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 The study aims to investigate whether there is an influence of Edmodo apps in flipped 

classroom learning on the students' creative thinking ability in the course of Indonesian 

Language and Literature Study. This study is quasy experimental research that was held at 

the fourth semester students in Class A and Class B of primary teacher education in 

Universitas PGRI Madiun, Indonesia. Class A is as the experimental class and class B is as 

the control class. The population is chosen using cluster random sampling technique. This 

study uses instruments of creative thinking ability test. Techniques in collecting data are 

observations, documentations, and tests. The instrument is validated using content 

validation. The normality test uses Lilliefors model because the data is single data. The 

homogeneity test uses Chi Square formula. Hypothesis is tested using t-test. Based on the 

result of test decision and observations, it can be concluded that the use of Edmodo apps in 

flipped classroom learning gives better influence to the students' creative thinking ability in 

the course of Indonesian Language and Literature Study. 
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1. INTRODUCTION 

 

The course of Indonesian Language and Literature Study 

has been taught in primary teacher education. It includes 

morphological, semantic, phonological, and syntax studies. 

The core study is inseparable about grammar. It learns about 

the basics and processes of forming sentences in a language [1, 

2]. Grammar does not only discuss about the formation of a 

sentence [3-5]. However, it also discusses about discourses, 

sentences, clauses, and phrases [6]. The result of Hasanudin’s 

research shows that the novel entitled “Sang Pencuri Warna 

[The Colours Thief]” by Yersita contains syntactic elements 

such as phrases, clauses, and sentences [7]. It can be said that 

syntax competence includes the aspects of knowledge, skill, 

and mastery about language units (sentences, clauses, and 

phrases). These units have to be well-mastered by students. 

Therefore, they need to have creative thinking ability.  

The creative thinking ability is the ability to find many 

possible answers to a problem [8]. The results of logical and 

divergent thinking are not only related to a good and 

interesting finding, but also the implementation of it [9]. A 

study by Hasanudin and Fitrianingsih shows that students are 

able to think creatively in creating poems inspired by their 

personal experiences. They have a large vocabulary and are 

able to use correct diction. The use of it in accordance with 

personal experience make them think creatively in creating 

their own poems [10]. 

The indicators of creative thinking are fluency, authenticity, 

and elaboration [11]. In line with syntactic learning, the 

students who have good creative thinking are able to find the 

appropriate formation of grammar in a text based on their 

logical and divergent thinking. The research by Saddhono, 

Hasanudin, and Fitrianingsih shows that at the level 4 of 

creative thinking ability, students are very creative in finding 

phrases and arrange it into compound sentences. By using their 

creativity, the students are able to give the correct answers 

about phrases of pictures in the application [12]. 

Learning is an effort to develop thinking creativity so that 

students can improve their knowledge and thinking ability [13]. 

Simon says that knowledge has a role in the formation of 

behavior [14]. In fact, the lack of students’ abilities and the 

learning process that does not run well cause the students’ 

learning outcomes are being low. The data found that 70% is 

determined by internal factor and 30% is determined by 

external factor (learning environment) [13]. The learning 

process that is not well managed, is strongly said as a cause of 

low learning outcomes, one of which is the learning method is 

less fun.  

Flipped Classroom is the right solution for students in 

creating fun and effective learning method. It is a reversal of 

the traditional method. The traditional method is a condition 

in which the teacher explains the material in class and the 

students complete the assignment at home [15, 16]. In learning 

at the classroom, the students only carry out discussion and 

complete the assignments from the lecturer [17-19].  

The flipped classroom strategy has several advantages, such 
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as more effective discussion activities and easier completion 

of students’ assignments because more time is given and more 

flexibility in doing it [20]. Hasanudin, Fitrianingsih, and 

Saddhono explain that flipped classroom learning with 

CyberLink Power Director media apps has already well 

referred to the negotiation text structure according to the 

Ministry of Education and Culture [21]. It also can be 

integrated with the Wondershare Filmora Version 7.8.9 media 

apps in learning 2013 curriculum in Indonesia by using a 

scientific approach [22]. 

Flipped classroom is very suitable to be implemented by 

using Edmodo web media because it is a fun online web that 

provides new experiences in learning [23]. Moreover, it can be 

quickly and easily accessed by students wherever and 

whenever they are [24]. In other word, the students can learn 

without being limited by space, time, and distance. 

A study by Tania, Jumadi and Astuti reveals that the 

application of e-handout assisted by problem based learning 

model using Edmodo can improve the students’ creative 

thinking ability [25]. Pertiwi, et.al. explains that Edmodo 

media can enhance students’ mathematical proving ability as 

well as its achievement [26]. Furthermore, Çankaya, Durak, 

and Yünkül argue that Edmodo’s contribution to learning as 

making learning fun appeared to be as attracting students’ 

attention, appropriate for future students, making teachers 

work easier, making the lesson effective and organized [27]. 

Based on these studies, the researchers are eager to implement 

Edmodo apps to flipped classroom learning in the course of 

Language and Literature Study so they know how student’s 

creative thinking ability is. 

 

 

2. RESEARCH METHODOLOGY  

 

This study is a quasi-experimental research. According to 

Sugiyono, quasi experimental design is a development of true 

experimental design, which is difficult to be carried out. It has 

a control group, but it cannot be totally used to control the 

external variables that influence the implementation of the 

experiment [28]. This research does not control or manipulate 

all relevant variables except for a few of the variables studied.  

The study was designed by giving creative thinking test. It 

involved two groups of samples that were treated in different 

ways. The first group as the experimental class was taught in 

flipped classroom learning by using Edmodo apps. On the 

other hand, the second group as the control class was taught 

by using direct instruction. The design could be seen clearly in 

Table 1. 
 

Table 1. The research design 

 

Group Treatment 
The results of 

creative thinking test 

Experimental class X T1 

Control class Y T1 

 

X=Flipped Classroom Learning by using Edmodo apps 

Y=Direct Instruction Learning 

T1=Creative thinking test 
 

2.1 Time and place of research 

 

This research was conducted in the fourth semester students 

of Primary School Teacher Department, Faculty of Teacher 

Training and Education, Universitas PGRI Madiun, Indonesia. 

It was conducted in course of Indonesian Language and 

Literature Study. 

 

2.2 Research subjects 

 

The research subjects were all fourth semester students of 

Primary School Teacher Department in A and B classes. The 

class A was used as an experimental class, and the class B is 

used as a control class. The researchers used cluster random 

sampling technique to determine the research sample. 

According to Sugiyono, it was a technique in which members 

of the population were taken randomly [29]. 

 

2.3 Research instruments 

 

The instruments of this research were a test of creative 

thinking ability on the course of Indonesian Language and 

Literature Study and the observation sheets. The creative 

thinking test was used to determine the students’ ability to 

think creatively on the materials of Indonesian Language and 

Literature study. It was delivered after the students attained the 

materials in flipped classroom learning by using Edmodo apps. 

It was essay test that was consisted of 5questions. The essay 

was used to determine the students’ ability in thinking 

creatively viewed from the multiple answers given based on 

the indicators of creative thinking, i.e fluency, authenticity, 

and elaboration.  

Another instrument was observation sheets that contained 

the assessment of students’ activities in the learning process. 

The students’ activities contained of the stages of flipped 

classroom learning by using Edmodo apps. It was check list 

form of the students’ activities. The observation process was 

done by the observers, they were collaborators. 

 

2.4 Data collection techniques 

 

Techniques in collecting data used in this research were 

observation, documentation, and test techniques.  

 

2.4.1 Observation 

Observation is a technique that was done by deep 

monitoring and record-keeping systematically [30]. This 

technique was carried out to maintain the learning process 

such as in the discussion and students’ participations in it. The 

observation technique aimed to investigate the students’ 

learning activities in flipped classroom learning using Edmodo 

apps. This observation was carried out using observation 

sheets and the observers.  

 

2.4.2 Documentation 

Documents were records of past events. It was in forms of 

writings, drawings, or monumental works of someone [28]. In 

this research, documentation technique was needed to find out 

the data of students’ final scores in the third semester. It was 

used as a calculation of the empirical validity test.  

 

2.4.3 Test 

Test method was as a basis for knowing the students’ ability 

in understanding the materials that had been given. According 

to Sugiyono, to facilitate the arrangement of instruments, the 

matrix of instrument development or blueprint was needed 

[28]. It meant that blueprint was a form of matrix that was 

developed to arrange questions into tests in accordance with 

the guidelines, clear, and detailed. The arrangement of test 
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items was composed based on the blueprint that had been 

made. The test method used in this research was a test of 

creative thinking ability. It consisted of essays arranged by 

referring to the materials given.  

 

2.5 Instrument validity techniques  

 

Validity is a dimension to show that an instrument is 

acceptable. A valid instrument has a high validity. On the other 

hand, an invalid instrument has a low validity [31]. 

The technique of validating instrument in this research was 

content validity. It would like to examine the extent to which 

the items of instrument covered the entire content of the 

objects to be measured. In this case, the objects were indicators 

that were already listed in the blueprint [32]. This content 

validation was used to measure the validity of the creative 

thinking ability test. A question was valid when it had high 

validity. The validity test had to correlate the score of an item 

from the total score. To know the coefficient correlation of a 

question, the formula of Product Moment Pearson could be 

used [30]. 

 

 

 

rxy=the coefficient correlation between X and Y variables 

n=the number of students 

X=the score of item 

Y=the total score 

 

To know whether the item of question was valid or not, it 

had to compared the results of rhit and rtabel Product Moment in 

α=0,05. If the result showed that rhitrtabel, the item was valid. 

But, if the result showed that rhitrtabel, the item was invalid.  

Besides, another thing used to test the instruments was 

reliability. The reliability test used for the instruments of 

creative thinking ability test was the formula of Alpha 

Cronbach for the questions in form of essays. The reliability 

of an instrument was the accuracy of evaluation tool. A test 

could be said as reliable when it gave a constant result. To 

know the reliability test, the formula of Alpha Cronbach could 

be used [30]. 

 

 

 

r11=the reliability 

n=the number of items 


2 

i =the number of varians scores in each item 


2 

t = the total varians 

An instrument of research could be said reliable by using 

this technique when the coefficient reliability r11>0,6. 

 

2.6 Data analysis technique 

 

The techniques of analysing data were: 

 

2.6.1 Prerequisite analysis test  

The prerequisite analysis test in this research were 

normality and homogeneity tests. Tests for normality with 

Lilliefors model because the data was in form of single data. 

The homogeneity test used the formula of Chi Square.  

2.6.2 Hypothesis testing 

After determining the values of normality and homogeneity, 

the normal and homogeneous data was used as a basis for 

testing the research hypothesis. T-test was used in this study. 

The hypothesis in this study was there is an influence of 

Edmodo apps in flipped classroom learning toward the 

students’ creative thinking ability in the course of Indonesian 

Language and Literature study. 

 

 

3. FINDINGS AND DISCUSSION  

 
The aim of this research is to find out whether there is an 

influence of Edmodo apps in flipped classroom learning on the 

students’ creative thinking ability in the course of Indonesian 

Language and Literature Study. In this study, the data were 

collected using two methods namely test and documentation 

methods. Test was used to investigate the students’ creative 

thinking ability. Documentation was used to get additional 

data needed such as the students’ attendance lists and results 

of final examination.  

Furthermore, the researchers did the data analysis. The 

initial data analysis is prerequisite test which includes tests of 

normality and homogeneity. To find out whether the two 

classes are normally distributed or not, as well as 

homogeneous or not. After that, hypothesis testing is done by 

using t-test.  

 

3.1 Prerequisite test of students’ scores  

 

Prerequisite test includes normality and homogeneity tests 

on samples. The data comes from the test scores of students’ 

creative thinking ability in the control class and the 

experimental class.    

 

3.1.1 Normality test 

Normality test of final examination. This test is to find out 

whether the sample is normally distributed or not in both 

classes of samples (control class and experimental class). This 

test is by using the Liliefors method with a significance level 

of 0,05, the test results can be seen in Table 2. 

 

Table 2. The analysis results of data normality test in final 

examination 

 

Classes 𝑳 𝒐𝒃𝒔𝒆𝒓
𝒗𝒂𝒕𝒊𝒐𝒏

 𝑳𝒕𝒂𝒃𝒍𝒆 
Test 

Decisions 

Data 

Distributions 

Control 0,1082 0,148 
H0 is 

accepted 

Normal 

Distribution 

Experimental 0,1202 0,148 
H0 is 

accepted 

Normal 

Distribution 

 

The amount of samples in both classes are
 
n1=36 with a 

significance level of α=5%. The value of 𝐿ℎ𝑖𝑡𝑢𝑛𝑔is obtained 

from the formula 𝐿 = 𝑀𝑎𝑘𝑠|𝐹(𝑧𝑖) − 𝑆(𝑧𝑖)|. The critical area 

is DK = {L│L>Lα n}, based on the table of critical values 

Lilliefors, it is obtained 𝐿0,05;36= 0,148. Samples come from 

the populations that are normally distributed when 𝐿ℎ𝑖𝑡𝑢𝑛𝑔is 

not in a critical area (DK) (𝐿𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛 ∉DK). Based on the 

test decisions, it is obtained that 𝐿𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛<𝐿𝑡𝑎𝑏𝑙𝑒 . It shows 

that each sample is normally distributed. 

 

Normality test of creative thinking test. This test is to find 

out whether the sample is normally distributed or not. By using 
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the Lilliefors method with a significance level of 0,05, the test 

results can be seen in Table 3.  

 

Table 3. The analysis results of data normality test 

 

Classes 𝑳 𝒐𝒃𝒔𝒆𝒓
𝒗𝒂𝒕𝒊𝒐𝒏

 𝑳𝒕𝒂𝒃𝒍𝒆 
Test 

Decisions 

Data 

Distributions 

Direct 

Instruction 

Learning 

0,1161 0,148 Accepted 
Normal 

Distribution 

Flipped 

Classroom 

Learning by 

using Edmodo 

apps 

0,1223 0,148 Accepted 
Normal 

Distribution 

 

The amount of sample in both groups is 𝑛 = 36 with a 

significance level of α=5%. The value of 𝐿ℎ𝑖𝑡𝑢𝑛𝑔is obtained 

from the formula 𝐿 = 𝑀𝑎𝑘𝑠|𝐹(𝑧𝑖) − 𝑆(𝑧𝑖)|. The critical area 

is DK = {L│L>Lα;n}, based on the table of critical values 

Lilliefors, it is obtained 𝐿0,05;36= 0,148. Samples come from 

the populations that are normally distributed when 𝐿ℎ𝑖𝑡𝑢𝑛𝑔is 

not in a critical area (DK) (𝐿𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛 ∉DK). Based on the 

test decisions, it is obtained that 𝐿𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛<𝐿𝑡𝑎𝑏𝑙𝑒 . It shows 

that each sample is normally distributed.  

 

3.1.2 Homogeneity test 

Homogeneity test of final examination. Homogeneity test is 

used to determine whether the varians of both populations are 

homogeneous or not. Testing between the two groups uses the 

Bartlet test with a significance level of 0,05. The results of 

homogeneity test can be seen in Table 4. 

 

Table 4. The analysis results of data homogeneity test in 

final examination 

  

Classes 𝝌 𝒐𝒃𝒔𝒆𝒓
𝒗𝒂𝒕𝒊𝒐𝒏

𝟐  𝝌𝟐
𝒕𝒂𝒃𝒍𝒆 

Test 

Decisions 
Conclusions 

Control and 

Experimental 
0,0196 3,841 

H0 is 

accepted 

Homogeneous 

Samples 

 

The significance level is α=5 % and the amount of sample 

is k = 2. The critical area used is DK={χ² | χ² > χ² α, k-1}, based 

on the value of χ² it is obtained that χ²0,05;1=3,841. The value 

of 𝜒𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛
2  is 0,0196 so 𝜒𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛

2  is not in the critical 

area ( 𝜒𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛
2 ∉  DK). Based on the test decisions, the 

value of 𝜒𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛
2 < 𝜒𝑡𝑎𝑏𝑙𝑒

2  it can be concluded that the 

samples come from the homogeneous population.  

 

Table 5. The analysis results of data homogeneity test 

  

Classes 𝝌 𝒐𝒃𝒔𝒆𝒓
𝒗𝒂𝒕𝒊𝒐𝒏

𝟐  𝝌𝟐
𝒕𝒂𝒃𝒍𝒆

 
Test 

Decisions 
Conclusions 

Direct 

Instruction 

Learning 

and Flipped 

Classroom 

Learning by 

using 

Edmodo 

apps 

0,12 3,841 Accepted 
Homogeneous 

Samples 

 

Homogeneity test of creative thinking test. Homogeneity 

test is used to determine whether the population is 

homogeneous or not. Testing between the two groups uses the 

Chi Square test with a significance level of 0,05. The results 

of homogeneity test can be seen in Table 5. 

The significance level is α=5% and the amount of sample is 

k=2. The critical area used is DK={χ² | χ² > χ² α, k-1}, based on 

the value of χ² it is obtained that χ²0,05;1=3,841. The value of 

𝜒𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛
2  is 0,12 so 𝜒𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛

2  is not in the critical area 

(𝜒𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛
2 ∉ DK). Based on the test decisions, the value of 

𝜒𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛
2 <𝜒𝑡𝑎𝑏𝑙𝑒

2  it can be concluded that the samples come 

from the homogeneous population. 

 

3.2 Hypothesis testing 

 

The hypotheses of this study are: 

 

H0: There is no influence of Edmodo apps on flipped 

classroom learning to the students’ creative thinking 

ability in the course of Indonesian Language and 

Literature Study.  

H1: There is an influence of Edmodo apps on flipped 

classroom learning to the students’ creative thinking 

ability in the course of Indonesian Language and 

Literature Study. 

 

The hypothesis testing is done using t-test formula. The 

results can be seen in Table 6.  

 

Table 6. The analysis results of hypothesis testing 

 

Classes 𝒕 𝒐𝒃𝒔𝒆𝒓
𝒗𝒂𝒕𝒊𝒐𝒏

 𝒕𝒕𝒂𝒃𝒍𝒆 
Test 

Decisions 
Conclusion 

Direct 

Instruction 

Learning and 

Flipped 

Classroom 

Learning by 

using Edmodo 

apps 

-6,134 2,2906 
H0 is 

rejected 

There is an 

influence 

 

Based on the test decisions with a significance level of 0,05 

it is obtained that 𝑡𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛 =-6,134 while 

𝑡0,025; 70 =2,2906 and DK={t∣t< -2,2906 or t > 2,2906}. It 

can be concluded that there is an influence of Edmodo apps on 

flipped classroom learning to the students’ creative thinking 

ability in the course of Indonesian Language and Literature 

Study.  

It can be concluded that there is a suitability between the 

test decision and research hypothesis which shows that the use 

of Edmodo apps in flipped classroom learning gives better 

influence on students’ creative thinking ability rather than 

direct instruction learning. 

 

3.3 Observation results 

 

Based on the result of observations, the implementation of 

Edmodo apps in flipped classroom learning in the course of 

Indonesian Language and Literature Study creates an average 

score of 70 for the control class’s creative thinking ability, 

while the average score of experimental class is 81. The 

students’ learning activities are included into good category 

for each indicator that is 75,69%; 72,74%; 70,65%; 74,65%; 

73,09%; and 74,39%. So, there is an influence of Edmodo apps 

on flipped classroom learning to the students’ creative 

thinking ability in the course of Indonesian Language and 

Literature Study.  
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The suitability of the test decisions and research hypothesis 

is due to the learning activities using Edmodo apps in flipped 

classroom leads the students to be able to develop their 

creative thinking ability. They can understand, identify, solve, 

and conclude the problems. Furthermore, they can work 

together, be responsible, and help each other in analysing and 

solving the problems faced in the course of Indonesian 

Language and Literature Study. Zainuddin says that the 

authors believe that the study on students’ intrinsic motivation 

has been widely conducted in online community learning or 

emerging technology [33]. This is a cause of globalization era 

and free market causes many problems in every context of 

living [34]. 

A study by Serin and Khabibullin reveals that Edmodo apps 

can be used in flipped classroom learning to make students 

have online participations such as filling the diaries, surveys, 

and online tests [35]. Edmodo apps in flipped classroom 

learning is considered to be useful and effective because it can 

be used interactively to improve students’ digital literacy skill 

[36]. 

 

 

4. CONCLUSION 

 

Based on the results of research that has been done about 

the influence of Edmodo apps in flipped classroom learning on 

the students’ creative thinking ability in the course of 

Indonesian Language and Literature Study, it is obtained that 

𝑡𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛 ∈ 𝐷𝐾 yaitu  𝑡𝑜𝑏𝑠𝑒𝑟𝑣𝑎𝑡𝑖𝑜𝑛 = -6,134 and DK={t∣t<-

2,2906 atau t>2,2906}, it can be concluded that the use of 

Edmodo apps in flipped classroom learning gives a better 

influence on the students’ creative thinking ability in the 

course of Indonesian Language and Literature Study. 
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