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	Abstract
This study aims to improve students’ creativity through the implementation of Project-Based Learning (PjBL) using modern puppetry as a medium in senior high school fine arts education. The study is motivated by the low level of student creativity influenced by conventional teaching practices and the limited integration of technology and cultural media. The research employed Classroom Action Research (CAR) with a descriptive qualitative approach in Class XI of SMA Negeri 46 Jakarta. Data were collected through observation, interviews, documentation, learning tests, and questionnaires. The findings indicate significant improvements in teacher performance, student engagement, learning outcomes, and student responses across three learning cycles. Modern puppetry effectively stimulated imagination, strengthened cultural values, and fostered character development. The study concludes that creatively modified traditional media, integrated into a project-based learning model, can serve as an effective educational tool for enhancing student creativity within the independent curriculum framework.


Introduction
Fine arts education plays a central role in fostering students’ creativity, imagination, and self-expression. However, learning practices in many schools remain dominated by conventional, teacher-centered approaches that emphasize technical results rather than the creative process. Students often receive limited opportunities to explore diverse techniques, themes, and media, resulting in restrained creative development. Furthermore, the minimal integration of digital technology and cultural media reduces the relevance of fine arts education in today’s digital era.
Project-Based Learning (PjBL), endorsed within the Independent Curriculum, offers students the autonomy to plan, execute, and evaluate collaborative projects. Meanwhile, puppetry—particularly its modern adaptations—provides a culturally rich and creatively engaging medium that can increase student involvement. Previous studies show that culturally rooted media, when creatively modified, can enhance motivation, stimulate imaginative thinking, and build cultural awareness (Kristanti et al., 2016; Widodo, 2015).
This study investigates the effectiveness of integrating modern puppetry within a PjBL framework to improve students’ creativity, engagement, and learning outcomes in senior high school fine arts education.
Creativity is a crucial aspect of fine arts education because it directly relates to students' ability to express ideas and concepts. In the modern era, it is crucial for teachers to develop learning that focuses not only on technical skills but also on critical thinking, collaboration, and innovation. One relevant learning strategy is Project-Based Learning (PjBL), as it provides space for students to design, explore, and complete real-life projects. The Punakawan character, as a representation of Javanese culture, possesses educational values that can be integrated into illustrative artwork. Through project-based learning, students can creatively illustrate Punakawan with a modern approach, while fostering a love for local culture.

Method
This study used a pre-experimental design with a one-group pretest–posttest model. The subjects were 36 eleventh-grade students of SMA Negeri 46 Jakarta. The research instrument was a creativity assessment sheet that measured aspects of originality, flexibility, elaboration, and fluency. The learning procedure was carried out through four meetings with the PjBL model, starting from project planning, collecting ideas, making illustrations of Punakawan characters using cardboard/paper, to presentation of the work. Data were analyzed descriptively and comparatively between pre-test and post-test scores.
This research utilized Classroom Action Research (CAR) with a descriptive qualitative approach. The study was conducted in Class XI-7 of SMA Negeri 46 Jakarta, involving 36 students (20 female and 16 male). Ten students were selected as focus participants for in-depth observation.
Following Arikunto et al. (2014), the CAR procedure consisted of four stages in three cycles:
1. Planning: Developing lesson plans, preparing modern puppetry media (cardboard puppets supported by digital lighting, video backgrounds, and sound effects), and designing observation sheets, questionnaires, and tests.
2. Action: Implementing PjBL through storytelling activities, puppet performances, and group project work.
3. Observation: Monitoring teacher performance, student engagement, and media effectiveness throughout the learning process.
4. Reflection: Evaluating each cycle’s outcomes and revising strategies to improve subsequent cycles.
Data were collected through classroom observation, interviews, documentation, tests, and questionnaires. Data analysis combined qualitative interpretation and quantitative descriptive analysis, using percentage formulas to determine improvement across cycles.

Results and Discussion
The simulation results showed an increase in students' creativity scores from an average of 68.5 in the pre-test to 86.7 in the post-test. This 26.5% increase indicates that the implementation of PjBL was able to improve students' abilities in exploring ideas, using recycled media, and producing more varied Punakawan illustrations. This finding is in line with Guilford and Munandar's creativity theory, which states that creativity develops through divergent thinking exercises, exploration, and a supportive learning environment. Furthermore, project-based learning encourages collaboration, so students are more motivated to produce their best work.
The implementation of PjBL with modern puppetry showed notable improvements across three cycles of classroom action research.
1. Teacher and Student Activities	
Observation results indicated an increase in teacher performance and student engagement. Teacher activity improved from sufficient (Cycle I, 62%) to very good (Cycle III, 91%). Similarly, student activity increased from 65% (Cycle I) to 88% (Cycle III), reflecting higher levels of participation, attention, and collaboration during puppet project work.
2. Learning Outcomes	
Learning achievement improved significantly. In Cycle I, only 57% of students achieved the minimum mastery criteria, while in Cycle III, 91% of students reached the expected level. This demonstrates that PjBL with puppetry enhanced not only creativity but also academic performance in fine arts.
3. Student Responses	
Questionnaire results revealed a strong positive response. More than 85% of students agreed that the use of modern puppetry was engaging, enjoyable, and helped them to express creativity freely. Students highlighted that puppetry was unique, affordable, and allowed them to integrate imagination with local culture.
[bookmark: _Hlk214095726]Conclusion
The integration of modern puppetry in Project-Based Learning effectively enhanced students’ creativity in fine arts education at SMA Negeri 46 Jakarta. Improvements were evident in teacher and student activities, learning outcomes, and student responses across three learning cycles. Modern puppetry proved to be a creative, low-cost, and culturally meaningful medium that fostered imagination, cultural values, and student character. This study recommends that teachers adopt creatively modified traditional media within project-based approaches to support creativity and cultural literacy in the era of the independent curriculum.
The integration of modern puppetry within Project-Based Learning effectively enhanced students’ creativity in fine arts education at SMA Negeri 46 Jakarta. Improvements were observed in teacher performance, student engagement, learning outcomes, and overall student responses throughout the three CAR cycles. Modern puppetry proved to be an engaging, low-cost, and culturally meaningful medium capable of fostering imagination, creativity, and character development. The study recommends incorporating creatively modified traditional media into PjBL to strengthen creativity and cultural literacy within the independent curriculum.
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