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Creativity plays a crucial role in 21st-century learning, particularly in its integration
with technology. The fusion of digital technology and creativity forms the emerging
domain known as digital creativity. This study aimed to assess the instrument devel-
opment stages of digital creativity, describe the creative products produced by stu-
dents, and identify the ranking indicators of digital creativity. The research design
involved the development of a digital creativity assessment instrument for account-
ing students, employing quantittaive descriptive research. The research subjects
consisted of five experts and 177 accounting students. Data collection techniques
included the Planel Expert Judgment and student performance assessments. Data
analysis techniques involved Aiken’s V and Consistency Reliability using the Inter-
Rater Reliability, which employs the Interclass Correlation Coefficient (ICC). The
results revealed that digital creativity intrument in this study was adopted and de-
veloped from Cropley & Cropley (2008), Guan et al. (2021), Haller et al. (2011) and
Canina & Bruno (2021). The value of V and ICC values for the research instrument,
focusing on instructions, language use, and content, were accepted with revisions.
Similarly, the V and ICC values for the 29 indicators/items assessing digital crea-
tivity were accepted with revision. This indicate that the instrument is well-suited
for measuring digital creativity, given its strong validity and reliability. Among the
digital creativity indicators, the highest and lowest rangkings were associated with
ethical and sustainable learning and convincingness. The three most frequently used
applications by students are Capcut, Canva, and Microsoft PowerPoint.
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INTRODUCTION

One of the critical components of 21st-
century learning includes creative thinking
skills, alongside collaboration, critical thin-
king, communication, problem-solving, self-
direction, and technology fluency (Kotsiou
et al., 2022). A crisis in creative thinking has
become apparent, as indicated by a decline in
creativity thinking scores (Kim, 2011), under-
scoring the need to nurture creativity in edu-
cation process (Kaplan, 2019). Creativity has
been recognized as a future skill by the Part-
nership for 21st-century Learning (2019) and
is a fundamental aspect of the World Econo-
mic Forum’s framework (2020). Creative thin-
king skills are an essential requirement for de-
veloping awareness and fostering innovation
in the 21st-century, often interwined with the
creation of digital products to enhance creati-
vity (Saprudin et al., 2019).

Creativity can be defined as the ability
to identify new possibilities, generate novel
idea, adapt flexibly to changing circumstan-
ces, and employ one’s imagination to address
complex challenges (Puccio, 2017). Amabile
(1982) stated that individual creativity can be
assessed by examining the novelty and utility
of the products (ideas) produced. The stages
of individual creativity encompas task presen-
tation, preparation for gathering information
and resources, generating ideas, validating
ideas, and processing results (Amabile, 1982).
Many researchers have higlighted the role
of technology in fostering student creativity
(Aguilar & Turmo, 2019; Grigorenko, 2019).
Furthermore, Lee & Chen (2015) identified
six categories of digital technology products,
including information saving-sharing, digital
gaming, digital designing digital writing, ro-
bot making, and learning environment which
are used to enhance students’ creativity. The
intersection between digital technology and
creativity has given rise to the emerging field
of digital creativity, where digital devices are
employed for various creative activities (Lee &
Chen, 2015). Digital creativity represents the
human capacity to produce innovative and
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original digital outcomes while strategically
harnessing digital technology opportunities
(Bruno, 2022).

Digital creativity should be a focal point
across all sectors, particularly in education,
as it serves as a catalyst for advancing human
development. Vocational High Schools spe-
cializing in accounting represent a valuable
avenue for nurturing students’ digital creativi-
ty skills, particularly within specific vocations.
Generally, accounting has been perceived as a
discipline that deals with historical data and
information in a black-and-white manner, fol-
lowing to strict rules and often yielding right
or wrong answers (Pathways Commission,
2015). The output of accounting has typically
taken the form of financial reports traditional-
ly presented in black and white. However, in
the 21st century, digital technology has intro-
duced new ways for data communications
and the presentation of valuable information
for decision-making, creating new opportuni-
ties to present and juxtapose additional data
and information. Furthermore, accountant
are expected to possess critical thinking skills,
problems-solving abilities, and significantly,
the capacity for creativity and innovation (Bir-
key & Hausserman, 2019; Powell et al., 2020).

A study on digital creativity assessment
literacy has revealed that, in the context of
accounting education, assessment of digital
creativity output among students remain un-
derdeveloped (Tang et al., 2022). This finding
aligns with the prevailing accounting educa-
tion in Kudus Regency. Accounting teachers
and students in Kudus have the potential to
have good digital competence because, first,
all teachers and students have used gadgets
for communicating, searching for informati-
on, and learning media. Second, some facili-
ties support digital creativity activities in the
school environment. Third, many teachers
and students can produce digital content on
social media accounts. However, no schools
pay attention to students’ digital creativity.
In practical accounting subjects such as basic
accounting, accounting practicum for service,
trade, and manufacturing companies, accoun-
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ting practicum for government institutions/
agencies, and financial accounting and tax
administration, teachers continue to rely on
traditional paper-based methods to produce
accounting cycle output, neglecting the integ-
ration of technology. Consequently, there is a
pressing need for innovative approaches from
accounting teachers to instill digital creativi-
ty in students, ensuring that they acquire the
competencies for 21st-century learning.

As per the World Economic Forum’s
2020 report, it is anticipated that approxima-
tely 50% of the global workforce will require
reskilling by 2025, driven by a dual disrupti-
on resulting from the economic fallout of the
pandemic and the increasing global adoption
of technology, which is reshaping the nature
of work. Zahidi (2020) highlights the growing
significance of creativity as one of the most
sought-after skills. Consequently, individuals
aspiring to enter in the field of accounting,
particularly accounting students, must the
development of digital creativity skills within
accounting to remain competitive in the job
market.

Students’ digital creativity is manifested
through content produced (Janse van Rens-
burg et al., 2022). According to Tang et al.
(2022), one way to measure student creativity
is by assessing the output or product created
using digital technology. Accounting students
can express their digital creativity by genera-
ting content in the form of videos, presenta-
tions, websites, smartphone applications and
social media platforms (Janse van Rensburg
et al., 2022). Additionally, digital creativity is
analyzed through Unified Theory of Accep-
tance and Use Technology (Venkatesh et al.,
2003), which indicated that digital storytelling
(DST) is an effective approach to enhance stu-
dent creativity (Suki & Suki, 2017). Thus, it
can be inferred that content containing story
telling elements can stimulate students’ digital
creativity. Relevant studies have shown that
implementing digital storytelling for accoun-
ting students can boost student engagement by
integrating various metaphors into a cohesive
narrative (Taylor et al., 2018). DST also aids in

developing students’ public speaking and cre-
ative thinking (Yang et al., 2020), encourages
discussion, enhances interaction among stu-
dents, and cultivates high-level thinking skills
and complex problem-solving abilities (Chen
et al., 2023). Therefore, in this study, accoun-
ting students who create a content featuring
storytelling will be referred to as “accounting
student digital storytelling” (AS-DST).

AS-DST refers to a product created and
designed by accounting students in the form
of digital content (e.g., videos, presentations,
websites, smartphone applications and social
media platforms) aimed at narrating accoun-
ting cases and serving as platform for evalu-
ating accounting students’ digital creativity.
Each individual will choose one of four ac-
counting cases presented by the researcher,
each guaranteed to involve higher order thin-
king skills (HOTS) to stimulate critical thin-
king skills among students. The instrument
development process follows the stages estab-
lished by Ediyanto et al. (2022), encompasing
information gathering, planning, establishing
the initial product (e.g., four accounting cases
and digital creativity rubric), validating, and
feedback or revision stage. After selecting a
case, students will work on it by creating digi-
tal content, an innovative approach designed
to enhance accounting students’ digital crea-
tivity. The assessment of digital creativity in
this research focuses on evaluating student
performance, with experts who are experi-
ences teachers (Haller et al., 2011) and rese-
archers (Guan et al., 2021) assessing student
creative products.

While several studies have explored
methods for measuring digital creativity, none
have specifically assessed digital creativity in
accounting students through creative products
in the form of digital storytelling. Research on
digital creativity is typically conducted within
realm of arts education such as music and
multimedia (Al Hashimi et al., 2019), cinema
(Sanchez-Holgado & Arcila-Calderon, 2017),
and corporate context (Shao et al., 2022). The-
refore, in the context of accounting education
(Janse van Rensburg et al., 2022), this study

142



Puji N. S., Siswandari, & Khresna B. S./ Dinamika Pendidikan 18 (2) (2023) 140-159

addresses the development of a digital creati-
vity assessment model using authentic assess-
ment. As a result, this study aims to: (1) provi-
de a literature review and gather information
regarding digital creativity while elucidating
the necessary product; (2) establish the initial
product (instrument for AS-DST); (3) exami-
ne the validity and reliability of instrument for
AS-DST, containing five criteria and 29 indi-
cators; (4) describe the feedback and revision
stage of instrument development; (5) elabora-
te the creative products produced by students;
and (6) identify the ranking of digital creati-
vity indicators based on AS-DST assessments
by experts and researchers.

METHODS

Research Design

This study adopted a development re-
search to create an instrument for accounting
students’ digital creativity using quantitative
descriptive research methods. This instru-
ment development process consisted of five
stages, following the framework proposed by
Ediyanto et al. (2022): information gathering,
planning, establishment of the initial product
(including the creation of four accounting ca-
ses and a digital creativity rubric), validating,
and feedback or revision stage. This study also
volved two analytics tools: Content Validity
Index Aiken’s V and Consistency Reliabili-
ty using the Inter-Rater Reliability technique
from the Interclass Correlation Coefficient
(ICC). Aiken’s V was chosen for its ability to
measure validity using a polytomous scale,
acommodating more than two possible scores
(Aiken, 1985). Then ICC, on the other hand,
serves as a reliability test for the same variab-
le on a continuous scale, measured by two or
more different evaluators or, in other words,
two or more experts. Since five experts were
selected in this study, the Cohen’s Kappa coef-
ficient agreement was not employed; instead,
the Inter-Rater Reliability derived from the
Interclass Correlation Coefficient was used.
This study sought to determine the validity
and reliability of the digital creativity assess-
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ment instrument, evaluate the digital creati-
vity output generated by accounting students,
and rank the digital creativity indicators based
on AS-DST assessments conducted by experts
and researchers.

Research Subject

The research subject in this study en-
compassed five experts who are experts with
specialized knowledge in accounting educati-
on and educational technology. These experts
played dual roles in this study: firstly, in vali-
dating the digital creativity assessment instru-
ments for accounting students, which inclu-
ded instructions for creating AS-DST content
and accounting cases; and secondly, in valida-
ting the 29 indicators/items used for assessing
digital. The digital creativity indicators emp-
loyed in this study were adapted and refined
from various sources, including by Cropley &
Cropley (2008), Guan et al. (2021), Haller et
al. (2011) and Canina & Bruno (2021). Table
1 provides an overview of the criteria used to
select experts, ensuring that they possess ex-
pertise in academics and practical aspect of
accounting education, educational techno-
logy, and assessment. Furthermore, accoun-
ting teachers with practical experience in the
field were also included as practitioners in this
group of experts. Additionally, the research
subjects involved in generting digital creativi-
ty outputs consisted of vocational high school
accounting students from three schools,
comprising both state and private institutions,
totaling 177 students.

Table 2 displays the sample size of ac-
counting students in Kudus. In Kudus, there
are only five vocational high schools that offer
accounting as a major field of study. Out of
these five schools, three were selected based
on the following criteria: (1) students in the
eleventh grade or twelfth grade (tenth gra-
de was exclude as, at the time the research,
students had not yet received any accoun-
ting material); (2) students who had received
instruction in the fundamental of accounting
or financial accounting; and (3) students who
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were not presently engaged in on-the-job trai-
ning. Following these criteria, a total of 177
students were identified and included as rese-
arch samples.

Table 2. Distribution of Accounting Student
Sample in Kudus Regency

Type of School Amount of Student
Public School A

Private School A

90 students
39 students

Private School B 48 students

2. students 177 students
Source: Processed primary data (2023)

Data Collection Technique
This study employed the Planel Expert
Judgment process as its primary data col-

lection technique. The procedur for expert
judgement, adapted from Sotille (2016) and
adjusted to this research, comprised the follo-
wing steps: (1) selection and confirmation of
the activity to be analyzed (the instrument for
AS-DST); (2) compilations of a list of digi-
tal creativity indicators and accouting HOTS
cases; (3) expert selection; (4) eliciting expert
ratings; (5) compilation of a report distributed
to all experts; (6) expert review and revision,;
and (7) generation of a second report. The
involvement of experts is crucial in assessing
the validity and reliability of the developed as-
sessment items for accounting students’ digital
creativity (Roebianto et al., 2023). Additional-
ly, this study incorporated student performan-
ce assessments to gather information regar-
ding the types of applications used by students
to create AS-DST and to rank the assessment

Table 1. List of Expert Characteristics for Validating of Digital Creativity Assessment Instruments

for Accounting Students

Expert Gender Occupation/ Affiliation Courses Main Goal

Expert Female Professor/ Financial management, Validating the

1 Department of Econom- cost accounting, budgeting, accounting
ics Education at Univer- and creativepreneur content
sitas Sebelas Maret

Expert Male Lector/ Foundations of educational Validating the

2 Department in Edu- technology, development of  instruments of
cational Technology online-based independent digital creativity
at Universitas Sebelas learning, design of education
Maret and training program systems,

performance technology

Expert Female Teacher and Heads of MYOB and Spreadsheet Validating the

3 the accounting program instruments of
at SMK PGRI 2 Kudus digital creativity

Expert Female Teacher, Assessor of Practical accounting for Validating the

4 LSP P3, and account- public sector and Financial instruments of
ing teacher at SMK N'1  accounting digital creativity
Kudus

Expert Male Teacher, Heads of the MYOB and spreadsheet Validating the

5 accounting program at instruments of

SMK PGRI 1 Mejobo
Kudus

digital creativity

Source: Processed primary data (2023)
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indicators of students’ digital creativity. The
evaluation of student-produced products was
conducted by subject matter experts, as a pro-
duct is deemed creative when experts in the
field concur that is possesses creative attri-
butes (Amabile, 1982). Amabile (1982) further
elucidated that individual creativity centers on
the product (idea) generated by an individual,
rendering the use of questionnaires, inter-
views, or observational techniques unsuitable
for assessing students’ digital creativity.

Data Analysis
Content Validity Index Aiken’s V

Content validity within this research
employed to validate the assessment instru-
ment, which comprises elements related to
instructions, language use, and content, as well
as the validation of the 29 AS-DST indicators/
assessment items used to evaluate the content
produced by students as part of AS-DST. Af-
ter the experts reviewed the instrument, they
provided suggestions for enhancements to me-
asure digital creativity. Subsequently, content
validity as assessed using Aiken’s V index.

Aiken’s V index was utilized to evalua-
te the content validity of the rubric that had
been developed for the assessment questoins
in accounting. This aimed to determine the
appropriateness of each item within the rub-
ric. The V coefficient, which ranges from 0
to 1 signifies high content validity for an item
or group of items when assessing a single ra-
ter (Aiken, 1985). Items with a V coefficient
below 0.50 were considered for removal (Ai-
ken, 1985). In this study, which involved five
experts and five assessment categories, each
item needed to achieve a minimum value of
0.80 (Aiken, 1985). Items failing to meet this
minimum requirement were either eliminated
or revised (Roebianto et al., 2023). The follo-
wing is the Aiken’s V formula (Aiken, 1985):

V=2 s/[n(c-1)]
s=r—1lo

Description:
V = item validity
s = the lowest score reduces the score set by
the expert
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lo = lowest validity assessment number (1)
¢ = highest validity assessment number (5)
r = numbers given by an expert

n = number of experts

Analysis Interclass Correlation Coefficient (ICC)

To assess the reliability of the rubric
embedded in the digital creativity assessment
instrument for accounting students, the Con-
sistency Reliability using the Inter-Rater Re-
liability technique via the ICC was employed.
In this context, the statistical analysis was the
analysis of variance (Morrow et al., 2015).
ICC serves reliability test of the same variab-
le measured on a continuous scale, involving
two or more experts. Given that five experts
were selected for this study, the Cohen’s Kap-
pa coefficient (commonly used with 2 experts)
was not applied. Instead, the Inter-Rater Re-
liability from the Interclass Correlation Coef-
ficient was utilized. The calculation of ICC
values in this study was perfomed using the
SPSS Version 25 application. In the Intraclass
Correlation Coefficient table, an Intraclass
Correlation column is presented. The Single
Measures value is employed when individual
ratings constitute the level of observation in
the outcome, whereas the Average Measures
value is utilized when the level of observati-
on in the outcome represents the average of
multiple ratings. Table 3 outlines the statisti-
cal citeria for ICC, which consists of four ca-
tegories. If the ICC values less than 0,40, the
reliability is considered poor. In contrast, If
the ICC values between 0,75 and 1,00 indicate
excellent reliability.

Table 3. ICC Statistical Criteria

ICC Criteria
ICC <0.40 Poor
0.40-0.59 Fair
0.60-0.74 Good
0.75-1.00 Excellent

Sumber: Cicchetti et al. (2006)
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RESULT AND DISCUSSION

Information Gathering about Digital Cre-
ativity and Planning the Development of
The Product

The objective of information gathering
is to identify problems, including the identifi-
cation of gaps and conducting assessments to
determine the necessary actions for problem
resolution (Ediyanto et al., 2022). In assessing
an individual’s digital creativity, Hoffmann et
al. (2016) suggested the uses of the Creative
Behavior Questionnaire: Digital (CBQD).
CBQD consists three scales: the achievement
of digital creativity, everyday school-based
creativity and digital creativity self-expressi-
on. Al Hashimi et al. (2019) applied a com-
bination of measurements from the Torrance
Test of Creative Thinking (Torrance, 1979) to
measure the digital creativity of multimedia-
based art and design education students. This
evaluation considered indicators such as ori-
ginality, flexibility, fluency, elaboration, late-
ral thinking, and efficiency. Canina & Bruno
(2021) proposed four indicators in The Digi-
tal Creativity for Developing Digital Maturi-
ty (DC4DM) has four indicators: cognitive,
digital, cross-functional team, and strategic
vision. Moreover, commonly used indicators
for assessing creativity through the products
created include relevance and effectiveness,
generation of novelty, elegance, and genesis

Table 4. Digital Creativity Measurement

(Cropley & Cropley, 2008; Guan et al., 2021;
Haller et al., 2011).

Table 4 presents the criteria employed to
assess digital creativity in this study, encom-
passing relevance and effectiveness, genera-
tion of novelty, elegance, genesis, and digital
aspects. Relevance and effectiveness pertain to
the extent to wich the information aligns with
established facts and principles. Generation of
novelty involves the process of posing prob-
lems, integrating new elements into existing
knowledge, and generating fresh insights. Ele-
gance considers the aesthetic impacts on five
individuals besides oneself. Genesis relates to
concepts that extend beyond the immediate
context of four.

Drawing previous literatue on digital
creativity measurement, this study aimed to
create instruments for AS-DST. As such, the
indicators in Table 4 were chosen due to their
suitability for evaluating creative output in the
form of AS-DST content generated by accoun-
ting students. These indicators were adapted
from Cropley & Cropley (2008). Additionally,
the digital indicator introduced by Canina &
Bruno (2021) was included to address a pre-
viously unmeasured component — digital ca-
pabilities reflected in a creative product. Table
5 outlines the assessment items, graded on a
scale from 1 to 5, with an explanation of each
indicator provided in Table 5.

Criteria

Indicators

Relevance and
effectiveness

Generation of
novelty

Elegance
ness

Genesis

Digital

Correctness, performance, and appropriateness

Diagnosis, prescription, prognosis, replication, redefinition, combination, in-
crementation, reconstruction, redirection, reinitation, and generation
Recognition, convincingness, pleasingness, completedness, and harmonious-

Foundationally, transferability, germinality, seminality

Data literacy, information literacy, envisioning technology opportunities, ethi-

cal and sustainable thinking, digital collaboration, healthy use of technology

Source: Cropley & Cropley (2008) and Canina & Bruno (2021)
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Table 5. AS-DST Rating Scale

Score Interpretation

1

The AS-DST produced by students
does not match the indicators

The AS-DST produced by students
is less consistent with the indicators
The AS-DST produced by students
is entirely consistent with the indica-
tors

The AS-DST produced by students
is consistent with the indicators

The AS-DST produced by students
is very consistent with the indicators

Source: Processed primary data (2023)

Initial product (Instrument for AS-DST)

The AS-DST assessment instrument
comproses two primary components:

1. The assessment instrument: this part in-
cludes instructions for asddressing ac-
counting questions and cases

2. The AS-DST assessment rubric: this sec-
tion encompassess five 5 criteria and 29
digital creativity indicators.

The first part of the instrument will
underg(0 validation and reliability testing by
experts, evaluating three main assessment as-
pects: clarity of the instructions (items Al —
A3), the use of appropiate language (items B1
— B5), and the corectness of accounting mate-
rial (items C1 — C7).

Table 6. Validity Test Results of The Instruments of Accounting Students’ Digital Creativity As-
sessment based on Instructions. Language Use and Content Aspects

Step 1 Step 2
No Aspect Items V Interpretation A% Interpretation
1 Instruction Al 0.85 Remaining 0.95 Remaining
2 A2 0.80 Remaining 0.95 Remaining
3 A3 0.80 Remaining 0.80 Remaining
4 Language Use B.1 0.75 Revised 0.90 Remaining
5 B.2 0.80 Remaining 0.80 Remaining
6 B.3 0.75 Revised 0.80 Remaining
7 B4 0.80 Remaining 0.90 Remaining
8 B.5 0.85 Remaining 0.85 Remaining
9 The correctness of accounting  C.1 0.80 Remaining 0.90 Remaining
jo  material (Content) C2 070 Revised 0.80 Remaining
11 C.3 0.80 Remaining 0.95 Remaining
12 C4 0.80 Remaining 0.85 Remaining
13 C5 0.75 Revised 0.80 Remaining
14 C.6 0.75 Revised 0.90 Remaining
15 C.7 0.70 Revised 0.80 Remaining

Source: Processed primary data (2023)
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For the second part of instrument,
which is the assessment rubric of digital creati-
vity, the initial questionnaire was originally in
English and was subsequently translated into
Bahasa, the Indonesian language. Throughout
the translation process, items were adapted
from prior research (Beaton et al., 2000; Se-
tyandari et al., 2019). This translation process
was executed by academics proficient in both
English and Bahasa to ensure precision and
cultural suitability. Then, in the back transla-
tion process, the Bahasa version of the ques-
tionnaire was re-translated into English. This
step was employed to guarantee accuracy and
identify any discrepancies or errors that might
have occurred during the initial translation
process.

Validating the Instrument for AS-DST
Results of Content Validity Test for Accounting
Students’ Digital Creativity Assessment Instrument

Table 6 presents the outcomes of the
content validity test conducted on the accoun-
ting digital creativity assessment instrument.
The assessment is categorized into three as-
pects: instructions, use of language, and con-
tent.

This study employed Aiken’s V content
validity index to assess three aspects of the as-
sessment instrument: instructions, language
use, and content, following the same methodo-
logy as Ulfah et al. (2020). In the Table 6, the
results of the content validity index, Aiken’s V,
during the initial evaluation of digital creativi-
ty assessment instrument, indicated six assess-
ment items were below 0.80 threshold, neces-
sitating revisions. Specifically, in the language
usage aspect, item B.1 and item B.3 scored

0.750. In the content aspect, items C.2 (0.70),
C5(0.75), C6 (0.70), and C7 (0.70) yielded va-
lues below 0.80. Subsequently, a revision pro-
cess was initiated for the sections identified
by the experts as requiring improvement. The
revised content was then resubmitted to the
experts for re-evaluation of its sustainability.
The results of the second content validation
test stage demonstrated that all items within
the digital creativity assessment instrument
met the validity requirements, supassing the
minimum threshold of 0.80.

In the Table 7, the comprehensive of the
digital creativity assessment instrument yields
a validity score of 0.86, indicating a high de-
gree of validity. This signifies that the instru-
ment is highly suitale for research purposes.

Content Validity Test Results of Accounting Stu-
dents’ Digital Creativity Assessment Indicators/
Items

Table 8 displays the results of the vali-
dity test employing Aiken’s V content validi-
ty index for the 29 items/indicators of digital
creativity. In initial evaluation, it was obser-
ved that seven out of 29 indicators had va-
lues falling below the minimum threshold of
0.80. Specifically, the indicators for diagnosis
(0.70), prescription (0.70), prognosis (0.75),
combination (0.75), reconstruction (0.75), rei-
nitation (0.75), and generation (0.75) required
revisions. Subsequently, the indicators/items
with low scores were addressed in line with
the recommendations of the experts. After the
revisions, the indicators/items were reevalua-
ted for validitya, resulting in all 29 digital cre-
ativity indicators achieving scores exceeding
0.80.

Table 7. Validity Test Results of The Instruments of Accounting Students’ Digital Creativity As-
sessment based on Instructional Aspects. Use of Language and Content — Overall

Expert
Items sl s2
1 2 3 4 5

s3 s4 s5 s \%

Interpretation

1-19 63 69 68 74 60 48 54

53 59 45

259 0.86 Appropriate

Source: Processed primary data (2023)

148



Puji N. S., Siswandari, & Khresna B. S./ Dinamika Pendidikan 18 (2) (2023) 140-159

Table 8. Validity Test Results of Accounting Students’ Digital Creativity Indicators/Items

Step 1 Step 2
No Citeria Indicator/Items (before revision) (after revision)
V, Interpretation =V, Interpretation
1 Relevance  Correctness 0.80 Remaining 0.80 Remaining
2 :tr”;:c tiveness Performance 0.80 Remaining 0.80 Remaining
3 Appropriateness 0.80 Remaining 0.80 Remaining
4 Generation  Diagnosis 0.70 Revised 0.80 Remaining
5 Prescription 0.70 Revised 0.90 Remaining
6 Prognosis 0.75 Revised 0.80 Remaining
7 Replication 0.80 Remaining 0.80 Remaining
8 Redefinition 0.80 Remaining 0.80 Remaining
9 Combination 0.75 Revised 0.80 Remaining
10 Incrementation 0.85 Remaining 0.85 Remaining
11 Reconstruction 0.75 Revised 0.80 Remaining
12 Redirection 0.80 Remaining 0.80 Remaining
13 Reinitation 0.75 Revised 0.80 Remaining
14 Generation 0.75 Revised 0.80 Remaining
15  Elegance Recognition 0.85 Remaining 0.85 Remaining
16 Convincingness 0.80 Remaining 0.80 Remaining
17 Pleasingness 0.90 Remaining 0.90 Remaining
18 Completedness 0.90 Remaining 0.90 Remaining
19 Harmoniousness 0.80 Remaining 0.80 Remaining
20  Genesis Foundationally 0.85 Remaining 0.85 Remaining
21 Transferability 0.90 Remaining 0.90 Remaining
22 Germinality 0.80 Remaining 0.80 Remaining
23 Seminality 0.90 Remaining 0.90 Remaining
24  Digital Data Literacy 0.95 Remaining 0.95 Remaining
25 Information literacy 0.95 Remaining 0.95 Remaining
26 Envisionipg technology 1.00 Remaining 1.00 Remaining
opportunities
27 gﬁ;ﬁg and - sustainable | o) pemaining  1.00 Remaining
28 Digital collaboration 1.00 Remaining 1.00 Remaining
29 Healthy use of technology 1.00 Remaining 1.00 Remaining

Source: Processed primary data (2023)
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Table 9. Results of the Validity Test of Digital Creativity Indicators/Items for Accounting Students
— Overall

Expert
Items sl s2 s3 s4 s5 3Ys V Interpretation
1 2 3 4 5

1-29 120 126 134 142 122 91 97 105 113 93 499 0.86 Appropriate
Source: Processed primary data (2023)

Table 9 elucidates the comprehensive The Inter-Rater Reliability correlation
evaluation of the indicators/items within the coefficient test results from the Interclass Cor-
digital creativity assessment instrument, all of relation Coefficient for the digital creativity
which demonstrate a validity value exceeding assessment instrument, comprising three as-
0,80. This indicates that the indicators/items pects (instructions, language use, and content)
used to measure accounting students’ digital in Table 10, indicate an average agreement
creativity possess a high degree of validity. of 0.67 among experts. This suggests that

the instrument enjoys reasonable consensus
Results of the Reliability Test of the Digital Cre- among the experts. Furthermore, as elucida-
ativity Assessment Instruments for Accounting ted in Table 11, the instrument can be regar-
Students: Instructions, Language Use and Content ded as possessing good reliability, with a value
Aspects falling in the range of 0.60 to 0.74. Additio-

The reliability test of the instruments, nally, the consistency for each expert is 0.287.
which involved the Inter-Rater Reliability cor-
relation coefficient derived from the Interclass Results from the Reliability Test of Accounting Stu-
Correlation Coefficient, was conducted using dents’ Digital Creativity Indicators/ Items
the SPSS version 25 application. The assess- The results of the reliability test emp-
ments were carried out across three aspects: loying the Inter-Rater Reliability correlation
guidance, language usage, and content. The coefficient based on the Interclass Correlati-
results of this instrument reliability test are on Coefficient were processed using the SPSS
provided in Table 10 and Table 11. version 25 application. The evaluation encom-

Table 10. Alpha Coefficient Reliability Value Table 12. Alpha Coefficient Reliability Value

of Digital Creativity Instruments of Digital Creativity Indicators/Items
Reliability Statistics Reliability Statistics
Cronbach’s Alpha N of Items Cronbach’s Alpha N of Items
0.67 5 0.61 5
Source: Processed primary data (2023) Source: Processed primary data (2023)

Table 11. Intraclass Correlation Coefficient/ICC (1)

Intraclass 95% Confidence Interval F Test with True Value 0

Correlation [ ower Bound Upper Bound Value dfl df2 Sig
Single Measures 287 .079 580 3.018 14 56 .002
Average Measures .669¢ 301 874 3.018 14 56 .002

Source: Processed primary data (2023)
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Table 13. Intraclass Correlation Coefficient/ICC (2)

Intraclass

95% Confidence Interval

F Test with True Value 0

Correlation Tower Bound Upper Bound Value dfl df2 Sig

.236*
.607¢

Single Measures

Average Measures

.088
325

112
112

436 2.545 28
795 2.545 28

.000
.000

Source: Processed primary data (2023)

passed 29 indicators stemming from five as-
sessment aspects: the relevance and effective-
ness aspect, the generation of novelty aspect,
the elegance aspect, the genesis aspect, and
digital aspect. The following are the results of
the instrument reliability test, which are pre-
sented in Table 12 and Table 13.

The ICC (2) value, as indicated in Tab-
le 13, reveals an average agreement of 0.61
among experts. This suggest that the instru-
ment possess a good reliability, falling within
the range of 0.60 — 0.75, in accordance with
Cicchetti et al. (2006). Furthermore, the con-
sistency for each expert is 0.236. It’s worth
noting that reliability values below 0.75 are
considered good, as per Reffien et al. (2022).
Consequently, the digital creativity assessment
instrument for accounting students, involving

creative products in digital storytelling, proves
to be a valuable tool for educators to gauge
students’ creativity, particularly those majo-
ring in accounting. This instrument can also
aid educators in nurturing students’ skills, as
technological proficiency is a crucial skillset
for teachers in the modern era (Blegur et al.,
2023).

Feedback and Revision Stage of AS-DST
Instrument

The AS-DST instrument, in its first
part, comprises four accounting HOTS cases
or questions. Prior to distributing these cases
to the students, they were first subjected to ex-
pert evaluation for feedback. The outcomes of
this feedback and the subsequent revisions are
presented in Table 14.

Table 14. Results of Revision of The First Part of AS-DST Instrument (Accounting HOTS Cases)

No Feedback before revision Revision result after get feedback
1 il ey = e Kasus 1! Laporan Keuangan
S et el e L S i i S & b Cromrales merupakan rerelier boeska kamkler yang rajs menyuven Liporan keusagas Salah sats
] laporan keussgae yueey disusun sdalsh laporan laba rugi Pads Kamés, | Juni 2023, Gonrales sembels
B e P00 boneka karakior di Shopee dongan harga per boncka schesar RpS0u33 dan mendapadkan graiis
onghos kirim
Pada hari ke-1 (Senin, § Juni 2023 ) Ceonrales berbasil menpeal 100 bonekn korakier dengas bargs per
baneka karakier adalah Ep |00 000, Selama tujub hari berbarui -arui, Gonrales berbasil menjual 103
e LTl ML Ml Mol e e o ey boncka karakicr per harinya, Pacda hasi ke-T (Minggu, 11 jusi 2023, Gonrales ingin sengetabui berapa
Phesirating oftns prmpealen buvmin hawekis il Lnmision, bosiial laba yang diperoleh dari menjeal boneia karakter selama 7 bari
RN S — T
i e o, R et B Berdaawrkan [hustrask penjuslan boncks kandner olch Goazales, bustiih kontea digital berups (plllh
‘_‘_‘_‘:‘:"“ G salah swbw sajale video story relling (video cerim), komik digaal, suu koaten digisl luisays yung
Lt s R o meruat pembahasan tentang:
M o -4 e s, & b a. Uang yang dikcluarkan Gonrales untek mendapatian 700 boncka karakser
b Laba kot darf penjuslan boneks karakter hari Ke-1, hard ke-2, hari ke-3, bar ke-4, ban ke-5,
hari ko=, dam hai ke-T
¢ Jumlsh lsba yang tekumpul sampad bar Minggu
. ’
2 Feedback before revision: Ko 3 racatatan bas Kecl

i Woten 1 Famponstun Kon Kol | | pinen
Sir. f¥eumg Perencens mesdnkes suhe koo baps mmah. M sy
Hiwang mermmbug poncststn pouprian b momp das, yart b boar
dhemgpan pongriaraa, ekl duri Kl 00000 dan L sl g dari | smsina
Kl S0SEEL A i, prsipebairas: s koidd wiinh. pesbchas Al Tidi
Wi, horeami prprem, dm persbayarm bl dan e Nemn, M
Heumg ompalam: borsabiin swmosisian mwisde poncalsim ki kool
sccars teiap {impreat fimd pwives] sl wcacs Bkinssl (hermre fnd
nasom b Lt langes, Mr. Hwang mosgegnkan sdays i form b kocd
S i s TTgld L boungan
Berdsarkm desirai roocans M Bwang ssisk mendinion oubs
komwrkn, beslel vidos siory ielimy (velos corisd yang st
-vcvvlu_‘-ln-rr-u:{

Pémfimgrys procaision ks hood pads s boovekss M Hawasg

. Sictoude poacaisten fan kool g feped wsink vl M FHwusg
limpreat fumd rvsem aina fmcrmstion fund 131o0m |

& Almas olth meiods yang dpih {krichitan dum kekurangss
ke yang deulin)

d_Comkod rwmsakal dan poscaten dari motde yang dipiih

Lt 0 brcm e e

nir Iiwang bepercana mendinkan wesha bonveis e messlimah Mr, fleang momhap poncatste
pengslsaran kas menjadi dua, yaite kan boxar baaran lchib dari Bp | 500,000 dan kan kecil
pengetearan kurang dari Rp1, 500 000, Pengelusran kay kocil dlikekas ushul pomibelian Alat
Tuli Kantor, koswwm pegawas, des pesshuyaran livrik dam air Namon, Mr. Hwasg mengalarsi
kesalitas eotuk menenfulan mclode tas ke bocil, apaliah an peacalalan sotar il
(imprear flamd' pystem) sism scars hcraatit (Priwative fisd myviem), Lobib lasjus, Mr, dbaang
mengmpnian aduma iafsrmau b kool wensg wel, gusa mengamiil kepetuun kewngan
Penbawrban fusdau rescana Mr Jlwang itk seneiukan meode percatatan Lo koot buatla
koo diital berapa (pilib salah sty safale video siory dnfling (vidoo cerita), bomik digial, st
koo digpitall bercerita |ainerys yang memet prmbshaies toslang
o Pentiagrys poncatatas kin kool pads wsaks kefvell Mr Hwang
B Menosde poscatan ks kool yuang 1epst ustik kervekal Mr. Heung (fmpeir fund syt sl
Mctiaarion famd satem
€ Alasn memikh mercsde yang dipd hlum-h;ndulekwuw meriode yang deih )
N atatan dan metods vang dipih

Source: Processed data (2023) 151
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For second part of AS-DST instrument,
the expert also gave feedback and revision for
better assessment rubric of digital creativity.

is complete, Table 15 shows the indicators/
items suitable to be used as a rubric for me-
asuring accounting students’ digital creativity.

After the validation and reliability process

Table 15. Digital Creativity Indicators After Revision Process with Experts

No

Indicator

Indicator Explanation

Criteria 1: Relevance and effectiveness

1 Correctness AS-DST as the product can be a medium to solve the problem accurately
2 Performance AS-DST successfully explains the chosen accounting method well
3 Appropriateness Answers in AS-DST are in accordance with applicable accounting poli-

cies

Criteria 2: Generation of novelty

4  Diagnosis AS-DST can overcome deficiencies in the material presented by teach-
ers

5 Prescription The steps to resolve the case indicate alternative ways of resolving the
case

6 Prognosis AS-DST shows that the integration of technology in accounting learn-
ing will increase students’ understanding of accounting

7  Replication AS-DST can be replicated for other accounting productive subjects

8  Redefinition AS-DST helps others who view it to choose the suitable method

9 Combination Students use accounting terms that are officially used in accounting dig-
ital storytelling content

10 Incrementation  AS-DST is an extension of existing solutions

11  Reconstruction  The information conveyed is not limited to the material presented by the
teacher in the textbook

12 Redirection AS-DST is the result of adopting existing ideas,which are then devel-
oped in the students’ way

13 Reinitation AS-DST is an entirely new concept

14  Generation AS-DST shows how to solve problems even if they are ineffective

Criteria 3: Elegance

15 Recognition People who view AS-DST understand the meaning of the content cre-
ated

16 Convincingness People who view AS-DST are confident that the information submitted
by students is correct

17 Pleasingness AS-DST is attractive to look at

18 Completedness  AS-DST is a complete solution to solve the problem

19 Harmoniousness All elements used to create AS-DST fit together in an internally consis-

tent way
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No Indicator

Indicator Explanation

Criteria 4: Genesis

20 Foundationally

AS-DST can be used as an option for further development of the prob-

lem of resolving accounting cases

21  Transferability
22 Germinality
23  Seminality

AS-DST indirectly explains the context of the question
AS-DST shows a new way to solve the problem

AS-DST attracts the attention of laypeople who previously did not
understand accounting

Criteria 5: Digital

24 Data Literacy

AS-DST shows the ability to collect, generate, process, and analyze

several data that help in the decision-making process

25 Information

literacy that students can use

AS-DST demonstrates the ability to transform data into information

26  Envisioning tech- AS-DST shows that students can utilize technology well

nology opportu-
nities

27  Ethical and sus-
tainable thinking

AS-DST produced by students has a sustainable impact on the ideas
generated by developing them into better content

28 Digital collabora- Students in creating AS-DST communicate and collaborate effectively

tion through digital channels

Students in making AS-DST understand the benefits and dangers of
technology on a person’s mental and physical health

29  Healthy use of
technology

Source: Adopted and developed from Cropley & Cropley (2008). Guan et al. (2021). Haller et al.

(2011) and Canina & Bruno (2021)

Figure 1. Expert’s Ranking of the indicator
of digital creativity through Students’ Output
(Accounting Student Digital Story Telling)

Figure 1 presents the expert ranking of
digital creativity indicators. The indicator that
secured the top position, with a weighted ave-
rage score of 4.5 was “ethical and sustainable
thinking”, derived from digital criteria. Accor-
ding to the guidelines and toolkit in “Digital
Creativity for Developing Digital Maturity
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Future” (2017) by Canina & Bruno (2021),
the digital creative products (digital storytel-
ling) created by students demonstrate that
their content incorporates ideas with ethical
and sustainable implications. Individuals who
employ digital technology in their daily acti-
vities are expected to ensure the well-being of
themselves and their community. This indica-
tes that students who use digital content to sol-
ve accounting cases showcase ai technology
can aid individual students in addressing edu-
cational challenges. Furthermore, the digital
creativity assessment process, incorporating
ethical and sustainable thinking indicators,
represent a transformative step in the teach-
ing and learning process aimed at enhancing
education quality in support of the United
Nations Agenda for Sustainable Development
2030 (Burbules et al., 2020).
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On the other hand, the indicator that
received the lowest ranking with a weighted
average of 3.87 is “convincingness”, which is
derived from the elegance criteria (Cropley &
Cropley, 2008). ”Convincingness,” defined as
“people who see a creative digital storytelling
product believe that the information convey-
ed is correct”. Expert assessments indicatedf
that the student’s digital creative product fell
within the medium category (3 out of 5), sug-
gesting that the experts had reservations about
the narrative presented by the student.

The Outputs

AS-DST content created by 177 stu-
dents was assessed by experts and researchers
(Chang & Yu, 2015; Kao et al., 2023; Yang et
al., 2020) utilizing 29 indicators from digital
creativity (Canina & Bruno, 2021; Cropley &
Cropley, 2008). The results obtained include
the type of content, application or software
used by accounting students and the quantity
of applications used by each student.

Table 16. The Type of Content

The Type of Content Numl?er of Ac-
counting Student

Presentations 8
Videos:

Video animation 4
Mixed media 134
Screen recorded video 2
Video interactive 29

Source: Processed primary data (2023)

Figure 2. Application or Software Each Ac-
counting Student Used

Accounting Stadcnr

Figure 3. Number of Applications or Soft-
ware Each Accounting Student Used

The number of outputs presented in
Table 16 reveals that students generated 177
AS-DST content items, reflecting the digital
creativity of accounting students. The AS-
DST creations primarily took the form of
presentations and videos, addressing various
cases such as financial reports of service com-
panies, petty cash, cash recording and accrual
systems, as well as ways to acquire fixed assets
that are profitable for entrepreneurs. Among
the outputs, presentations (n = 8) were typi-
cally developed using tools like PowerPoint
and Prezi. Notably, the study observed a sub-
stantial number of video outputs, suggesting
that students had a positive response to the
AS-DST assignment, particularly in the video
format (Suhana & Purwadi, 2023). The vide-
os created by students exhibited diversity in
their formats, including video animation (n
= 4), mixed media presentations (n = 134),
screen-recorded videos (n = 2), and interacti-
ve videos (n = 29). These videos provided a
comprehensive explanation of the content,
complemented with sound, background mu-
sic, moving visuals, and more, to convey more
elaborate information compared to presenta-
tions alone.

In terms of application, Capcut emer-
ged as the most widely used by accounting stu-
dents to produce AS-DST content, with 142
students utilizing this platform. The Capcut
application serves as a valuable medium that
aids in home-based learning and enhances stu-
dents’ digital creativity (Wulandari, 2023). Its
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use is associated with various educational be-
nefits, including improved learning outcomes
(Holisah et al., 2023), enhanced students’ lear-
ning motivation (Matitu & Santiago, 2023),
and enrich learning resources (Vergara-Bar-
beran et al., 2023). In summary, Capcut has
proven to be a key application for empowering
students to create digital creative products.

CONCLUSION

In the pursuit of digital creativity assess-
ment development, this study has employed
a structured approach, encompassing five es-
sential stages of instrument development by
Ediyanto et al. (2022): information gathering,
planning, establisihng the initial product (e.g.
four accounting cases and digital creativity
rubric), validating, and feedback or revision
stage. The digital creativity intrument emp-
loyed in this study was adapted and develo-
ped from Cropley & Cropley (2008), Guan et
al. (2021), Haller et al. (2011) and Canina &
Bruno (2021). This study rigorously assessed
these digital creativity indicators for validity
using Aiken’s V content validity index, achie-
ving a high V value (minimum 0.80). While all
29 indicators were evaluated, seven of them
initially fell below the 0;80 threshold, namely
diagnosis (0;70), prescription (0;70), progno-
sis (0;75), combination (0;75), reconstructi-
on (0;75), reinitation (0;75), and generation
(0.75) necessitating revision. Following ex-
pert-guided refinements, these indicators were
reassessed for validity, eventually yielding a
suite of 29 digital creativity indicators, all sur-
passing the 0.80 threshold. Furthermore, the
study subjected the instrument to a reliability
test using ICC, achieving reliability values wit-
hin the ”"good” range, reinforcing its robust-
ness. Hence, the instrument is now equipped
to measure accounting students’ digital creati-
vity effectively, particularly through the creati-
on of digital storytelling content. The study’s
findings have also unveiled specific indicators,
with ”ethical and sustainable learning” clai-
ming the top position, and ”convincingness”
occupying the last rank. Additionally, based
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on creative digital storytelling outputs pro-
duced by accounting students, the three most
frequently used applications are Capcut, Can-
va, and Microsoft PowerPoint. The research
results highlight that, on average, each student
employs two applications or software tools to
generate digital creative products.

The implications of this research are
manifold, with teachers and instructors gai-
ning the capacity to employ student digital
creativity instruments to assess digital creativi-
ty across various domains, extending beyond
accounting. These intruments can be seam-
lessly integrated into technology-based lear-
ning approach, for instance, adopting the heu-
tagogy learning model in conjunction with an
authentic assessment model (Janse van Rens-
burg et al., 2022). Utilizing digital creativity
instruments represents a valuable teaching
strategy to facilitate 21st-century learning by
harnessing the power of technology (Septia-
na et al., 2023). Importantly, this assessment
instrument can bolster students’ grasp of the
subject matter as it necessitates storytelling
skills.

This research does carry some limita-
tions, chiefly that it was conducted within a
single district and exclusively within one de-
partment at SMK, thus curtailing its generali-
zability to all vocational school students. Mo-
reover, the study engaged a limited number
of experts (five) to evaluate the instrument.
For future research, scholars are encouraged
to explore digital creativity through a broader
spectrum of digital creative products, beyond
digital storytelling. Alternative validity and re-
liability testing methods may also be conside-
red, along with an expansion in the number of
experts involved.
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