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 The purpose of this study is to analyze the relationship between digital orientation and student 
innovation culture, the relationship between student creativity and student innovation culture and 
the relationship between e-learning and student innovation culture. This study uses a specific 
quantitative study by investigating the relationship between variables. These variables are 
measured using a research instrument, namely a questionnaire, so that the data obtained are in the 
form of numbers that can be analyzed through statistical calculations. The quantitative research 
method is chosen in this study because it uses data in the form of numbers that are analyzed by 
statistical calculations, and aims to test the established hypothesis. This study collects primary data 
using a survey method, namely distributing questionnaires to respondents in the form of Google 
Forms designed using a Likert scale of 1 to 5, which later the results of the questionnaire will be 
processed using the PLS-SEM application. Respondents in this study are 427 teachers who taught 
in elementary schools in Indonesia elementary school students, the sampling technique used is 
simple random sampling where each member of the population is given an equal opportunity to be 
selected as a sample. The results of this study are: Digital orientation has a positive effect on student 
innovation culture, Student creativity has a positive effect on student innovation culture and the 
influence of e-learning has a positive effect on student innovation culture. Digital learning is an 
educational innovation that can improve the quality of learning and support modern education. The 
benefits of e-learning include: Learning can be done anytime and anywhere, so it can reach more 
students, The teaching and learning process can be done more effectively and cost-effectively. 
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1. Introduction 

The advancement of science and technology, especially information technology, has brought many positive impacts on the 
advancement of the world of education, both formal, informal, and non-formal education. This institution can enjoy 
information technology facilities from simple to sophisticated, such as computer and internet technology, ranging from 
software and hardware providing many offers and choices for the world of education to support the learning process 
(Aboobaker & KA, 2021).  The advantages offered are not only in the speed factor to obtain information, but also multimedia 
facilities that can make learning more interesting through interactive visuals. Many learning activities can be done by utilizing 
this technology. Cyber or electronic learning (E-learning) is essentially E-learning is a form of conventional learning that is 
poured into digital format through internet technology. This system can be used in distance education or conventional 
education. Therefore, developing this model is not just presenting learning materials to the internet but needs to be considered 
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logically and upholding the principles of learning. Likewise, a simple, personal, and fast development design, as well as 
entertainment elements will make students feel at home studying in front of the internet as if they were studying in class. 
Science and technology, especially information technology, are developing very rapidly. The rapid development of this 
technology has an impact on various socio-cultural changes and student behavior. Such learning technology can also be called 
Web-based learning or learning (web-based instruction). The tendency to develop e-learning as an alternative learning in 
various educational and training institutions is increasing in line with developments in the field of communication and 
information technology. The infrastructure in the telecommunications sector that supports the implementation of e-learning 
is no longer only a monopoly of big cities, but has gradually begun to be enjoyed by those in cities at the district level (Elumalai 
et al., 2021). This means that people in the district have been able to use internet facilities (Bubou & Job, 2022). 

Technology is an important thing in life because it functions to facilitate human work. Currently, society and information 
technology products are two things that cannot be separated. The existing phenomenon shows that society is very dependent 
on information technology products. Therefore, many activities carried out by society are supported by information 
technology products. The development of information technology has brought society into the digital era like today. The rapid 
development of Information and Communication Technology today directly or indirectly has a significant influence on the 
world of learning, both for students and teachers (Asoodar et al., 2016).  The growth and development of this digital era has 
given birth to new views on all areas of human life, both social, cultural, economic, political, and so on. It demands teachers 
as agents of change for students to have an important role so that no students are isolated in information. The challenge for 
teachers in digital era learning requires a new orientation in education. Education that emphasizes creativity, initiative, and 
innovation. On the other hand, there are still many 80s teachers, while their students are already using contemporary digital 
products. As a result, students have different views from teachers. The development of information and communication 
technology has been very rapid in the last decade. This development is certain to touch, even give birth to a new orientation 
in all areas of human life, be it social, cultural, economic, political, legal, or educational. There has been a shift from the 
knowledge era to the information and communication era (Alemany et al., 2021). The transition from a knowledge-based 
community to an information and communication-based community brings dramatic changes, especially in terms of how 
information is constructed into knowledge that can be communicated quickly and widely to all citizens, so that no citizen is 
isolated in information. 

Digital innovation in the industrial world is no stranger to modern society. Today's technology seems to offer unlimited 
possibilities. Technological developments bring opportunities for convenience and efficiency for the business industry. The 
digital era is an era where human daily life cannot be separated from technology, the internet, and computers. Data 
management and development in organizations and companies can no longer be separated from digital technology (Akcil & 
Bastas, 2020). Along with the openness of human thinking and dependence on technology, the work environment is also 
required to be open to innovation in the digital era. In managing data and files, organizations and companies have been widely 
required to maximize the use of technology. Technology provides a way for companies to become more efficient and 
intelligent in managing data and resources. Technology is a support system for organizations and companies to run the wheels 
of the economy. Digital innovation has become no stranger lately. Along with the increasing importance of digitalization in 
various social and economic sectors, digital innovation has become a research agenda for various parties to be able to present 
the latest digital solutions that will further develop civilization (Aldhafeeri & Khan, 2016). However, it is undeniable that 
even though this research drive has increased, the literature on digital innovation is still very minimal and is still in its early 
stages. Many studies/research on digital innovation tend to view innovation only from a technical, architectural and 
information system perspective. In fact, researching digital innovation from a managerial perspective is no less important to 
be able to present a holistic understanding and use of digital technology. Digital technology is present not only as a mere 
creation, but must be present to support the learning process, performance, and human civilization. Creativity is the ability to 
create new ideas or ideas that are different and can be seen from the pattern of thinking in finding solutions to solve a problem 
(Alemany et al., 2021).  The function of creativity is to help people practice in facing real problems. The creativity that is 
expected is (1) Agility, namely the ability to produce many ideas or questions, (2) Flexibility, namely the ability to produce 
various ideas and easily switch from certain types of ideas to other types of thinking, (3) Originality, namely the ability to 
think in new ways that produce more genius ideas than ideas that have been disseminated, (4) Elaboration, namely the ability 
to provide new things for his thoughts. It can be concluded that in general, experts provide limitations on learning that 
emphasize more on changes in individual behavior during learning. Changes are not only related to knowledge but also to 
skills, abilities, interests, attitudes, character, and others (Ngampornchai & Adams, 2016). 

Various impacts will arise if problems related to student learning creativity are not solved. These impacts include: 1) student 
learning achievement that does not increase; 2) students' inability to solve new problems; 3) students' inability to compete. In 
addition, other learning problems will also arise if students' learning creativity is not immediately improved. One solution that 
can be given to overcome students' learning creativity is to create a creative learning atmosphere and interesting learning 
instruments and media (Ulanday et al., 2021). Creativity reflects divergent thinkers, namely the ability to provide various 
alternative answers. Reading is an activity of digesting, understanding and analyzing information contained in the text. These 
activities require students to have high creativity by being able to take various initiatives in learning. However, so far, student 
learning activities have only been carried out based on instructions given by the teacher, causing students' learning creativity 
not to emerge. The application of Information and Communication Technology (ICT) in the world of education has given 
birth to the evolution of learning from traditional to online learning such as e-learning, computer-assisted learning (CAI), 
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Audio-Visual-based learning (AVA), and multimedia-based learning (Ionescu et al., 2020). Thanks to the sophistication of 
today's technology, learning resources can be easily obtained and learning is no longer limited by distance, location, or 
physical presence, so e-learning is also called the invisible classroom. Specifically, the author will discuss the development 
of e-learning as a more effective modern learning innovation. E-learning is an interesting new opportunity and innovation in 
the world of education. E-learning can provide a significant impact in overcoming learning limitations and expanding the 
scope of learning resources. E-learning allows learning to be more easily managed, especially in terms of material, placement, 
management, and assessment as well as the setting of the environment and learning conditions needed. In building an e-
learning environment, it is necessary to pay attention to the social and technological aspects as well as the organization and 
personnel that greatly influence the needs of the system and technology and the materials to build it. Furthermore, the head of 
the educational institution or institution must work together with the finance department, IT experts, and facilities, as well as 
the commitment of teachers or instructors to organize e-learning-based learning (Zhang et al., 2018). Only by taking these 
steps can effective learning through e-learning be achieved. Higher education institutions must be prepared to face the high 
demands for quality learning using technology, such as digital capabilities in education and learning sustainable global future 
technology to ensure future success. Basically e-learning is learning with the help of technology. E-learning is an innovative 
learning approach to distribute good design, student-centered learning, learning for all with the help of attributes and sources 
from various digital technologies if deemed appropriate in learning. e-learning is a learning approach using a computer 
connected to the internet which later students can obtain teaching materials according to their needs. The application of e-
learning in learning can be seen in the teaching and learning activities between teachers and students which are carried out 
without meeting directly (online). In addition, e-learning can save time in learning so that it becomes more effective. Educators 
and students have their respective roles. Educators act as facilitators and guides in learning, while students act as knowledge 
constructors, learners, and problem solvers. 

2. Literature Review 

2.1 Digital Orientation 

An innovative organization is an organization that has a high orientation towards research and development (R&D). The 
organization is proactive in seeking, obtaining and developing to be sold to the market. Technology-oriented firm can be 
defined as an organization with the ability and desire to obtain and manage the latest technology and develop it for the 
advancement of the organization (Li & Tsai, 2020). Organizations with a technology orientation usually have a high 
orientation towards innovation. Organizations with a high technology orientation will try to use the technical knowledge they 
have to build or create new technical solutions to answer the challenges and needs of their consumers. Digital orientation is a 
form of transformation of technology orientation today. As the author said before, in this era, the technology that is widely 
used and developed in society is digital technology, namely technology based on binary code and uses digital signals as a 
means of transaction (Ionescu et al., 2020). Various management literature emphasizes the importance of a modern 
organization to have a high commitment to responding to the ever-changing modern technology ecosystem. In developing 
new processes, products, or services, orientation towards technology, especially digital technology and organizational 
technical capabilities are very important. This orientation can be seen from various things, ranging from company policies, 
organizational culture to management commitment to digital technology (Eze et al., 2020). Organizations with a clear 
orientation and commitment to technology will certainly not hesitate to invest, increase their resource capacity and even spend 
large sums to achieve technological superiority over their competitors. The level of an organization's digital orientation has a 
significant influence on its ability to innovate and in the world of management is seen as leverage in business competition, 
because it can lead organizations to better business performance. Digital learning orientation is the process of preparing 
students to learn digitally (Kim et al., 2019).  This orientation includes various aspects, such as learning objectives, course 
design, and assessment requirements. The purpose of digital learning orientation is to introduce students to digital learning 
platforms and services, ensure students have equal access to technology, train teachers in the effective use of technology, 
improve student motivation and learning outcomes (Zhang et al., 2018). Aspects considered in digital learning orientation, 
Benefits of digital learning improve student learning experiences, improve student motivation and engagement, improve 
interaction between teachers and students, improve academic achievement, knowledge retention, and critical thinking skills. 

2.2 E-learning 

E-learning, or electronic learning, is a learning method that utilizes information and communication technology (ICT) to 
deliver course materials, enabling students to learn anytime and anywhere through digital devices such as computers, tablets, 
and smartphones, even without the need for face-to-face meetings (Eze et al., 2020). E-learning can increase flexibility, cost 
efficiency, and enable independent learning. E-learning uses various electronic devices and network infrastructure (the 
internet) to support the teaching and learning process. Learning materials are presented digitally and independently, so they 
can be accessed by students according to their needs. Students can learn anytime, anywhere, without being limited by space 
and time, and can organize their own learning schedules (Ulanday et al., 2021). E-learning can use internet-based media and 
websites to present materials, such as text, video, audio, and enable interaction between students and instructors. E-learning 
can reduce costs associated with traditional learning, encourages students' ability to learn independently and take 
responsibility for their learning process. Through engaging digital media, e-learning can increase students' active participation 
in learning (Kim et al., 2019).  Many universities and educational institutions use learning management systems (LMS) like 
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Moodle to manage and deliver online course materials. Students can access materials, quizzes, and exams through a dedicated 
website or app. This allows for interaction between teachers and students, as well as between students, even virtually. E-
learning is a learning method that utilizes information technology and electronic devices such as computers and the internet 
to support online teaching and learning. E-learning allows students to access materials, interact, and learn anytime and 
anywhere, offering various benefits such as flexibility, access to a variety of learning resources, and cost and time efficiency. 
(Pokrovskaia et al., 2021).   

2.3 Student creativity 

Student creativity is the ability to generate new, unique, and valuable ideas and solve problems in different and innovative 
ways. This involves creative thinking, being open to trying new things, and not being afraid to make mistakes as part of the 
learning process (Ulanday et al., 2021). It involves generating new, unusual ideas and unique solutions to various problems. 
It involves seeing different perspectives and ways of solving problems (Ionescu et al., 2020). It involves creating something 
completely new and unprecedented. It involves developing initial ideas into more detailed and complete concepts. It equips 
students with the ability to overcome unexpected challenges in learning and life. It encourages students to think critically and 
create new things in various fields. It helps students realize their potential and realize their potential (Pokrovskaia et al., 2021). 
Creative thinking skills are essential for future success. Student creativity is the ability to generate new, unique, and original 
ideas and to combine existing elements to create something new and meaningful. Creative students possess the ability to think 
and act creatively, characterized by a strong sense of curiosity, the courage to try new things, and a desire to seek out solutions 
that differ from the norm (Barth & Burandt, 2013). Examples of student creativity include various artistic expressions such as 
drawing, painting, playing music, and making sculptures; creating unique products from recycled materials, such as crafts 
from cardboard or used bottles; creating innovative content such as short videos or redesigning book covers; and creative 
solutions to school assignments, such as discussions that generate new ideas or independent experiments driven by curiosity 
(Kim et al., 2019; Yustina et al., 2020).  

2.4 Student culture of innovation 

A student culture of innovation is a school environment and atmosphere that actively values, encourages, and facilitates 
creativity, critical thinking, and the development of new ideas to solve problems and improve the learning process (Meng et 
al., 2023). This involves creating opportunities for students to explore, take calculated risks, and learn from diverse 
perspectives, so they can make better learning progress and master skills needed for the future, create an environment where 
students feel safe and supported to generate original ideas without fear of judgment (Wagiran et al., 2022).  It also allows 
students to try different approaches and learn from failure as part of the innovation process. Through activities such as 
discussions, problem analysis, and the search for new solutions, students are trained to think more deeply, encourage 
interaction among students and between students and teachers to share perspectives and learn from each other (Cheok et al., 
2017). Implement a curriculum that is relevant to current developments and needs, so students can see the relevance of 
innovation in their learning. Adopt strategies such as project-based learning, gamification, flipped classrooms, or the use of 
augmented reality (AR) and virtual reality (VR) technology to make the learning process more engaging and effective. A 
student culture of innovation is an educational environment in a school that encourages students to actively seek and apply 
new ideas, think creatively, take risks, and learn from failure in their learning process (Desrani et al., 2024). This culture 
creates space for students to explore, create, and collaborate, so they develop original thinking and 21st-century skills to solve 
problems and create added value. The characteristics of a student culture of innovation are: encouraging creative and original 
thinking. Students are encouraged to generate new ideas and are not afraid to break the boundaries of conventional wisdom. 
Valuing exploration and experimentation: Students can try new approaches to learning and interact with subject matter without 
fear of failure. Students are encouraged to collaborate, share ideas, and build knowledge together (Shulamit & Yossi, 2011). 
Project-based and problem-solving: Students engage in activities that focus on solving real-world problems, which encourages 
them to think critically and find innovative solutions. Using new technology and learning resources: The use of technology 
and digital learning resources is part of the learning process to enhance students' learning experiences and outcomes. Not only 
the results are assessed, but also the creative process, effort, and learning gained during the innovation process (Desrani et al., 
2024). The benefits of a culture of student innovation include developing skills in critical thinking, communication, 
collaboration, and creativity (Desrani et al., 2024). Learning becomes more engaging and enjoyable, which can increase 
interest and motivation. Students can develop context-relevant ideas and solve challenges. A culture of innovation can foster 
self-confidence, courage, and the ability to learn from failure. 

3. Hypothesis Development 

3.1 The effect of digital orientation on students' innovation culture 

Orientation is one of the important factors that affect organizational performance. In this digital era full of disruptive 
innovation, the direction of a company's orientation will greatly influence how the company can succeed in competition (Meng 
et al., 2023). There is no doubt that technology—especially digital technology—has entered most aspects of business. 
Organizations cannot turn a blind eye to this. Organizations that are oriented towards digital technology will be better able to 
compete in the modern business world. In the public service and bureaucratic industry, this organizational orientation is also 
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important, because technological developments have also entered the world of bureaucracy and public services. The increasing 
openness of society to technology forces the government and its various institutions to also start carrying out digital 
transformation (Wagiran et al., 2022). This is certainly not possible if the government and its institutions do not have an 
orientation towards digital technology. Organizational orientation has a significant impact on the organization's decision to 
learn and develop itself. Organizations that are oriented towards growth and the future will certainly open the door to the 
learning process and new knowledge (Cheok et al., 2017). This is also the case in the digital world. The digital world is a new 
world that to master it, organizations must learn a lot and open themselves to new knowledge. In various studies conducted 
in this digital era, it was found that digital orientation has a major influence on the innovation process. Organizations that are 
open to the learning process and new knowledge are organizations that have a great ability to develop, including through 
innovation. Companies or organizations that are willing and able to learn have a better chance of winning market competition, 
because organizations are better able to read market phenomena and trends that are happening in society, and can make the 
right decisions to respond to them. By learning, organizations can present the best solutions to existing problems (Desrani et 
al., 2024). In the world of public service and bureaucracy, openness to new things and the drive to learn are also very necessary 
in the process of presenting solutions. The new government will be able to solve public service and bureaucratic problems if 
it knows what problems are occurring and is able to provide solutions to these problems. Both things are possible only through 
the learning process (Shulamit & Yossi, 2011). By increasing organizational learning, the organization's innovation capacity 
will also increase. Likewise in digital innovation, the organization's learning process on technology and the ins and outs of 
the digital world will help increase the level of digital innovation within the organization. So based on this description, the 
hypothesis that the author proposes is: 

H1: Digital orientation has a positive effect on Students' Innovation Culture. 

3.2 The Relationship between Student Creativity and Students' Innovation Culture 

Student creativity has a positive relationship with their learning outcomes. Creative students tend to be more active in learning 
and rarely experience problems in learning. Creativity is the ability to think fluently, flexibly, and originally (Jing, 2022). 
Creative also means the ability to elaborate ideas. Creativity helps improve practical thinking skills. Creativity encourages 
students to think outside conventional boundaries, explore new ideas, and express their feelings and thoughts in unique ways. 
Creativity also helps students find creative solutions to every problem. The higher the creativity of students, the greater the 
opportunity to achieve educational goals (Al-Adwan & Smedley, 2012). The learning outcomes obtained by students are 
closely related to their creativity. Students who have high creativity in lessons tend to get maximum learning outcomes. While 
students who have low creativity in civics lessons tend to get less than maximum results. Thus, researchers suspect that there 
is a relationship between creativity and learning outcomes (Eze et al., 2020). Creativity reflects the dynamics of a person to 
be able to do something new or in a new way. Everyone has creativity that is inherent in themselves, namely personal 
creativity. The creativity in question is (1) the desire to find new things in learning, (2) having a spirit of asking questions in 
learning, (3) thinking freely in learning, (4) a high initiative attitude in learning, (5) being open in learning. The higher a 
person's creativity, the greater the opportunity to achieve their goals which are shown by several methods that have been 
proven effective for a person's creativity. So, learning outcomes are closely related to the creativity possessed by a student 
(Eze et al., 2020). Learning outcomes are the abilities obtained by students after carrying out learning activities for a certain 
period. To find out the learning outcomes of students carried out in these learning activities, testing is carried out (Eze et al., 
2020). With this testing, we can see students who are active in participating and there are also students who are less active in 
participating in the teaching and learning process, these active students can be said to be creative if students can provide 
various alternative answers. So based on this description, the hypothesis that the author proposes is: 

 H2: Student creativity has a positive effect on students' innovation culture. 

3.3 The effect of e-learning on students' innovation culture 

The adaptive e-learning system contains learning styles that refer to the way students prefer to learn and can play an important 
role. In its application, the system can offer valuable advice and instructions to students and teachers to optimize the student 
learning process. The e-learning system is called an integrated learning system that is applied as one form of improving the 
quality of education towards a modern and quality one (Yengin et al., 2010).  This study discusses the benefits of technological 
developments used in the e-learning method that can support the teaching and learning process and increase learning 
efficiency. e-learning contains instructions sent to digital devices. In its learning, it can be used on computers, Laptops or 
smartphones to support digital learning activities. E-learning is designed for asynchronous learning or self-study. E-Learning 
also overcomes conventional learning problems, namely computerization (Al-Adwan & Smedley, 2012). Basically, e-learning 
is learning with the help of technology. e-learning is an innovative learning approach to distribute good design, student-
centered learning, learning for all with the help of attributes and sources from various digital technologies if deemed 
appropriate in learning (Luo et al., 2017). e-learning is a learning approach using a computer connected to the internet which 
later students can obtain teaching materials according to their needs. The application of e-learning in learning can be seen in 
the teaching and learning activities between teachers and students which are carried out without meeting directly (online). In 
addition, e-learning can save time in learning so that it becomes more effective. Educators and students have their respective 
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roles. Educators act as facilitators and guides in learning, while students act as knowledge constructors, learners, and problem 
solvers (Sarker et al., 2019). So based on this description, the hypothesis that the author proposes is: 

H3: The influence of e-learning has a positive effect on students' innovation culture. 

4. Method 

This study uses specific quantitative research by investigating the relationship between variables. These variables are 
measured using a questionnaire research instrument, so that the data obtained are in the form of numbers that can be analyzed 
through statistical calculations. The quantitative research method was chosen in this study because it uses data in the form of 
numbers that are analyzed by statistical calculations, and aims to test the established hypothesis. This study collects primary 
data using a survey method, namely distributing questionnaires to respondents in the form of Google Forms, which will later 
be processed using the PLS-SEM application. This study collects primary data using a survey method, namely distributing 
questionnaires to respondents in the form of Google Forms designed using a Likert scale of 1 to 5, which will later be processed 
using the PLS-SEM application. Respondents in this study were teachers who taught at elementary schools in Indonesia as 
many as 427 elementary school students. The external model is a measurement model used to test validity and reliability. This 
model consists of confirmatory reflective construct validity, where the aim is to show the extent to which the measuring 
instrument used can reflect a construct based on existing theory, reliability is used to test the internal consistency of the 
measuring instrument by looking at the composite reliability value and Cronbach's alpha. The higher the values, the more it 
will indicate the uniformity or consistency of each element in measuring the variable.  

The convergent validity test is carried out by looking at the loading factor value of each indicator or dimension. The expected 
loading value is> 0.7. The model is considered to have adequate discriminant validity if the AVE value for each construct is 
greater than the correlation between the construct and other constructs in the model.8 The value limit for AVE is > 0.5 the 
higher the value obtained on the indicator item, the better. PLS also carries out reliability testing to evaluate the internal 
consistency of the measuring instrument. Composite Reliability (CR) is used to measure the actual reliability of a construct. 
The composite reliability criterion is> 0.6. An indicator item is declared to have high reliability and can be accepted if it gets 
a limit value > 0.7 is acceptable, and a value > 0.8 is very satisfactory.  

Hypothesis Testing is used to test the hypothesis of the direct influence of an independent variable on the dependent variable. 
The criteria are as follows: a) Path Coefficients 1) If the path coefficient has a positive value, it indicates that the independent 
variable has a unidirectional effect on the dependent variable. Thus, if the value of the independent variable increases, the 
value of the dependent variable also tends to increase. Probability/Significance Value (p-value) 1) The p-value <0.05, then 
the influence between the variables is significant. The relationship model between variables in this study is shown in Fig. 1: 

 

 

 

 

 

 

 

 

 

Fig. 1. Research Model 
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Table 1  
Variables indicators 

Variables Indicators References  

Digital orientation  1. Using digital channels to better understand consumers 
2. Using digital technology to add value to performance 
3. Launching new business models based on digital technology 
4. Integrating operational activities with information 

Jing, 2022; Luo et al., 2017; 
Yengin et al., 2010   

Student creativity  1. Fluency: The ability to generate many ideas in a short period of time. 
2. Flexibility: The ability to think and view problems from multiple perspectives. 
3. Originality: The ability to generate unique, novel, and unusual ideas. 
4. Elaboration: The ability to develop, expand, and elaborate on existing ideas. 

Al-Adwan & Smedley, 2012; Eze 
et al., 2020; Sarker et al., 2019  

e-learning  1. Using various electronic devices and network infrastructure (the internet) to 
support the teaching and learning process. 

2. Learning materials are presented digitally and independently, allowing students 
to access them according to their needs. 

3. Students can learn anytime, anywhere, without being limited by space and time, 
and can manage their own learning schedules. 

4. E-learning can utilize internet-based media and websites to present materials, 
such as text, video, and audio. 

 Luo et al., 2017; Yengin et al., 
2010; Mudawi et al., 2023 

Student innovation 
culture 

1. Number of New Ideas Generated: Measures the frequency of innovative ideas 
emerging within the school. 

2. Number of Innovation Projects Launched: Tracks the number and success of 
innovation-oriented projects. 

3. Financial Impact of Innovation: Assesses the contribution of innovation to the 
school's financial profitability and growth. 

4. Creation of New Programs or Methods: Measures the implementation of new 
service programs. 

Qiao et al., 2021; Xu et al., 2014; 
Luo et al., 2017  

 

5. Results and Discussion 

Construct Validity and Reliability Testing (PLS-Algorithm) 

The results of the recalculation produce a complete model that measures factor loading, validity and reliability assumptions 
as shown in the following Fig. 2. After conducting an evaluation of the loading factor assessment where each indicator must 
be >0.5, the statistical output is obtained which is used to assess the construct validity of the variable. Based on the PLS-SEM 
construct validity assessment method. Cronbach's alpha (CA) and composite reliability (CR) are used to check and test 
reliability, while convergent and discriminant validity tests are used to check the level of instrument consistency. To test the 
reliability of the indicator, the factor loading must be more than 0.5. The loading factor indicates the extent to which a 
statement is consistent with the construct to be measured. A high loading factor on a construct indicates that the related 
statements have many similarities in measuring the construct. All indicators have a value of >0.5. Thus, all statements have 
reached a reliable point for the measurement stage of the research model. Construct reliability is calculated using Cronbach 
alpha and Composite reliability. 

Table 2 
The results of the reliability testing 

Variables AVE Value Cronbach's alpha (CA Composite reliability (CR) 
Digital orientation  0.616 0.723 0.778 
Student creativity  0.624 0.712 0.712 

e-learning  0.612 0.734 0.791 
student innovation culture 0.632 0.709 0.783 

 

Discriminant Validity Test Based on the Table 2 for the results of the construct reliability examination based on discriminant 
validity, it can be done by looking at the AVE value to show the magnitude of the indicator variance contained in the construct. 
The discriminant validity criteria where the AVE value limit is ≥ 0.5. The results in the table below show that all AVE values 
≥ 0.5. In addition, the square value of AVE (shown in bold) shows a high and acceptable discriminant validity value because 
the square root value of AVE for all variable constructs is above the correlation value between the other construct values. 

First, there is a convergent validity test that can be seen from the outer loading value and the Average Variance Extracted 
(AVE) value. An indicator can be said to be valid if it meets the requirements of a loading factor value> 0.7 and an AVE value 
≥ 0.5. Based on the outer loading and AVE values above, it can be concluded that the indicators in this study are valid and 
can be used for further testing because they have met the specified value requirements where outer loading > 0.7 and AVE ≥ 
0.5. 

Reliability Test: The Cronbach's Alpha and Composite Reliability values will be used to evaluate the reliability of the 
indicators in measuring their latent variables. The requirements for the Cronbach's Alpha and Composite Reliability values 
must be ≥ 0.7. The following is a table that presents Cronbach's Alpha and Composite Reliability values. Based on the table. 
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it can be concluded that all ideas (constructs) in this study are reliable and can be used for further research. This can be seen 
from the Cronbach's Alpha and Composite Reliability values of the ideas (constructs) which are greater than 0.7. 

  
Fig. 2. Loading Factor Analysis  Fig. 3. Hypothesis Testing 

 

Hypothesis Testing 

Hypothesis testing is seen from the T-statistic value and p-value. The T-statistic value test aims to determine the influence 
between variables in an idea (construct). The T-value used in this study is 1.96 with a significance level of 0.005. If the T-
statistic value> 1.96 and the p-value ≤ 0.05 then the hypothesis is accepted. Based on Table 3, the results of the path coefficient 
value for the research hypothesis can be explained as follows: 

Table 3  
Hypothesis Testing 

Correlation P Value t Value Remark 
Digital orientation on student innovation culture 0.000 < 0.050 3.555  > 1.96 Supported 
Student creativity on student innovation culture 0.000 < 0.050 3.261  > 1.96 Supported 
e-learning on student innovation culture 0.000 < 0.050 5.125  > 1.96 Supported 

 

Hypothesis 1: The T-statistic and p-value values are 3.555 and 0.000, respectively. The T-statistic value is 3.555 ≥ 1.96 and 
the p-value is 0.000 ≤ 0.05. Both meet the requirements so that hypothesis 1 is accepted. When viewed from the original 
sample value (O) it is 0.307 which indicates a positive value. 

Hypothesis 2: The T-statistic and p-value values between variables are 3.261 and 0.000, respectively. The T-statistic value is 
3.261 ≥ 1.96 and the p-value is 0.000 ≤ 0.05. Both meet the requirements so that hypothesis 2 is accepted. When viewed from 
the original sample value (O) it is 0.571 which indicates a positive value. Therefore, it can be concluded that H2 is accepted 

Hypothesis 3: The T-statistic and p-value values between variables are 5.125 and 0.000, respectively. The T-statistic value is 
5.125 ≥ 1.96 and the p-value is 0.000 ≤ 0.05. Both meet the requirements so that hypothesis 3 is accepted. When viewed from 
the original sample value (O) it is 0.710 which indicates a positive value. 

The effect of Digital Orientation to Student Innovation Culture 

Based on the results of the hypothesis testing that has been carried out, it was found that digital orientation has a positive and 
significant effect on innovation. With these results, it can be said that the more elementary schools are on digital technology, 
the more the ability of elementary schools to innovate will increase. This finding supports previous research which states that 
the technological orientation of an organization has a positive effect on innovation in the organization which ultimately 
improves organizational performance (Yavuzalp & Bahcivan, 2021). The results of this study are also in line with research 
which states that the orientation of an organization significantly affects innovation, so that a certain orientation of an 
organization really affects its level of innovation (Puriwat & Tripopsakul, 2021). So, to create high digital innovation, every 
elementary school should first increase its orientation, namely by building an organizational culture that is closely related to 
and directed at digital technology, making every human resource in it willing and able to maximize the use of technology in 
the organization. Digital learning transformation is a significant change in the world of education that aims to integrate digital 
technology into the learning process (Lin et al., 2017). This change includes not only the use of technological devices, but 
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also new approaches that allow students to learn independently, interactively, and more future-oriented. This change is a 
response to the needs of the times that continue to develop, especially in the era of the Industrial Revolution 4.0 and the 
increasingly rapid digital era. Digital learning transformation is the process of shifting from traditional learning methods to 
technology-based approaches (Loogma et al., 2012). This process includes devices such as computers, tablets, and 
smartphones, as well as the use of online learning applications, educational platforms, and artificial intelligence. 

Through digital learning, students can access learning resources anytime and anywhere, learn flexibly and at their own pace. 
Today, the transformation of digital learning is very important as the world continues to move towards digitalization in various 
fields, including education. Today, the ability to utilize technology is a fundamental skill that everyone must have. Through 
digital learning, students not only learn academic content but also develop skills such as digital literacy, critical thinking, 
creativity, and collaboration. These are all future requirements. In addition, this transformation provides solutions to 
geographical and economic constraints. Digital learning allows students in remote areas to access quality education without 
having to physically go to a particular school or institution. This creates a more equal opportunity for all children to receive 
appropriate education. (Ratnawati & Idris, 2020). The transformation of digital learning began with the development of 
information technology in the late 20th century. However, significant changes have occurred over the past decade, especially 
due to the increasing use of the Internet and technological devices in many countries. The COVID-19 pandemic in 2020 was 
a major factor that accelerated this change, with online learning becoming the main solution to continue the education process 
despite restrictions on face-to-face (Duan et al., 2010). Post-pandemic, many educational institutions have begun to realize 
the benefits and potential of digital learning, so that this method is permanently integrated into the education system. This 
change is now part of a long-term strategy in the global education world. For the digital learning transformation to be 
successful, strategic steps and collaboration from various parties are needed. First, the provision of infrastructure such as 
internet networks, technological devices, and user-friendly learning platforms is a top priority. The government and 
educational institutions must ensure that all students have equal access to technology. Second, students are at the center of 
this transformation. Students are expected to develop digital skills so that they can use technology meaningfully and 
effectively (Yavuzalp & Bahcivan, 2021). Third, parents play an important role in supporting their children by providing 
learning resources and accompanying their children during the learning process. The government and educational institutions 
also play an important role in providing infrastructure, policies, and curriculum to support digital learning. In addition, 
technology companies and software developers contribute by creating innovative and easily accessible applications, platforms, 
and learning tools. Digital learning transformation is applied in various locations, from elementary schools to universities, 
training institutions, and courses. Digital learning is not limited to formal classrooms, but allows students to learn from home 
or other locations that have internet access. In developed countries, this transition has gone well thanks to adequate 
infrastructure support. However, its implementation in several developing countries still faces challenges such as limited 
internet access and lack of technical equipment. Nevertheless, efforts to expand the scope of digital learning continue to be 
made, especially through government programs and partnerships with the private sector. Digital learning transformation 
requires strategic steps and collaboration (Ratnawati & Idris, 2020). First, the provision of infrastructure such as the internet, 
devices, and learning platforms must be prioritized to ensure equal access. Second, teachers need to be trained to be able to 
use technology effectively. Third, the curriculum must support technology-based learning with applications, simulations, 
videos, and gamification. Digital literacy of students and parents also needs to be improved, covering technical skills, digital 
ethics, data security, and the social impact of technology use (Wu et al., 2008).  

The effect of Creativity to Student Innovation Culture 

This study uses a quantitative approach so that there are hypotheses that are proposed and then tested. Through quantitative 
studies, findings were produced that learning creativity has a significant effect on students' reading ability. In principle, various 
variables such as anxiety levels, teacher and student behavior, and boredom levels can be used to predict the extent of students' 
reading ability. However, learning creativity shows its own role related to students' learning creativity. Learning creativity 
can indicate the level of students' reading skills (Lin et al., 2017). Learning creativity has a very high influence related to 
reading skills. Reading skills need to be supported by other skills that can help someone understand information in a reading 
such as skills in identifying types of reading and increasing the intensity and habits of reading. Usually creative children are 
always curious, have broad interests and like creative hobbies and activities. Creative children and adolescents are usually 
quite independent and have self-confidence. They are more willing to take risks (but with calculations) than children in 
general. Reading is basically an activity to obtain various information and knowledge. Reading can direct someone to learn 
to build and repair something, find what others believe in and develop their own ideas and beliefs. Various experiences can 
be gained through reading activities. Experiences that may not be possible to do alone can be felt through reading activities 
of various literacies. Therefore, students should be given sufficient stimulus, so that they generate high enthusiasm and 
adequate knowledge in 2021, because this will greatly help students to master reading skills (Duan et al., 2010). Student 
creativity is one of the factors that can contribute to student learning success because creative students rarely face problems 
in learning. Creative students have a high ability to recognize problems and can find their own solutions to these problems. 
This means that to stimulate creativity, teachers must provide situations for students to participate in group activities. Student 
creativity is characterized by increased creativity in generating relatively new ideas such as how to solve problems, describe 
something fluently, and divert other problems flexibly (Ratnawati & Idris, 2020). Each student has a different level of 
creativity. Intelligent students usually have high creativity. Student creativity and activity need to be fostered and developed 
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in each student through education. Students who have high learning creativity tend to have the ability to vary their learning 
methods. The ability to vary learning will improve the quality of their learning. In addition, creativity plays a real role for 
students in facing and solving problems in the real world. Creative students will show different reading behavior and habits 
than usual. This needs to be stimulated by both teachers and peers. Various creative activities can be done to support students' 
creative thinking so that they can improve their reading (Wu et al., 2008). This can be manifested in the form of a passion for 
being involved in seeking knowledge such as reading books in the library, laboratory activities, field studies, and being 
actively involved in various scientific forums and discussions. Learning creativity and reading skills are closely related. 
Reading skills must be supported by good learning strategies that are not monotonous and only focused on teacher instructions. 
Reading as an effort to process information must be adjusted to the appropriate learning method because the way of learning 
is related to how a person processes and receives information. Information processing through reading activities requires 
creativity because in reading there is an activity to predict unknown information. This is because in understanding sentences 
or foreign languages, sometimes guessing the meaning of words or sentences will be easier than having to open a dictionary 
(Lin et al., 2017).  

Creativity is a very interesting field to study but quite complicated because there are many views related to creativity. 
Creativity is defined differently depending on how people define it. There is no single definition that is able to represent a 
variety of understandings of creativity or there is no single definition that can be universally accepted. This is due to two 
reasons, first, creativity is a complex and multidimensional psychological realm that invites various interpretations. Second, 
the definitions of creativity provide different emphasis, depending on the theoretical basis that is the reference for making the 
definition of creativity. However, the following will explain several definitions of creativity put forward by experts (Stecuła 
& Wolniak, 2022). Creativity as a person's ability to give birth to something new, either in the form of ideas or real works, 
which are relatively different from what has existed before. Creativity is the ability to create new combinations, based on data, 
information, or elements that already exist or are already known, namely all the experiences and knowledge that a person has 
acquired during his life, whether in the school environment, family, or from the community environment. Creativity is a 
person's ability to find new ways to solve problems, whether related to science, literature or other arts, which contain a result 
or approach that is completely new to the person concerned, although for others it is something familiar (Yavuzalp & 
Bahcivan, 2021). Creativity as a characteristic of human courage to actualize themselves so that their abilities and skills can 
be recognized by others. Creativity is a complicated trait, and occurs spontaneously. Creativity is a complicated trait between 
all children where a child can create spontaneously. Because when he was born, he was equipped with a lot of awareness. So 
that creativity is buried in humans. Creativity is not only a fast and extraordinary idea but creativity can also be embedded in 
learning activities and the surrounding environment. Student creativity in the learning process plays a very important role in 
student success. To see the extent of student creativity in learning, teachers can see from the student's creative thinking ability. 
The development of creativity is closely related to the cognitive development of the individual because creativity is actually 
a manifestation of brain development. The brain is divided into two parts, namely the left brain and the right brain and each 
part has its own role. Factors that influence creativity can be categorized into two factors, namely factors that encourage and 
inhibit creativity. Creativity is an ability possessed by a person to imagine in producing several new ideas and reflecting them 
in a real form where a person's creativity can be trained as early as possible when they are still small by giving them stimulus 
to hone their abilities in several fields such as a work of art. Through the learning process, it can hone students' creativity  
(Duan et al., 2010). Learning is a process of teaching and learning activities that play a role in the success of student learning. 
The learning process produces reciprocal activities between teachers and students to achieve better goals. As it should be, the 
success of the learning process can be seen from the increasing learning outcomes of students, but it is not only the learning 
process that can influence student learning outcomes, but the level of creativity possessed by children can also influence the 
level of success in a learning process. Every child has a different level of creativity where they express their opinion that 
human creativity must be encouraged from an early age, and creative environmental conditions and opportunities to do various 
creative activities will help children develop their creativity. Creativity is an ability possessed by a person to imagine in 
producing several new ideas and reflect them in a real form where the characteristics of creativity itself are 6, namely: 1) High 
curiosity. 2) Imaginative. 3) Dare to take risks. 4) Open to new things. 5) Able to solve problems 6) produce new and unique 
works. 

The relationship between e-learning and student innovation culture 

In line with the current era, e-learning has a more positive influence on students. e-learning can make students more active in 
observing, demonstrating, doing, and others. Thus, students' abilities and skills in activities will increase even better 
(Aboobaker & KA, 2021).  Then with the combination of using technology, learning will be more varied and interesting. 
Learning can be virtualized in the form of audio, visual, or audio visual so that students can easily receive material and do not 
feel bored learning. Then the ease of students in learning because of the abundance of learning materials available on the 
internet, this also makes learning flexible. Therefore, teachers need to be smart in implementing digital-based learning 
strategies. There are several considerations for teachers in implementing e-learning such as students' ability to use technology, 
parental background, economic background, and facilities and infrastructure available by students or schools. All these things 
are very important to consider because one thing is related to another (Aboobaker & KA, 2021).  There needs to be continuity 
between all of them so that there are no more stone problems. e-learning certainly provides many benefits to the world of 
education, namely: Changes in learning culture and improving the quality of learning activities, can improve brand image, 
extensive and easily accessible learning materials, independent learning, teaching effectiveness, flexible, speed of distribution 
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and communication, save costs, availability of On-Demand, standardization of teaching, flexibility of learning speed. e-
learning in learning has at least three functions, namely: Supplement, students are given the freedom to choose in determining 
learning, whether traditional or digital. Complement, this function is programmed as a form of enrichment or remedial 
provision to students. Substitute, in some schools, especially advanced schools, usually these schools provide alternative 
learning in the form of e-learning with the aim that if students cannot attend class directly, they can be replaced using e-
learning (Aldhafeeri & Khan, 2016). e-learning has its own advantages and disadvantages. Advantages especially in open and 
distance education. The first advantage is the availability of e-moderating facilities where teachers and students can 
communicate easily through internet facilities regularly or at any time the communication activity is carried out without being 
limited by distance, place by implementing electronic learning or e-learning in daily teaching and learning activities. 
Education is now no longer dependent on space and time, meaning that there will be no more obstacles to carrying out learning 
activities across regions, cities, or countries. Considering that currently the implementation of e-learning cannot be applied 
comprehensively in Indonesia, this is an innovation that needs to be encouraged in schools in every educational unit. Because 
as students adapt to the 21st century, we are required to have good literacy such as digital literacy as a way of receiving 
information. Learning through e-learning is expected not only to make students become wise and intelligent learners, but 
educators are also expected to be able to follow and use information technology as it develops. Digital literacy can change 
students' mindsets in their critical views of the digital media used. This e-learning method is the most widely used learning 
model in education quality equalization programs in several developed and developing countries (Aldhafeeri & Khan, 
2016).  However, implementing e-learning methods is not easy, because it takes time to master online-based learning materials 
and the school must also be able to provide supporting facilities so that teaching and learning activities can run optimally. The 
content of e-learning is also increasingly rich, with a combination of multimedia such as video streaming and interactive 
performances, which come in a variety of small and more standard data format options. E-learning allows flexibility and 
effectiveness in the learning process. Therefore, e-learning is said to be a future learning system that will continue to develop 
from time to time. 

 Innovation is one thing that is very important to implement in today's era, the era of the industrial revolution 4.0 which is 
identical to the digital era, where everything that is done uses digital technology. The use of digital technology is so fast and 
rapid in its development, so that inevitably it must be able to operate technological developments ((Aldhafeeri & Khan, 2016). 
The development of digital technology in the 4.0 era has spread into the world of education, so education must be ready to 
participate in innovation, especially in the field of learning. Learning innovation in the current era is in the form of 
digitalization or digital-based learning. Innovation is a change that has a direction and purpose in learning that makes student 
learning outcomes better than before, meaning that there is an increase in learning outcomes when implementing an innovation 
(Elumalai et al., 2021). Digital-based learning innovation is very good to implement in the learning process as explained in 
the introduction. Digital-based learning is very effective and student learning outcomes increase. The research explained in 
the introduction using digital-based learning innovations in the form of kahoot acts as a digital game-based learning in 
elementary schools (SD), Digital Snakes and Ladders, the use of digital applications in the form of quizizz games makes 
students not bored in learning, and effectively improves student learning outcomes, kodig (Digital Comics) to help facilitate 
the acceptance of material and can improve elementary school student learning achievement. There are several important 
potentials that must be mastered by students and teachers in implementing digital-based studies, namely the potential for 
digital learning that can be implemented in daily activities (communication media, media for accessing information and 
educational or learning media). Furthermore, what must be understood is the learning function in the form of a learning 
supplement function, a complementary function, and a substitution function. From the digital learning function, it is very 
appropriate and suitable for developing student learning outcomes because of the quality and effectiveness in the learning 
process (Ulanday et al., 2021). The characteristics of e-learning include: Utilizing electronic technology services; where 
educators and learners, learners and fellow learners or educators and fellow educators can communicate relatively easily 
without being limited by protocol matters; Using independent learning materials (self-learning materials) stored on a computer 
so that they can be accessed by educators and learners anytime and anywhere and those concerned need it; and Utilizing 
learning schedules, curriculum, learning progress results and matters relating to educational administration can be viewed at 
any time (Li & Tsai, 2020). A simple definition of e-learning is online access to learning resources anywhere and anytime. E-
learning offers new opportunities for teachers and learners to enrich the teaching and learning experience through a virtual 
environment that supports not only the delivery of material but also the exploration and application of information and 
understanding of new knowledge. The use of e-learning for distance learning has been widely used. The advantages of the 
learning process using e-learning are: (1) Increasing learning interaction (enhance interactive), namely learning that is 
carefully designed and implemented can increase the level of interaction between learners and learning materials, learners 
with teachers, and with learners with other learners. (2) Facilitates learning interactions from anywhere and at any time (time 
and place flexibility), namely learners can interact with learning resources at any time according to their convenience (Barth 
& Burandt, 2013).  

Educational innovation needs to be carried out periodically to improve and enhance the quality of education (Eze et al., 2020). 
The development of technology can be included in educational innovation, the results of which create a combination of 
technology-based educational innovation, the theory of educational innovation is an innovative process in the development of 
educational systems, educational activities, renewal, and educational environments. innovation as an increase in efficiency, 
relevance, quality and organizational procedures such as infrastructure with the largest number of students with the greatest 
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results but using sources, money, tools, and manpower that are minimized as little as possible. Educational innovation includes 
all things in it such as curriculum, learning strategies, learning approaches, learning methods, learning media, learning 
techniques, and others. However, the use of the internet for learning or e-learning is also not free from various shortcomings, 
including. First, the lack of interaction between teachers and students or even between students themselves (Pokrovskaia et 
al., 2021). This lack of interaction can slow down the formation of values in the learning and teaching process. Second, the 
tendency to ignore academic aspects or social aspects and vice versa, thus encouraging the growth of business/commercial 
aspects. Third, the learning and teaching process tends towards training rather than education. Fourth, the changing role of 
teachers from those who originally mastered conventional learning techniques, now also required to know learning techniques 
that use ICT. Fifth, students who do not have high learning motivation tend to fail because students lose direction and 
enthusiasm in learning. Sixth, not all places have internet facilities. There are still many areas that do not have adequate 
network and internet access. Seventh, the lack of personnel who know and have internet skills. Eighth, the lack of mastery of 
computer languages. 

6. Implications of research results 

E-learning is an educational innovation that can improve the quality of learning and support modern education. The benefits 
of e-learning include: Learning can be done anytime and anywhere, so it can reach more students. The teaching and learning 
process can be carried out more effectively and cost-effectively. The learning approach can be adjusted to the needs and 
abilities of each student. Educators can monitor the development of students, including the achievement of the material 
provided. E-learning can increase interactivity between educators and students, storage and refinement of materials. 

Learning materials can be stored and refined more easily, education and training can be accessed by everyone, so it can 
improve individual competence and career development. Educators can increase credibility and establish themselves as 
experts in certain fields. However, e-learning also has challenges, such as: Limited internet access in some areas, Lack of 
face-to-face interaction, Technical problems, Lack of motivation to learn in some students, etc. Technology has a huge effect 
on almost all aspects of our lives, one of which is in the field of education. Over the past few years, E-Learning has grown 
rapidly due to its tremendous benefits for students and educators. E-Learning provides students with easy access to education 
wherever they are. In addition, E-Learning also offers an optimal learning process that suits each student's needs. Learning in 
class can sometimes be boring and stressful for students so that the learning materials provided by the teacher become 
ineffective. However, through E-Learning, the learning process becomes more flexible and comfortable, increasing students' 
motivation to learn. Students can access their E-Learning materials anytime and anywhere using various types of gadgets they 
have. They can repeat any material as they wish if they have not fully understood it. Students can also choose materials that 
suit their interests and needs. E-Learning provides teachers with the ability to track student progress and ensure that they meet 
their performance milestones. For example, if students fail their online exams, then teachers can offer them a learning method 
that is more suited to their personality so that they will absorb the learning material more easily and ultimately improve their 
learning performance. Advanced E-Learning systems provide reporting and analysis tools that also allow teachers to determine 
which areas of E-Learning are lacking and which are already very good. If, for example, many of your students are having 
difficulty mastering a particular learning material, then teachers can evaluate it and make improvements if necessary. E-
Learning allows educational institutions to reduce the cost of teaching staff, classroom equipment, online training site rentals, 
and book printing. Educational institutions do not need to provide different teachers for each class, print hundreds of books, 
and renovate classrooms. All detailed information about students is stored in one centralized system securely. Schools can 
determine who can access student data. Their biodata, classes attended, assignments and exams completed, their payment 
status, and various learning activities can all be easily monitored on one screen. 

7. Conclusion 

The results of this study are: Digital orientation has a positive effect on student innovation culture, Student creativity has a 
positive effect on student innovation culture and the influence of e-learning has a positive effect on student innovation culture. 
From various digital-based learning innovations that have been implemented, it has been proven to be able to develop student 
learning outcomes at various levels or levels. There are several important potentials that must be mastered by students and 
teachers in implementing digital-based assessments, namely the potential for digital learning that can be implemented in daily 
activities (communication media, media for accessing information and educational or learning media). Furthermore, what 
must be understood is the learning function in the form of a learning supplement function, a complementary function, and a 
substitution function. From the digital learning function, it is very appropriate and suitable for developing student learning 
outcomes because of the quality and effectiveness in the learning process. Digital-based learning innovations that have been 
carried out by teachers in delivering learning materials are very effective, seen from various studies that have been conducted. 
Digital-based learning has many types and applications, for example using kahoot as a digital game-based learning in 
Elementary Schools, digital snakes and ladders. In the implementation process, teachers should understand digital-based 
learning that is in accordance with the concept or theory to be taught, as well as theories about digital learning. Then the 
suggestion for further researchers is to implement various digital-based learning with two or three applications used as a 
comparison and effectiveness in student learning outcomes. In addition, creativity is one of the competencies that is our 
responsibility as educators to develop it. The potential for children's creativity has existed since the child was born, but this 
potential will develop well if it is developed through education and training. Every individual has creative potential, which 
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can differentiate between one individual and another. There are individuals who are very creative because they have great 
creative potential, while on the contrary there are individuals whose creativity is limited or less creative. Creativity is a person's 
ability to give birth to something new, either in the form of ideas or real works that are relatively different from what already 
exists. Meanwhile, according to Guilford, creativity refers to the ability that marks a creative person. 

Teachers are expected to be able to develop creativity in learning, so that students do not get bored when the learning process 
takes place. It is recommended that further researchers can conduct more in-depth research on variables related to teacher 
creativity in learning with student learning achievement, for example, associated with learning independence factors, learning 
environment factors and other external and internal factors so that they can perfect this research. Creativity is a person's ability 
to create new combinations based on data, information or elements that exist for themselves and do not always have to be 
something new for others. Learning creativity is the ability to determine ways to solve problems faced in learning situations 
based on student behavior in order to deal with changes that cannot be avoided in the development of the student's learning 
process. So that with high learning creativity, students will be accustomed to and able to overcome the problems they face. 
Based on the analysis carried out, the author concluded that the concept of e-learning mama supports student innovation in 
creativepreneur. In its application, e-learning should use an entrepreneurship foundation. That way, the resulting innovation 
can be applied directly by the community. This e-learning-based creativepreneurship is able to create effectiveness and 
performance that can be adjusted to the needs of the community and the conditions of the university concerned. The foundation 
of creativepreneurship will encourage students, lecturers, and academics to be creative and innovative in improving the quality 
of service, education, teaching, and learning, furthermore it will improve the quality, competence, and soft skills of graduates 
so that their competitiveness will automatically increase, the implementation of e-learning should be adjusted and balanced 
with conventional teaching in order to maintain the negative effects of the nature of distance learning so that universities 
remain a medium for learning and education. 
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