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Multimedia Pembelajaran untuk Pemrograman Terstruktur Menggunakan
Problem-Based Learning dengan Konsep Computational Thinking untuk

Meningkatkan Pemahaman Siswa
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1703571

ABSTRAK

Penelitian ini bertujuan untuk meningkatkan kemampuan pemahaman siswa
dengan menggunakan model problem-based learning dengan multimedia berbasis
web pada mata pelajaran pemrograman terstruktur. Siswa tidak terbiasa
menyelesaikan tugas secara logis dan metodis, siswa terbiasa memecahkan masalah
dengan langsung memasukkan nilai ke dalam formula, tanpa menuliskan apa yang
mereka ketahui terhadap informasi yang mereka butuhkan terlebih dahulu.
Computational story dalam bentuk problem-based merujuk kepada permasalahan
dunia nyata kemudian siswa mencari solusi berdasarkan tahapan computational
thinking. Multimedia mengarahkan siswa melalui teknik berpikir komputasional
abstraksi, dekomposisi, pengenalan pola, dan desain algoritma. Penelitian ini
menggunakan pre-experimental design yang membandingkan hasil pretest dan
posttest dalam satu kelompok, dilakukan pada siswa kelas X SMK Negeri 1 Cimahi.
Dari hasil penelitian, diperoleh kesimpulan bahwa: 1) Media pembelajaran
memperoleh nilai “sangat baik” dengan presentase 96,67 dan materi pembelajaran
masuk ke dalam kategori “sangat baik” dengan presentase 93%. 2) Media
pembelajaran dapat meningkatkan kemampuan computational thinking ditandai
dengan kenaikan rata-rata pre-test 6,47 ke hasil post-test dengan rata-rata 58,02 dan
n-gain 0,55 termasuk ke dalam kategori “sedang”. 3) Siswa memberikan respon

dengan kategori “sangat baik” terhadap multimedia dengan presentase 90,42%.

Kata Kunci: Computational thinking, computational story, multimedia, problem-

based learning.
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Multimedia Learning for Structured Programming Using Problem-Based
Learning with Computational Thinking Concepts to Improve Students’

Understanding
by
Dina Dwi Handayani — dinadhandayani@upi.edu

1703571

ABSTRACT

This study aims to increase students' understanding skills in structured
programming disciplines by integrating a problem-based learning paradigm with
web-based multimedia. Students are not accustomed to completing tasks in a
logical and methodical manner; instead, they are accustomed to solving problems
by entering values into formulas without first setting down what they know against
the information they require. Computational stories in the form of problem-based
narratives allude to real-world issues, and students seek solutions using the phases
of computational thinking. Multimedia directs students through computational
thinking techniques of abstraction, decomposition, pattern recognition, and
algorithm design. This study uses a pre-experimental design that compares the
results of the pretest and posttest in one group, conducted on class X students of
SMK Negeri 1 Cimahi. From the results of the study, it was found that: 1) The
learning media was "very good" with a percentage of 96.67 and the learning
material was in the "very good" category with a percentage of 93%. 2) Learning
media can improve computational thinking skills, which is marked by an increase
in the average pre-test of 6.47 to the post-test results with an average of 58.02 and
an n-gain of 0.55 which is included in the "medium" category. 3) Students respond

in the category of "very good" to multimedia with a percentage of 90.42%.

Keywords: computational thinking, computational story, multimedia, problem-

based learning
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