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Abstract. This study aims at developing learning tools based on Pendidikan Matematika Realistik Indonesia (PMRI). Learning tools consist of: Syllabus, Lesson Plan, and Text Book. Their quality is assessed based on aspects of validity, practicality, and effectiveness in terms of learning creativity. This research is a development one, using a development model adapted from the Nieveen, McKenney, & Van den Aker model. This development model consists of four stages, which are: (1) preliminary research, including analyses of learning problems, student characteristics, and material; (2) development or prototyping stage, including initial product design consisting of syllabus, lesson plans, and textbooks, product assessment instruments, and initial product validation; (3) summative evaluation, which is trying out the learning tools in grade VIII G SMP N 3 Banguntapan to find out the practicality and effectiveness as well as the implementation of products already validated; (4) systemic reflection and documentation, i.e. presenting theories and research results to support the analysis, conducted simultaneously with the previous stages. The instruments used to obtain the data are: (1) a learning tool assessment questionnaire, (2) a teacher response questionnaire, (3) a student response questionnaire, (4) a learning creativity test, and (5) a learning creativity questionnaire. This study creates learning tools that are feasible and meet the criteria of validity, practicality, and effectiveness. The validity of the product is obtained from the results of expert validation that the learning tools reach valid criteria. The practicality of the product is obtained from the results of the teacher's response questionnaire, namely the learning tools meet the practical criteria and the results of the student questionnaire that the textbook reach the practical criteria. The quality of effectiveness is obtained from the students' learning creativity test results of grade VIII G SMP N 3 Banguntapan, with an average empirical score of 72.81 in good categories, and the percentage of completion is 74.19% with a good degree of effectiveness. In addition, the quality of effectiveness is also obtained from the results of the learning creativity questionnaire with an average empirical score of the learning creativity questionnaire of 89.27 which is in the good category. The percentage of the number of students whose learning creativity level reaches the minimum good category is 100% with a very good degree of effectiveness.
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1. Background
According to [1], students have to must master four skills in learning at the primary to secondary education levels in the 21st century, known as 21st century skills. They are known as "Four C's", i.e.: critical thinking and problem solving, communication, collaboration, and creativity and innovation. In this case, students' creativity and innovation are to be able to think creatively, work creatively with others, and behave with creative ideas to make real and useful contributions where innovation will occur. Learning creativity is a crucial skill for students to master so that later it can be applied in social life.
Evans argues [2] that creativity is a skill to determine new relationships, see the subject from a new perspective, and form new combinations of two or more concepts that have been kept in the mind. Meanwhile, according to [3] creativity is a form of transformation because it involves the application of previously known knowledge and skills to new situations. Whether or not a creative element exists in a person can be viewed from two components, which are new and original behavior and productive results.
According to [4], the characteristics of creativity can be divided into two, namely cognitive and non-cognitive characteristics. Cognitive characteristics are originality, flexibility, fluency, and elaboration. Meanwhile, non-cognitive characteristics are motivation, attitude, and creative personality. Both of their characteristics are just as important because if supported by a suitable personality, creativity can develop naturally. The discussion of creativity in mathematics is more emphasized on aspects of the process,which is the creative thinking process. Creativity in mathematics, therefore, is more accurately termed mathematical creative thinking. Isaken et al [5] define creative thinking as the process of obtaining ideas that emphasize the aspects of fluency, flexibility, originality, and elaboration in thinking.
Improving students' creative thinking skills is a necessity in education; however, the results have not been satisfactory. From the results of observations at school it has been identified that the learning creativity of grade VIII junior high school students still needs to be improved. The low creativity seems still low because many of the students have found it difficult to solve non-routine story questions given by the teacher, and they have not immediately known the learned concepts or principles to solve problems. Also, they are less able to come up with ideas to solve problems. Therefore, in order to build learning creativity, students must be able to show new and original behavior and productive results.
What becomes a problem is how the teachers can plan learning activities that allow students to think creatively and connect the material being studied with various contexts in everyday life. The teachers should develop a learning device that is able to optimize student learning creativity, therefore.
Since the 2013 Curriculum was established as an educational curriculum in Indonesia, teachers have been required to be creative and innovative in preparing learning tools. The learning tools include Syllabus, Lesson Plans, and Textbooks, in a complete and systematic manner so that learning takes place in an interactive and fun way. Teachers are responsible for developing learning tools through their own creativity or Musyawarah Guru Mata Pelajaran (MGMP). Mathematics learning will be more meaningful for students as long as learning tools develop. Teachers not only provide mathematical formulas and problems but also connect mathematical concepts with everyday life.
Learning mathematics in schools is primarily aimed at preparing students or graduates to be able to solve problems, so it is suggested that in learning mathematics the materials are related to solving problems of everyday life. There have been efforts made to increase student learning creativity, but the results are not optimal. Many teachers still teach  with conventional learning strategies with the lecture or expository method. Hence, it is necessary to develop a learning model and learning tools that can foster student learning creativity such as Pendidikan Matematika Realistik Indonesia (PMRI) model. Realistic Mathematics Education in Indonesia is adapted from the one developed by the Freudenthal Institute in the Netherlands in 1971. The RME approach was first introduced by Hans Freudenthal, a mathematician from the Netherlands, thinking "mathematics as a human activity". According to him, mathematics is best learned by re-invention through daily life problems and gradually progressing to formal mathematics [6].
Learning through Pendidikan Matematika Realistik Indonesia model emphasizes student activity and is based on contextual problems around students. According to [7] based on the view of mathematics as a human activity, three basic principles of RME are developed, i.e. (1) Guided Reinvention and Progressive Mathematization, (2) Didactical Phenomenology, and (3) Self-developed Models. In PMRI, students' thinking processes start from concrete things (horizontal mathematicalization) and to more abstract things (vertical mathematicalization). Through PMRI model, students will hopefully be able to solve math problems well and have high creativity.
Based on the results of previous research, PMRI can improve students' ability to solve math problems, as stated by Bray & Tangney [8] that PMRI activities provide assignments to students through meaningful contexts. Through PMRI students are interested in solving problems, are challenged and willing to understand mathematics in depth. PMRI deals with students' affective abilities and mathematical beliefs. In PMRI, learning starts with real problems so that students can take part in meaningful learning. The teacher has role as a guide and facilitator to help students construct mathematical ideas and concepts. The results of research by Ekowati, et al. [9] show that the PMRI application can increase student motivation and participation in the learning process; There is an increase in students' conceptual understanding. Furthermore, the results of research conducted by Rahmawati & Suryanto [10] show that the problem-based learning model has succeeded in increasing student achievement with the presentation of student learning completeness reaching 76%. Hadi [11] in his dissertation has concluded that the PMRI theory has the potential to be applied in Indonesia. To implement PMRI successfully, at least three conditions must be met, namely (1) PMRI materials are available in class, (2) teachers believe that teaching mathematics means directing students to learn and do mathematics, and (3) students’ attitude changes from passive recipients to individuals who are able to actively work and think mathematically.
In the researchers’ knowledge, teachers still rarely develop learning tools that accommodate students to have high creativity and have good mathematical attitudes, so the potential of students in supporting learning creativity is still not developed. Thus, we need a learning device that can accommodate student learning creativity. The researchers are interested in conducting research on the development of learning tools based on Pendidikan Matematika Realistik Indonesia (PMRI) oriented towards learning creativity, especially in the materials of straight line equation and two-variable linear equation system. The learning tools developed are syllabus, lesson plan, and textbooks, all of which are expected to empower students to be able to learn more meaningfully because learning is associated with everyday problems around students. The essence of the PMRI approach is to teach mathematics from everyday problems and is more focused on facilitating students in improving their learning creativity.
Thus, the writers are willing to conduct a research entitled: Development of PMRI-based Learning Tools on Straight Line Equation and System of Linear Equation Two Variables Material Oriented to Student Creativity in Junior High School Grade VIII ( kalau terjemahan saya: . Development of PMRI-based Learning Tools in the materials of Straight Line Equation and two-variable linear equation system Oriented to Student Learning Creativity in Grade VIII Junior High School).The formulation of the problem in this study is: How is the quality of PMRI-based learning tools on straight line equation and two-variable linear equation system materials for Grade VIII junior high school students developed based on the following aspects: (1) validity, (2) practicality, (3) effectiveness in terms of student learning creativity?

2. Research Method
2.1. Development Model
This study used a development model adapted from the development model of Nieveen, McKenney, & Van den Akker consisting of four stages, i.e. : (1) preliminary research, (2) development or prototyping stage, (3) summative evaluation, and (4) systematic reflection and documentation.
2.2.  Time and Place
Development product was implemented in grade VIII SMP N 3 Banguntapan Bantul located at Jalan Ngablak No. 84 Jambidan, Banguntapan Bantul. The study began from Wednesday, October 24, 2018 to Thursday, November 29, 2018.
2.3. Research Subject
The research subject was 31 students of Grade VIII G SMP N 3 Banguntapan Bantul.
2.4. Development procedure
The first stage was preliminary research, which was a pre-planning stage about the product of PMRI-based learning tools, problem analysis, student analysis, and  and material analysis. 
The second stage was Prototyping Stage which was the stage of initial product design of PMRI learning models and PMRI-based learning tools. The learning model with the PMRI approach designed was used as the basis for developing PMRI-based learning tools. The learning tools consisted of a syllabus, lesson plans, and textbooks. In addition, a creativity test and a learning creativity questionnaire were also arranged.
The third stage was Summative Evaluation. At this stage a field trial was conducted to obtain data related to the assessment of the quality of development products in terms of practicality and effectiveness. Assessment of products in terms of practical aspects was viewed from teacher assessments, student assessments, and observations of learning implementation. Assessment of the product in terms of effectiveness was viewed from the learning creativity test and learning creativity questionnaire given at the end of the field trial. The product that had already been developed was then implemented in mathematics learning for Grade VIII G SMP Negeri 3 Banguntapan Bantul.
The fourth stage was Systematic Reflection and Documentation. At this stage the entire study was written to support the analysis, and then the design principle was specified. Finally, their relationship with the established framework was articulated. Therefore this stage was carried out along with the previous stages, integrated in the preliminary research stage, the prototyping stage, and the summative evaluation.

2.5. Data Collection Techniques and Instruments 
The data collection techniques used were test and non-test methods. The test method  used was learning creativity questions,  while the non-test method used was a questionnaire and observation sheet. The questionnaire served to collect validation data for development products from the validator, data on learning creativity, and data on assessment of the development product practicality by teachers and students. The observation heet served to collect data about the implementation of learning. In this study, observations were made by the observer during the learning process.

2.6. Data analysis techniques
The data analysis techniques served to obtain a product in the form of a quality PMRI-based learning tools that fulfilled the aspects of validity, practicality and effectiveness. The collected data were then analyzed. In the analysis of validity and practicality, qualitative data were converted into quantitative data with a Likert scale or a scale five, as follows.


Table 1. Data Conversion Criteria
	Score Interval
	Category

	
	Very Good

	
	Good

	
	Fairly Good 

	
	Less Good

	
	Poor


Information:
mpirical Score
 

To determine the quality of the validity, practicality and effectiveness of the development product, the following stages were conducted. Analysis of the validity of the product developed was obtained in the following ways: recapping the expert assessment scores obtained, calculating the total score given by each of the validators for each validated tool, calculating the average, and converting into qualitative data. The development product met the valid criteria when the minimum average score was good.
Practicality analysis based on teacher response questionnaires and student response questionnaires. To obtain the quality of leadership, the following steps were taken: recapping the scores from the teacher response questionnaire and student response questionnaires, calculating the total score given by each student to assess the practicality of textbooks and the total score given by the teacher to assess the practicality of lesson plans and textbooks already developed, then averaging and converting it into qualitative data. Development products met practical criteria when the minimum average score was good.
Creativity test was given to obtain data on the effectiveness of the developed mathematics learning tools. Data on creativity tests were obtained through measurements with test instruments in the form of description questions. The scores obtained by students were then classified in the Minimum Completion Criteria (MCC ≥ 70). The effectiveness of the products developed in this study was viewed from the students' learning completeness, i.e. if they reached MMC set by the school of 70. The quality of the learning tools developed was effective when the percentage of the number of students reaching the MCC limit with the provisions in Table 2 was at least good.
	
Table 2. Criteria for Data Conversion of Development Product Effectiveness Based on Creativity Test
	Effectiveness Assessment
	Empirical Score Interval
	Category

	
Creativity Test 
	
	Very Good

	
	
	Good

	
	
	Fairly good

	
	
	Less Good

	
	
	Poor


The creativity test score is determined as as follows.

Grade student achieved= score student achieved x 100%
				Maximum score
Meanwhile, to determine the percentage of students who reach MCC, the following formula is used.

Percentage of completion = the number of students reaching MCC X 100%
					Total students 
The results of the learning creativity questionnaire were analyzed by determining the number of students who gave positive and negative answers for each stated category. The learning creativity questionnaire used a Likert scale containing five choices; always, often, sometimes, rarely, and never.

Table 3. Ideal Minimum Score, Ideal Maximum Score, Ideal Average, and Standard Deviation for Learning Creativity Questionnaire 
	Component
	The number of Items
	Ideal Minimum Score
	Ideal Maximum Score
	
	Sbi

	Learning creativity questionnaire
	30
	30
	150
	60
	20


Based on Table 3, the criteria for the effectiveness of development products are made viewed from the student learning creativity questionnaire as in Table 4.

Table 4. Criteria for Data Conversion of Development Product Effectiveness Based on the Learning Creativity Questionnaire
	Empirical Score Interval
	Category

	

	Very Good

	

	Good

	

	Fairly Good

	

	Less Good

	

	Poor



The quality of the effectiveness of the learning tools is considered effective if at least 80% of the test subjects reach the level of learning creativity at least in good category.
	 
3. Results and Discussion
3.1. Quality of Learning tools
3.1.1. Validity Quality 
Assessment of the validity of lesson plans and textbooks was performed by the validator on several aspects of the assessment. In general, the results of the validator's assessment state that the product that has been developed is feasible and ready to be used for research as written in the validation certificate. In detail, the results of the evaluation of the validity of the development product by the validator are presented in Table 5 below.

Table 5. Results of Development Product Validity Analysis
	Validator
	Syllabus
	Lesson plan
	Textbook

	
	Total Score
	Category
	Total Score
	Category
	Total Score
	Category

	I
	103
	Very Good
	157
	Good
	91
	Very Good 

	II
	115
	Very Good 
	190
	Very Good
	105
	Very Good

	III
	113
	Very Good 
	190
	Very Good
	105
	Very Good

	IV
	107
	Very Good 
	178
	Very Good
	97
	Very Good

	V
	94
	Good 
	160
	Very Good
	80
	Good

	VI
	111
	Very Good
	193
	Very Good
	103
	Very Good

	VII
	106
	Very Good 
	178
	Very Good 
	98
	Very Good 

	Total Score
	749
	Very Good 
	1.246
	Very Good
	679
	Very Good 

	Mean
	107
	
	178
	
	97
	



Table 5. shows the validity of the syllabus, lesson plans, and textbooks is 107; 178;97, each of which is categorized very good. It means that the development product of a learning tools produced meets the valid criteria with a very good category. The following shows the results of the analysis of the validity of the syllabus, lesson plans and textbooks in terms of every aspect.

Table 6. Results of the Analysis of the Validity of the Syllabus Per Aspect
	No.
	Assessment Aspect 
	Total Empirical Score 
	Empirial Score Mean
	Category

	1
	Identity
	69
	9.86
	Very Good 

	2
	Basic competency
	34
	4.86
	Very Good 

	3
	Indicator
	97
	13.86
	Very Good 

	4
	Learning material
	162
	23.14
	Very Good 

	5
	Learning activity 
	158
	22.57
	Very Good 

	6
	Assessment
	30
	4.28
	Very Good 

	7
	Learning resources
	68
	9.71
	Very Good 

	8
	Time allocation
	33
	4.71
	Very Good 

	9
	Language
	100
	14.28
	Very Good 



Table 6 shows that the validity of the syllabus for each aspect is very good. Therefore, the developed syllabus is appropiate for use

Table 7. Results of the Analysis of the Validity of Lesson Plan Per Aspect
	No.
	Assessment Aspect 
	Total Empirical Score
	Empirical Score Mean
	Category

	1
	Format of Lesson Plan
	173
	24.71
	Very Good 

	2
	Identity
	70
	10
	Very Good 

	3
	Formulation of Learning Objectives
	65
	9.28
	Very Good 

	4
	Basic Competency
	161
	23
	Very Good 

	5
	Learning Method
	97
	13.86
	Very Good 

	6
	Learning Activity Planning
	319
	45.57
	 Good 

	7
	Selection of Learning Resources
	97
	13.86
	Very Good 

	8
	Closing
	98
	14
	Very Good 

	9
	Assessment of learning achievement
	96
	13.71
	Very Good 

	10
	Language and Grammar
	69
	9.86
	Very Good 

	Lesson Plan Aspect
	1,245
	177.85
	Very Good 



The mean score of the validators is 177.85. Based on the scoring criteria, the lesson plan developed is valid with a very good degree. Table 8 presents the category of textbook validity in each aspect.

	Table 8. Results of Textbook ValidityAnalysis Per Aspect
	No.
	Assessment Aspect 
	Total Empirical Score
	Empirical Score Mean
	Category

	1
	Textbook Format
	164
	23.43
	Very Good

	2
	Illustrations, Table and Diagram/ Picture Layouts
	162
	23.14
	Very Good 

	3
	Textbook contents
	219
	31.28
	Very Good 

	4
	Language and Grammar
	133
	17
	Very Good 

	Textbook Aspect
	678
	94.85
	Very Good 


All of the aspects whose validity is assessed are categorized very good. From the above analysis, the developed learning model is appropiate for use because it has reached the very good category criteria.
	
3.1.2. Practicality Quality
The quality of practicality was viewed from the teacher response questionnaire. The results of the teacher response questionnaire calculation are shown in Table 9 as follows.

Table 9. Results of Practicality Analysis based on Teacher Assessment
	No
	Assessment Component
	Score
	Total
	Mean
	Category

	
	
	Teacher 1
	Teacher 2
	
	
	

	1
	Sillabus
	35
	34
	69
	34.5
	Very Good

	2
	Lesson Plan
	45
	44
	89
	44.5
	Very Good

	3
	Textbook
	30
	39
	69
	39.5
	Very Good

	4
	Learning Process
	35
	34
	69
	34.3
	Very Good

	Total
	145
	151
	296
	152.8
	Very Good


Based on Table 9 of the teacher assessment, the learning tools developed are very good. Thus, the development products prepared meet practical criteria. A recapitulation of student assessment results is presented in Table 10 below.
	
Table 10. Practicality Analysis Results Based on Student Assessment
	Grade
	Assessement Student Results
	Category

	
	Average
	Percentage student at least good
	

	VIII.G
	45.13
	86.67 
	Very Good



Based on the results of the data analysis, the percentage of students who think that the development product used is at least in the good category is more than 80%. Thus, in general the products developed meet the practical criteria in the very good category.

3.1.3.  Effectiveness Quality
Assessment of the effectiveness quality is reviewed from the results of the creativity test and the results of  students' creativity questionnaire grade VIII G. 


Table 11. Results of Learning Creativity Test Analysis
	Grade 
	The number of students
	Total Completion Students
	Mean 
	% Completion

	VIII.G
	31
	23
	72.81
	74.19%

	Category
	Good



The mean score of students on the creativity test is 72.81 with a completion percentage of 74, 19%. Meanwhile, the quality of effectiveness is reviewed from the results of the creativity questionnaire as in Table 12 below:

Table 12. Results of the Learning Creativity Questionnaire Analysis
	Grade 
	The number of Students
	 Empirical Score Mean 
	The  number of students at least good
	Percentage of Achievement

	VIII.G
	31
	89.27
	30
	100 5

	Category
	Good



Based on Table 12,  in class VIII.G the mean empirical score of learning creativity is 89.27 with a good category. The number of the tudents whose learning creativity level reaches the minimum good category is 30 with a percentage of 100%. It means that learning tools are effective in terms of student learning creativity.
The results of the questionnaire analysis of student learning creativity based on the indicators are shown in Table 13 below.

Table 13. Results of the Learning Creativity Questionnaire Analysis per Indicator
	Aspect
	Indicator 
	 Empirical Score
	Category

	Fluency

	Expressing a lot of ideas, answers, problem solving or questions
	
3.13
	Good

	
	Studying Mathematics independently 
	3.10
	Good

	Originality

	Able to creat unique and new expressions
	2.57
	Good

	
	Thinking of unusual ways to express oneself
	6.13
	Good

	
	Having a strong will to solve math problems 
	5.87
	Good

	Elaboration
	Responding to questions passionately, actively and being enthusiastic in completing heavy tasks
	16.73
	Very Good

	
	Daring to accept or carry out heavy tasks
	6.63
	Very Good

	
	Enjoying looking for a practical way or method of learning

	7.70
	Very Good

	
	Critical in checking work
	10.50
	Very Good

	
	Aggressive in asking questions
	10.33
	Very Good

	Flexibility 

	Generating a variety of ideas, answers or questions
	7.67
	Very Good

	
	Able to see a problem from different points of view
	7.53
	Very Good

	
	Searching for many alternatives or different directions 
	16.87
	Very Good



Table 11 shows that there are 5 indicators in the good category and there are 8 indicators in the very good category.
	
4. Discussion
This PMRI-based learning tool has been assessed by 5 expert lecturers from the Mathematics Education Study Program of UNY Postgraduate Program and 2 mathematics teachers at SMP N 3 Banguntapan. Based on the assessment on the syllabus, the mean validator score is 107 with the very good category. Meantime, in the lesson plan assessment, the mean validator score is 178 which is very good category. From the results of the mean score obtained from the validator, it can be concluded that the syllabus and lesson plans developed have followed the guidelines for preparing lesson plan based on the 2013 curriculum. The lesson plan developed also pays attention to the aspects of language adapted to the characteristics of grade VIII junior high school students.
Assessment of textbooks is divided into four aspects, namely the format of the textbook, illustrations. layout and diagrams/pictures, textbook content, language and grammar. The average results of the empirical score of textbook assessments on each aspect are 23.43; 23.14; 31.28; 17 and 94.85, all of which fall into the very good category. This shows that the developed textbook has considered several requirements for the preparation. Based on the textbook assessment, the developed textbook has met the criteria to assist students understand a material. The preparation of textbooks also provides benefits for mathematics teachers to be used in mathematics learning in the classroom.  
After the learning tools were tested in grade VIII G SMP N 3 Banguntapan Bantul, then an assessment of the quality of the learning tools was conducted in terms of the practical aspect. Based on the results of the teacher's questionnaire on PMRI-based learning tools, the empirical average score is 152.8 with the very good category. It means that the learning tools arranged are very practical. From these results, PMRI-based learning tools are very helpful for teachers in implementing lessons in the classroom.
 Based on the results of the student response questionnaire to the PMRI-based textbooks, the average empirical score of students is 86.67 included in the practical category. From the mean student response score, PMRI-based textbooks can facilitate students in understanding the materials of straight line equation and two-variablel linear equatin system. This is in accordance with the theory that the preparation of textbooks is intended to help students learn in a directed manner, through which students can carry out activities and get a summary of these activities [12].
The test results of the VIII G grade students' creativity are an aspect considered to assess the quality of the effectiveness of learning tools. Based on the results of the student learning creativity test, the mean score of the students is 72.81 with a good category. The percentage of completion is 74.19%. The guideline table for the effectiveness of learning creativity shows that PMRI-based learning tools have a high percentage of completion, so it is considered effective. It means the level of achievement of objectives is in line with the plans that have been prepared previously. Thus, the PMRI-based mathematics learning tools oriented to the learning creativity of students at VIII grader are effective.
Based on the results of the questionnaire on the learning creativity of grade VIII G students, it has been found that the average score of students is 89.27, including in the good category. The number of the students whose learning creativity level reach the minimum good category is 30. Thus, the percentage of student learning creativity classically reaches 100%. It means that the learning tools arranged are effective in terms of student learning creativity.


5. Conclusion and Suggestions 
5.1. Conclusion 
To sum up, the quality of PMRI-based the learning tools for the materials of straight line equation two-variable linear equation system for junior high school students of grade VIII which have been developed is as follows: (1) in terms of validity, the assessment of learning tools by 5 expert lecturers and two mathematics teachers, the syllabus developed is valid for use, with mean score of 107. The lesson plans developed are valid for use with a mean score of 178. The developed textbooks are valid for use with an average score of 97. The creativity test instruments and creativity questionnaires are declared valid by the seven validators. (2) in terms of the aspect of practicality, PMRI-based learning tools that have been developed are practical for use, with an average teacher response score of 152.8 with a very good degree of practicality. Meanwhile, the average score of the students' questionnaire response is 86.67 with a very good degree of practicality; (3) in terms of effectiveness, the learning tools that have been developed are effective in learning mathematics for junior high school grade VIII on straight line equation and two-variable linear equation in terms of student learning creativity. From the results of the students' creativity test, the mean empirical score of the students is 72.81 with a good category, with a completion percentage of 74, 19%. The mean empirical score of the learning creativity questionnaire is 89.27 in the good category. The percentage of the number of students whose learning creativity level reaches the minimum good category is 100% with a very good degree of effectiveness.
	
5.2. Suggestions
To improve the quality of mathematics learning in schools, it is suggested that (1) Junior high school mathematics teachers can try using PMRI-based learning tools; (2) Before learning with PMRI, students should understand and learn its characteristics and activities. (3) Mathematics education students can develop PMRI-based learning tools that are oriented towards other abilities instead of creativity. (4) This PMRI-based mathematics learning tool can be used as a reference for developing learning tools on other subjects in order to creat student learning creativity.
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