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ABSTRAK

EFEKTIVITAS MEDIA PEMBELAJARAN INTERAKTIF CODE.ORG
DALAM MENINGKATKAN KEMAMPUAN COMPUTATIONAL
THINKING PADA PEMBELAJARAN STEM

Penelitian Kuasi Eksperimental Di Salah Satu SMA Di Kota Bekasi

Penguasaan Computational Thinking (CT) menjadi keterampilan inti di era digital,
sehingga dibutuhkan inovasi media pembelajaran yang relevan. Penelitian ini
bertujuan menganalisis efektivitas media interaktif Code.org dalam meningkatkan
CT siswa SMA pada konteks pembelajaran STEM. Metode penelitian
menggunakan kuasi-eksperimen dengan desain non-equivalent control group,
melibatkan instrumen pre-test dan post-test berbasis Bebras Challenge serta lembar
kerja peserta didik. Data dianalisis melalui statistik deskriptif, uji non-parametrik
Mann-Whitney U, dan regresi linier sederhana. Hasil penelitian menunjukkan
perbedaan sangat signifikan (p < 0,001) antara kelompok eksperimen (rata-rata
post-test 94,00) dan kontrol (48,40). Kemampuan awal pada pre-test tidak
berkontribusi signifikan (R? = 0,010) terhadap hasil akhir, sementara peningkatan
N-Gain berbeda signifikan (p < 0,001) dan menguntungkan kelompok eksperimen.
Penelitian ini menyimpulkan bahwa Code.org sangat efektif sebagai media
pembelajaran interaktif dalam mengembangkan CT siswa serta direkomendasikan
untuk diintegrasikan lebih luas dalam kurikulum STEM guna mempersiapkan siswa
menghadapi tantangan abad ke-21.

Kata Kunci: Computational Thinking, Media Pembelajaran Interaktif, Code.org,
STEM, Bebras Challenge.
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ABSTRACT

THE EFFECTIVENESS OF CODE.ORG INTERACTIVE LEARNING
MEDIA IN IMPROVING COMPUTATIONAL THINKING SKILLS IN
STEM LEARNING

A Quasi-Experimental Study at a High School in Bekasi City

Mastery of Computational Thinking (CT) has become a core skill in the digital era,
thus requiring innovations in relevant learning media. This study aims to analyze
the effectiveness of the interactive platform Code.org in improving high school
students’ CT within the context of STEM learning. The research employed a quasi-
experimental method with a non-equivalent control group design, involving pre-
test and post-test instruments based on the Bebras Challenge as well as student
worksheets. Data were analyzed using descriptive statistics, the non-parametric
Mann-Whitney U test, and simple linear regression. The results revealed a highly
significant difference (p < 0.001) between the experimental group (post-test mean
score = 94.00) and the control group (48.40). Initial ability measured in the pre-test
did not significantly contribute (R?=0.010) to the final outcomes, while the N-Gain
improvement showed a significant difference (p < 0.001) in favor of the
experimental group. The study concludes that Code.org is highly effective as an
interactive learning medium for enhancing students’ CT and is recommended to be
more widely integrated into STEM curricula to better prepare students for 21st-
century challenges.

Keywords: Computational Thinking, Interactive Learning Media, Code.org,
STEM, Bebras Challenge.
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