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ABSTRAK 

Siswa dengan autism spectrum disorder memiliki hambatan dan keterbatasan dalam 

keterampilan kognitif dasar dan lanjutan pada beberapa aspek yang erat kaitannya dengan 

kesulitan memproses informasi kompleks, berpikir abstrak serta pemecahan masalah. 

Kesulitan memproses informasi kompleks, berpikir abstrak serta pemecahan masalah yang 

dihadapi oleh siswa dengan autism spectrum disorder dapat diintegrasikan kedalam konsep 

Computational thinking. Kemampuan Computational thinking memfasilitasi 

perkembangan kemampuan berpikir kritis, logika, pemahaman konsep abstrak, dan 

pemecahan masalah. Penelitian ini bertujuan untuk menerapkan media pembelajaran 

algoritma pemrograman dalam pembelajaran informatika Fase C pada anak dengan Autism 

Spectrum Disorder (ASD) di sekolah inklusi untuk meningkatkan kemampuan 

Computational Thinking (CT). Metode yang digunakan dalam penelitian ini adalah Design 

Based Research (DBR) dengan model pengembangan ADDIE serta desain penalitian 

eksperimen Single Subject Research (SSR), partisipan terdiri dari tiga anak dengan ASD. 

Penelitian ini dilakukan melalui beberapa tahapan metode DBR yaitu (1) identifikasi dan 

analisis masalah; (2) mengembangkan rancangan solusi; (3) melakukan uji coba; dan (4) 

refleksi. Dalam metode DBR dilakukan tahapan pengembanggan ADDIE (1) analysis; (2) 

design; (3) development; (4) implementation; dan (5) evaluation. Implementasi 

menggunakan desain eksperimen single subject research (SSR). Hasil penelitian 

menunjukkan adanya peningkatan signifikan dalam kemampuan Computational pada 

setiap partisipan setelah intervensi, menunjukkan bahwa penggunaan media pembelajaran 

berbasis algoritma pemrograman dapat efektif untuk meningkatkan kemampuan berpikir 

komputasional pada anak dengan ASD. Penelitian ini diharapkan dapat memberikan 

kontribusi pada pengembangan metode pembelajaran yang lebih inklusif bagi anak-anak 

dengan ASD, serta menekankan pentingnya penyesuaian media dan strategi pembelajaran 

untuk memenuhi kebutuhan individu. 

 
Kata kunci: Autism Spectrum Disorder, Media Pembelajaran, Informatika 
Fase C, Algoritma dan Pemrograman, Computational Thinking 
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APPLICATION OF ALGORITHM AND PROGRAMMING LEARNING 

MEDIA IN PHASE C INFORMATICS LEARNING IN CHILDREN WITH 

AUTISM SPECTRUM DISORDER TO IMPROVE COMPUTATIONAL 

THINKING ABILITIES 

ABSTRACT 

Students with autism spectrum disorder have obstacles and limitations in basic and 

advanced cognitive skills in several aspects that are closely related to difficulties in 

processing complex information, abstract thinking and problem solving. Difficulties in 

processing complex information, abstract thinking and problem solving faced by students 

with autism spectrum disorder can be integrated into the concept of Computational 

thinking. Computational thinking skills facilitate the development of critical thinking skills, 

logic, understanding of abstract concepts, and problem solving. This study aims to apply 

programming algorithm learning media in Phase C informatics learning in children with 

Autism Spectrum Disorder (ASD) in inclusive schools to improve Computational Thinking 

(CT) skills. The method used in this study is Design Based Research (DBR) with the 

ADDIE development model and the Single Subject Research (SSR) experimental research 

design, participants consisting of three children with ASD. This study was conducted 

through several stages of the DBR method, namely (1) identification and analysis of 

problems; (2) developing a solution design; (3) conducting trials; and (4) reflection. In the 

DBR method, the ADDIE development stages are (1) analysis; (2) design; (3) development; 

(4) implementation; and (5) evaluation. Implementation using single subject research 

(SSR) experimental design. The results showed a significant increase in Computational 

ability in each participant after the intervention, indicating that the use of learning media 

based on programming algorithms can be effective in improving computational thinking 

skills in children with ASD. This study is expected to contribute to the development of 

more inclusive learning methods for children with ASD, as well as emphasizing the 

importance of adjusting media and learning strategies to meet individual needs. 

 

Keywords: Autism Spectrum Disorder, Learning Media, Informatics Phase 
C, Algorithms and Programming, Computational Thinking 
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