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Changes in contemporary life, such as concerns about lack of physical exercise, poor mental health, and the problems
of climate change and environmental degradation, it can be argued that there is a greater need for children to be in touch with
nature, for children to be interested in the environment. This study aims to describe the implementation of extracurricular craft
and extracurricular comic activities and measure the creativity of these students because of the learning process in
extracurricular activities at Sekolah Alam Indonesia in Palembang City. This research is qualitative descriptive research and
supported by quantitative data. Data collection techniques use structured interviews, then corroborated with observation
techniques, and documentation. Measurement of participants' creativity was carried out through descriptive statistical analysis
with scoring and categorization. The results showed that in the learning process of extracurricular activities, the creativity of
craft students tends to develop in the core learning activities compared to comic students. It is concluded that the creativity of
students will develop optimally if the learning process is carried out with the right procedures, and the creativity of tutors is
needed as a facilitator in conditioning a learning environment that allows students to learn actively and creatively.
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The current problem of education in Indonesia that is a concern for scientists and education practitioners
is about the lack of attention to the development of creativity, even though creativity is a very important
potential both individually and socially (Firman et al., 2021; Supriyoko et al., 2022). At the individual level
creativity is useful for solving everyday life problems, while at the social level it serves as a guide for the
development of science and technology for human needs (Ridgers et al., 2012b). This may have far-reaching
consequences for engagement with the natural environment throughout the course of life, especially as
childhood experiences affect their connectedness to the natural environment later in life (Dean, 2019).
Experiences of the natural environment generally occur during adolescence as socialization skills develop it has
been indicated that children who have little access to the natural environment during childhood may lose their
connectivity with the natural environment (Romar et al., 2019). Therefore, efforts are needed to encourage
natural play in school-age children.

Most education in Indonesia is considered to lack appreciation for creativity, even though creativity and
intellectual intelligence have the same role in achieving learning success (Aziz, 2006). Hal ini terbukti dengan
hasil riset oleh Florida et al. (2015) Regarding the Global Creativity Index (CGI) or called the global creativity
index conducted in 139 countries, it is known, Indonesia's position is very low, which is ranked 67th. Indonesia
is still losing to countries in Southeast Asia such as Singapore and Malaysia. Indonesia is even far behind the
two youngest countries in Southeast Asia, namely Vietham and Thailand. One solution to increase creativity in
education in Indonesia through non-formal education channels is natural schools (Cahyani & Raharjo, 2021).
The function of non-formal education as a complement to formal education is one of which is reflected in
extracurricular activities carried out outside school hours. Extracurricular activities are intra-school activities
that are ideally packaged attractively with activities that can stimulate the creativity of students, related to
their interests and potential (Fravisdha & Susanti, 2019).
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The existence of extracurricular activities at school is very important because schools can provide
opportunities for students to develop their creativity, potential, interests, talents, and hobbies (Lestari, 2016).
The existence of extracurricular activities also contributes to creating high intelligence in non-academic fields
in students (Dahliyana, 2017). The quality of extracurricular activities in an educational institution is one
indicator of the quality of education in it as a whole (Sundari, 2021; Wibisono & Siswanto, 2022). Through
extracurricular activities, it can produce the output of students who have superior skills and creativity (Emilda
et al., 2022). This will only be realized if the learning process in extracurricular activities takes place actively
and interactively. The learning process that can develop student creativity consists of preliminary activities,
material presentation activities (core activities), and closing activities (evaluation). Minimum preliminary
activities include student learning readiness, and perception activities. Minimum material presentation activities
include the process of exploration, elaboration, and confirmation. Closing activities, at least teachers or tutors
provide feedback on activities that have been carried out, conduct formative evaluations, and plan follow-up
activities (Yaumi, 2017).

Nature schools can be an alternative school that can boost the potential and develop children's interests
and talents with the concept of humanist education. Nature can be considered an enriching environment in
which children have many opportunities for learning that connect abstract thinking and physical activity (Fiskum
& Jacobsen, 2012). Outdoor learning represents a learner-centred pedagogical approach in which the social
and environmental context plays an important role and encourages greater learning construction (Harris,
2017). However, children are spending less and less time playing outdoors in the surrounding environment
and especially in natural environments, while they have less time to play outdoors because they participate in
indoor sports and recreational activities and spend a lot of time doing homework (Skar et al., 2016). The
existence of nature has a direct and positive impact on emotional well-being In addition, there are also
extracurricular activities outside school hours that function to develop children's creativity from an early age
(Maynard et al., 2013).

One approach to play in a forest environment is Sekolah Alah; an initiative that allows people of all ages
the opportunity to engage in hands-on learning in a natural environment (Tooth & Renshaw, 2009; Ridgers et
al., 2012a). The scheme has been successfully used in Nordic schools, and since 1995, it has become
increasingly widespread in the United Kingdom. Nature schools are usually introduced during school sessions
with schedules in public schools (usually preschool and primary school), where children access natural sites
either within the school grounds or the local community, depending on the location and situation of each
school. During nature school, children engage in activities such as building shelters, cooking at campfires, and
identifying plants and wildlife (Siebert, 2017). The focus of the scheme is on the whole child and therefore
their experience develops the child's independence and self-esteem through their involvement with the natural
environment (Bentsen & Jensen, 2012). In addition, children learn at their own pace by engaging in a variety
of activities that can be linked to national curriculum goals, including understanding science, technology,
mathematics, and physical development, health and well-being (Karmila & Suchyadi, 2020; Mulyanah et al.,
2020). Emerging research suggests that children benefit from engaging with nature schools in some
way. Increased motivation, concentration, confidence, knowledge of the natural environment, and awareness
of others have all been documented (Atencio et al., 2015; Mann et al., 2022).

Students at Alam Indonesia school in Palembang City have reaped many achievements and awards in
terms of academic and non-academic, through competitions between schools, subdistrict, district, and
provincial levels. In addition, there are several works from comic students published in the Real Friends comic
series book Compilation of Indonesian Writers and Comic Artists - Qatar. Thus, this research is considered
necessary and important, considering that the implementation of learning in extracurricular activities can
increase creativity which leads to the development of children's skills. This can train children in honing skills,
increasing creativity, and motivating children to continue working in producing things that are beneficial for
themselves, others, and the environment. It is expected from the results of this study, other schools can
optimize extracurricular activities to develop the creativity of their students. Because basically every child is
creative, it is through education that children's creativity can develop and be honed until he grows up. So that
the dream of the motherland giving birth to the golden generation in 2045 can really be realized. This study
aims to describe the implementation of extracurricular craft and extracurricular comic activities and measure
the creativity of these students because of the learning process in extracurricular activities at Sekolah Alam
Indonesia in Palembang City.
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This research qualitative descriptive approach was used to describe the creative learning process in
extracurricular activities of Sekolah Alam Indonesia (Koh & Owen, 2000). Meanwhile, a quantitative approach
is used to measure the level of creativity of students through the learning process in extracurricular craft and
extracurricular comic activities (Timans et al., 2019). The research location is located at Sekolah Alam Indonesia
located on JI. Putri Kembang Dadar, Bukit Siguntang, Palembang City. The variable in this study is the creativity
of students in extracurricular activities. In this study, sampling was carried out using the non-probability
sampling method with the type of purposive sampling. The samples used in this study were one extracurricular
coordinator, one craft tutor, one comic tutor, and 12 extracurricular craft students and 8 comic students who
had criteria as students at Sekolah Alam Indonesia Palembang City, students who participated in extracurricular
craft and extracurricular comics, aged between 6 years to 10 years, grade 1 elementary school to grade 4
elementary school at Sekolah Alam Kota Palembang.

The data collection technique used in this study is a structured interview technique then supported by
observation and documentation techniques as triangulation of data collection techniques. The research
instrument in this study used structured interview guidelines and observation guidelines. For structured
interview guidelines, instrumented using extracurricular learning creativity scales. Research instrumentation
consists of several main indicators, namely: student creativity at the beginning of learning activities, student
creativity at the core learning activities, student creativity at the closing learning activities.

The instrument measurement scale in this study used an ordinal scale, with a score range between 1 to
3, so that the ideal mean is 2.0 and the ideal standard deviation (SDi) is 0.33. From the average and ideal
score, evaluation assessment criteria can be determined in this study, and presented in Table 1.

Tabel 1. Categorization Based on Mean Score
Assessment norms Mean Range Score Interpretasi

X > Mi + 1 SDi <2,33 Creative
Mi-1SDI < X< Me+SDI 1,67 -2,33 Quite Creative
X < Mi-SDi > 1,67 Less Creative

Validity tests use construct validity and external validity. Construct validity testing in this study uses
expert judgment. The validity of the instrument is constructed based on the aspects measured based on the
theory of student creativity and learning theory in extracurricular activities. External validity testing of this
research instrument is carried out by comparing instrument criteria or indicators with notes in the field about
learning activities in extracurricular craft and comics and the form of creativity of students in the learning
process. Instrument reliability testing is carried out with internal consistency with a split half technique analyzed
with the Spearman Brown formula. Therefore, from this formula, the value of the instrument reliability
coefficient is 0.908. The category of reliability coefficient value if above 0.7 is quite good, and above 0.8 is
included in the good category (Davies, 2020). Quantitative data analysis using descriptive (Purwanto et al.,
2020) While qualitative data is analyzed using data reduction steps, data display, and conclusion
drawing/verification (Ridder, 2014).

In this section, the results of the research are explained first and then analyzed and discussed in
accordance with relevant theories and associated with previous research relevant to this research. The results
and discussion of the research are divided into two parts, namely the implementation of the learning process
in extracurricular craft and comic activities, and the level of creativity of students in the learning process in
extracurricular craft and comic activities. The following will be described in full.

In the implementation of craft activities, craft tutors do not facilitate students to compete. While in the
implementation of comic activities, there are several aspects of activities that do not appear to be carried out
by comic tutors during the learning process, namely tutors do not involve students looking for broad and deep
information about the topic / theme of the material, tutors do not facilitate multi-directional interaction, tutors
do not facilitate students to discuss and experiment in order to bring up new ideas, and tutors do not facilitate
students to cooperate, collaborative, and compete fairly.
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On the aspect of implementation obstacles. Obstacles to the implementation of craft activities tend to
appear in the provision of inadequate learning time with complexity in making works of art which require a
long time, in addition to students who are partly unskilled and always ask for help from tutors and other
students. While the obstacles to implementation in comic activities tend to appear in the lack of tutor skills in
managing classes, and in terms of students who are sometimes difficult to manage.

In the implementation of craft activities, craft tutors do not facilitate students to compete. Based on
observations, it is not identified that tutors carry out activities that can foster competitive conditions
(competition) between students. Craft tutors should create competitive conditions so that there is competition
between groups / teams or individuals so that each group or individual competes to produce the best artwork.
This can be done by creating small groups of 4 to 5 students in 1 group so that students collaborate with each
other ideas or ideas and work together in working on an art project. Then, create a competitive atmosphere
between groups by holding competitions. The team that is best at producing works of art will get prizes and
awards. This needs to be done considering that competitive learning conditions can increase high learning
motivation to be the best. So, with high motivation in students in learning, it can be one of the factors to
increase student creativity. This is in accordance with opinion Ali (2015) states that one of the characteristics
of creative learners is to have a high drive (motivation).

Obstacles to the implementation of craft activities tend to appear in the provision of inadequate learning
time with complexity in making works of art which require a long time, in addition to students who are partly
unskilled and always ask for help from tutors and other students. This can be overcome by giving a mandate
or delegation of tasks to several students who are able and willing to lead other students in directing and
completing a task, also called cooperative learning, where in a learning group everyone has tasks and
responsibilities that need to be achieved to achieve the goals of the learning group. The cooperative learning
model can make students more active and creative and prioritize working together in working on a project or
assignment.

The implementation of extracurricular comics is good enough, tutors play a role in guiding, and directing
students, but tutors do not facilitate learning that allows students to explore, create, and imagine.

There are several things that are noted in the implementation of extracurricular learning comics. Comic
tutors play less of a role in facilitating learning in the process of exploration and elaboration of core activities.
Tutors do not involve learners seeking broad and in-depth information about the topic/theme of the material.
It was made clear earlier that tutors should play a role in creating conditions for active learning and initiative.
If the tutor does not do one aspect of the learning process in exploration activities, it will have an impact on
the low creativity of students. The impact is the exploratory spirit of students who always want to find out
many things, not directed and well guided. To overcome this problem, tutors can condition learning activities
with exploratory, unique, and challenging activities. For example, by making alternative tools and materials in
drawing comics. Alternative tools, for example, are obtained from homemade pencils and erasers. Making
pencils out of charcoal for example, and erasers out of rubber coils. Alternative materials such as paint can be
made from natural dyes such as turmeric sap, beet sap, and so on. Tutors can also modify creative comic
drawings with mosaics from natural materials such as drawing mosaic comics using bark, eggshells, and dried
leaves. If this is done, it will improve the divergent thinking ability of learners. This is in accordance with
Torrance's opinion in Glaveanu (2018) which states that creative learners have the ability to think divergently,
which is a way of thinking that has many alternative ideas.

Comic tutors play less of a role in conditioning a multidirectional, conducive learning atmosphere. In this
aspect, comic tutors seem to play less role in creating a multidirectional, and conducive learning atmosphere.
The learning environment is less conducive to the noise of students. It seems that tutors are less able to divert
students' attention to focus on learning activities. To overcome this problem, tutors can condition
multidirectional and conducive learning activities, by using learning strategies that can focus students on
learning, for example tutors can tell unique stories or stories related to the learning theme. Using the strategy
of singing together is related to the theme of learning. In addition, comic tutors should use a variety of unique
and creative learning models. For example, collaborating discussion learning methods with demonstration
methods (direct learning). This is based on the opinion of Beghetto & Kaufman (2014) which states that the
creativity of students tends to develop better in supportive situations or environments, thus encouraging them
to think and act creatively.

Comics tutors do not appear to facilitate learners to be cooperative, collaborative, and competitive. It
does not appear that comic tutors carry out activities on this aspect. Tutors predominantly use the teacher
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center model with demonstration methods or direct learning. It is not very good for the creativity of learners.
To solve this problem, tutors need to change the teacher centre learning model to the student centre model.
The student center model can be conditioned by the MUKIDI learning model (Fun, Unique, Creative, Innovative,
Democratic, and Initiative). The learning model of MUKIDI is almost the same as collaborative learning. This
is in accordance with research written by Sunarto (2018), entitled Development of Innovative Creativity in Art
Education through MUKIDI Learning. The results of this study revealed that art education based on creativity
theory is also a creative industry, which is an effort to create creative ideas, systems and art products. Creativity
is expected to foster a creative spirit and always look for new things (novelty). Learning the MUKIDI model is
expected to foster a positive spirit and creative behavior. This form that must finally be maintained for the
creativity of artwork products through experiments (research-based learning) or project-based learning will
always explore ideas and develop the potential of students. Especially in project-based learning, it is expected
to find collaborative work and foster tolerance among students. Thus, what is meant by collaborative learning
method is a learning method where students learn in a group and have a sense of interdependence in
completing tasks, working together, sharing knowledge, and interaction between them. In collaborative
learning, the role of the tutor is very important, but not dominant. In this case the role of the tutor is to mediate
learning through dialogue and collaboration. Mediation means facilitating, modeling, and training learners
(Rustan, 2014).

Comic tutors do not use diverse learning methods. Tutors do not use diverse learning methods. Even
so, it does not really affect the enthusiasm of students in participating in comic activities. Some students still
ask, respond, comment, and give ideas or ideas. Learning methods that are not diverse will actually cause
boring classroom conditions, and can reduce children's interest in learning something. Kaufman & Beghetto
(2013) argue that creative learners are less tolerant of boring things. Creative learners tend to get bored doing
routine activities. Therefore, comic tutors should use learning methods that vary from learning-to-learning
activity. For example, in the first week, using the discussion learning method, the next week using the
demonstration method, and the third week collaborating the discussion learning method with the domonstrasi,
and so on.

Obstacles to the comic learning process. Obstacles to extracurricular comics are dominant in terms of
tutors. The lack of tutor skills in managing the class causes the tutor difficulty in organizing and focusing
students on learning activities. For example, most students look unfocused and make noise in the comic class
and tutors are less able to control conducive classroom conditions. To overcome this, tutors need to master
classroom management strategies that allow learning to take place actively and creatively. For example,
varying learning methods, holding competitions between comic students, telling an interesting story then
describing it in the form of comics, diverting students' attention to things that attract attention so that the
classroom atmosphere can be controlled, holding games or games that can attract students' focus.

Tabel 2. Level of Creativity of Craft and Comic Students

Types of Extracurriculars

Indicator Number Craft Comic
of Items Mean Item Catego Mean Item Catego
Score gory Score gory
1) F:reatmty of stude_nts n _th_e_ 7 2,4 Creative 2,5 Creative
introductory learning activities.
2) Creativity of students in the core
learning activities:
a) Exploration Process 6 2,5 Creative 2,1 thg
Creative
b) Elaboration Process 6 2,3 the_ 2,2 the_
Creative Creative
¢) Confirmation Process 5 2,4 Creative 2,7 Creative
3) Student creativity in the closing 9 25 Creative 25 Creative

activity of learning

The creativity of craft students in the learning process tends to be weak in the core activities in the
exploration, elaboration, and confirmation process with a mean item score of 2.3, which is in the category of
quite creative. While the creativity of comic students tends to be high in the confirmation process with a mean

28



score of 2.7, which is classified as creative. More details are presented in Table 02 about the level of creativity
of students in the learning process of extracurricular craft and comic activities.

Student Creativity in the Learning Process of Extracurricular-Curricular Activities Craft

In this section, we will discuss the creativity of students in the introduction, core, and closing activities.
More details are described below.

Creativity of craft learners in the introductory activity. The problem lies in the large number of students
who are late when learning has started, this is because students are not disciplined in managing time. After
further investigation, the indiscipline of students is not only caused by internal factors, but also external factors.
Internal factors come from the undisciplined nature or personality of learners. External factors come from the
busyness of parents or parents' indiscipline in managing time so that they are late in delivering their children
to the learning location and can also be caused by the distance between school and home, or traffic jams on
the Palembang City highway.

This can be overcome by disciplining learners of time, by making learning commitments and making
consequences for late learners. For example, reprimanding students by giving advice on discipline, and
providing educational sanctions for students who are late so as not to make the same mistakes, the provision
of punishments or sanctions must be adjusted to developments and must be done fairly (Ilmi, 2020). In
addition, it can also be done by providing positive rewards such as praise or special treatment for students
who succeed in arriving on time. This has a strong educational value if praise and special treatment show the
child that he is acting correctly and also encourage the child to repeat good behavior (Nur &; Hasnawati, 2020).
Once everything is done, the last is to apply consistency. Good discipline is always consistent. What is true
today, tomorrow is also true, and the day after tomorrow is also true. Wrong deeds should get the same
punishment if they are repeated every time, and right deeds also get the same reward (Hurlock, 2011). In
addition, it can also provide suggestions and open meetings with parents of students to be able to find solutions
to this problem.

Creativity of learners in core activities. The problem in the core activity of exploration is that there are
50% of students who are not skilled in making a craft so that some students do not purely do their own art,
sometimes they ask for help from other students. This is due to the level of difficulty and complexity of artworks
that sometimes do not match the level of cognitive and psychomotor development of learners who are in the
preoperational stage (Piaget) or the stage where children's performance gets a lot of help from other parties
such as peers, parents, teachers, society, and experts (Vygotsky). According to Yaumi (2017), this can be
overcome by cooperative or collaborative learning in developing children's cognition constructively by forming
heterogeneous groups of learners. According to Wibowo (2016) students cannot be separated according to
such abilities, achievements, interests, or characteristics. Segregation seriously weakens collaboration and
impoverishes the classroom, as it deprives all learners of the opportunity to learn from others. Furthermore,
the problem lies in the core activity of elaboration, which is that only a few students can always guide and
direct their friends in making a work of art. After further investigation, this is because there are still many
students who are not skilled in working on a work of art. Difficulties in making their own work make these
students unable to help direct and guide other students. After further investigation, it was found that the
unskilled students were caused by some students who had not long attended craft classes, so they were not
skilled. Then because the level of complexity of making artwork is not in accordance with the level of cognitive
and psychomotor development of students aged 6-7 years. Then the problem with the confirmation process is
that most students cannot complete the artwork on time in 40 minutes. This is caused by the complexity and
complexity of artwork, the process of making artwork takes a long time, for example drying color paint which
takes a long time, and low productivity of students. To overcome these problems, tutors should provide
assignments for students who have not finished working on artwork or can also provide additional time in
accordance with the tutor's policy.

The creativity of craft learners in the closing activity. Some students sometimes do not complete the
assignments given by the tutor. Upon further investigation, this is due to the lack of tools and materials in
making art. To overcome the above, tutors need to discuss this issue with parents of students to help and
facilitate student learning to provide the needs of tools and materials in making art. The next problem is that
most students do not include every work in exhibitions, market days, or art performances every week. After
further investigation, it turns out that activities such as exhibitions / bazaars, market days, and art
performances are not held every week, these activities are held every 6 months in the environment of Sekolah
Alam Indonesia Palembang City. Thus, only some of the students' works are included in the activity. To
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overcome this, tutors should inform and recommend parents and students to take part in various craft
competition activities held by events outside of school, not just activities held at school.

Student Creativity in Comic Extracurricular Learning Process

In this section, we will discuss the creativity of students in the introduction, core activities, and closing
activities.

Creativity of comic learners in the introductory activity. The creativity of comic students in the preliminary
activities has been creative, this can be seen from the discipline of students coming on time, good motivation
and interest in the introduction activities, and the response of students to impressive apperception activities.
This has shown the creative characteristics mentioned by those who state that the creativity of students is
characterized by high self-discipline, and according to Ali (2015) has a high drive (motivation) in learning and
has great curiosity.

Creativity of comic learners in core activities. The problem lies in the exploration process at the core that
students do not export and solve problems with alternative tools and materials. After further investigation,
comic tutors do not facilitate comic learners to explore knowledge. To overcome this problem, tutors can
condition learning activities with exploratory, unique, and challenging activities. For example, by making your
own alternative tools and materials for drawing comics. Alternative tools, for example, are obtained from
homemade pencils and erasers. Making pencils out of charcoal for example, and erasers out of rubber coils.
For example, alternative paint materials can be made from natural dyes such as turmeric sap, beet sap, and
squid ink. Tutors can also modify creative comic drawings with mosaics of natural materials such as eggshell
mosaics, foliage mosaics, and bark mosaics.

The creativity of comic learners in the closing activity. Most students do not include comic works in
competition activities and serial comic book publishing. To overcome this, tutors should inform and recommend
parents and students to take part in various comic drawing competitions held by events outside of school, not
just participate in activities held at school. Thus, judging from the personal dimension, the potential for
creativity is possessed by every human person, because basically humans are creative people. However,
creativity cannot grow superiorly if the process does not work well. Judging from the process dimension,
creativity can grow and develop as a result of the process of interaction between psychological factors (internal)
and the environment (external), this is in accordance with the opinion of creativity according to Hidayat et al.
(2018) states that creativity is the result of an interactive mixture of knowledge, intellectual abilities, thinking
style, personality, motivation, and environment. Judging from the dimensions of the pusher. For the creativity
of students to develop optimally, there needs to be a driver (motivation), which is a condition that encourages
someone to creative behavior. Motivation is of two types, namely intrinsic and extrinsic. Motivation or
encouragement from inside and outside has a very important role for the continuity (sustainability) of the
efforts needed to achieve creative results or products. Judging from the product dimension, creativity is the
ability to produce something new (novelty), useful (useful), and understandable/understandable
(understandable), both in the form of objects and ideas or ideas. Therefore, formal schools are encouraged to
improve the quality of learning in extracurricular activities, not just in curricular activities. Because basically,
extracurricular activities also have a great impact on the development of students' creativity. This is in
accordance with research conducted by Oktavianti (2019) which states that individuals who engage in creative
activities tend to be more involved in extracurricular activities overall.

CONCLUSION

Based on the conclusions of the research results, the creativity of craft students tends to develop in the
core learning activities compared to comic students. This is related to the skills of craft tutors in facilitating
creative learning and learning activities better than comic tutors. Thus, the creativity of comic and craft
students is formed from a series of learning processes that take place actively, conducively, and multi-
directionally, through learning procedures consisting of introduction, core, and closing activities. Therefore,
tutors play an important role in facilitating active and creative learning. The tutor's skills in managing the
classroom and the tutor's creativity in facilitating an active, creative, and fun learning environment will optimize
the creativity of students in the learning process.
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