flexibility, so that students 

can generate ideas, answers, or questions that are produce ideas, 

answers, or questions that varied and able to see a problem from 

different points of view. The characteristics of the curiosity aspect 

are always encouraged to know many things. This behavior is able 

to train students in thinking fluency. Students whose curiosity is 

strong can generate ideas or ways of solving problems fluently. 

problem solving fluently. Characteristics of the aspect of feeling 

challenged by plurality is always encouraged to overcome difficult 

problems. This behavior able to train students in thinking in detail 

(elaboration), so that students are able to solve problems in more 

detail. a problem in more detail. The characteristics of the 

appreciation aspect are always appreciating other people's ideas or 

work. This behavior is able to train students in thinking in 

elaboration, so that students are willing or want to add to other 

people's ideas or products. or want to add other people's ideas or 

product other people's ideas or products in more detail to make 

them more interesting. 

5. CONCLUSION 
In conclusion, the results of data collection in experimental and 

control classes to measure the improvement of students' creative 

thinking skills using the E-Learning Market Place Activity model 

at SMA Negeri 1 Maja between experimental and control classes 

have significant differences in creative thinking skills both from the 

difference in the difference in criteria for increasing the average 

pretest score to the average post-test score and related to the 

increase in the normalization gain of the two classes. The difference 

in creative thinking ability based on the results of the normalization 

gain comparison test, there is a significant difference in the average 

between the experimental class and the control class, with the 

experimental class pretest criteria being at very low criteria, as well 

as the control class which is at very low criteria, and in the post-test 

results the experimental class increased to very high criteria while 

the control class was at high criteria. So the E-Learning Market 

Place Activity model is proven to be influential in improving 

students' creative thinking skills at SMA Negeri 1 Maja.  
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