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ABSTRAK

RIZKI HAFIZH DWIPUTRA. Pengembangan Computational Thinking Peserta
Didik melalui Integrasi Design Thinking dalam Proyek STEAM pada Topik Koloid.
Skripsi, Jakarta: Program Studi Pendidikan Kimia, Fakultas Matematika dan IImu
Pengetahuan Alam, Universitas Negeri Jakarta, Juli 2024.

Penelitian ini bertujuan untuk mengembangkan keterampilan berpikir
komputasional siswa melalui integrasi Design Thinking dalam proyek STEAM
pada materi koloid. Penelitian dilakukan di SMA Negeri 53 Jakarta dengan subjek
penelitian sebanyak 36 siswa kelas XI. Metodelogi yang digunakan adalah
penelitian kualitatif dengan instrumen berupa lembar observasi, tes uraian
keterampilan berpikir komputasional, jurnal reflektif, wawancara, dan catatan
peneliti. Pembelajaran kimia dilakukan dengan menerapkan tahapan Design
Thinking yang meliputi empathize, define, ideate, prototype, dan test. Pada tahap
empathize, masalah diidentifikasi melalui wawancara dengan pengguna
(narasumber). Tahap define dilakukan dengan menentukan fokus masalah
berdasarkan hasil wawancara yang telah diperoleh. Tahap ideate melibatkan
brainstorming ide atau pengembangan ide dalam bentuk gambar. Pada tahap
prototype, solusi yang terpilih dikembangkan menjadi bentuk nyata. Tahap test
melibatkan pengujian prototype. Hasil penelitian secara keseluruhan pada indikator
keterampilan berpikir komputasional menunjukkan bahwa 64% siswa telah
mencapai level baik, 33% siswa telah mencapai level sangat baik, dan 3% siswa
telah mencapai level cukup baik. Kesimpulan dari penelitian ini adalah penerapan
integrasi Design Thinking dalam proyek STEAM memudahkan siswa untuk
memahami materi kimia, membuat mereka lebih aktif dalam pembelajaran, dan
meningkatkan keterampilan berpikir komputasional mereka secara signifikan.

Kata kunci: Berpikir komputasional, Design thinking, Proyek STEAM, Koloid.



ABSTRACT

RIZKI HAFIZH DWIPUTRA. Developing Students' Computational Thinking
through the Integration of Design Thinking in STEAM Projects on Colloid Topics.
Thesis, Jakarta: Chemistry Education Study Program, Faculty of Mathematics and
Natural Sciences, Jakarta State University, July 2024.

This research to develop students' computational thinking skills through the
integration of Design Thinking in STEAM projects on the topic of colloids. The
research was conducted at SMA Negeri 53 Jakarta with 36 students from class XI
as subjects. The research methodology used was a qualitative study with
instruments such as observation sheets, descriptive skills tests, reflective journals,
interviews, and researcher notes. Chemistry learning was conducted by applying
the stages of Design Thinking, which include empathize, define, ideate, prototype,
and test. In the empathize stage, problems were identified through interviews with
users (informants). The define stage involved determining the focus problem based
on the results of the interviews that had been obtained. The ideate stage involved
brainstorming ideas or developing ideas in the form of drawings. In the prototype
stage, the selected solution was developed into a tangible form. The test stage
involved testing the prototype. The overall results showed that 64% of students
achieved a good level of computational thinking skills, 33% achieved an excellent
level, and 3% achieved a sufficient level. The conclusion of this study is that the
integration of Design Thinking in STEAM projects makes it easier for students to
understand chemistry material, makes them more active in learning, and
significantly improves their computational thinking skills.

Keywords: Computational thinking, Design thinking, STEAM Project, Colloid
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