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ABSTRAK

Anjarsari, Widarwati Dewi. 2021. Pengembangan Pembelajaran Tematik
Berbasis STEAM untuk Meningkatkan Soft Skill Siswa Kelas 1V di
Kabupaten Kudus. Tesis, Program Studi Pendidikan Dasar Konsentrasi
PGSD. Universitas Muria Kudus. Pembimbing I: Dr. Sri Utaminingsih, M.
Pd. Pembimbing I1: Dr. Murtono, M.Pd.

Kata Kunci: Tematik, STEAM, Soft Skill.

Tujuan penelitian ini_adalah 1) mendeskripsikan pembelajaran tematik
berbasis STEAM untuk meningkatkan soft skill siswa sekolah dasar di Kabupaten
Kudus. 2) merumuskan pengembangan. desain pembelajaran tematik berbasis
STEAM untuk meningkatkan soft skill siswa sekolah dasar di Kabupaten Kudus,
3) menganalisis keefektifan pembelajaran tematik berbasis STEAM untuk
meningkatkan soft skill siswa sekolah dasar di Kabupaten Kudus.

Penelitian ini adalah penelitian Research and Development (R&D) atau
penelitian pengembangan. Pengembangan yang dilakukan dalam penelitian ini
ialah model pembelajaran berbasis STEAM untuk meningkatkan soft skill siswa
sekolah dasar di Kabupaten Kudus. Adapun desain penelitian R&D (Research and
Development) terdiri atas penelitian pendahuluan, perencanaan, pengembangan
produk awal, uji coba tahap awal, revisi terhadap produk utama, uji coba lapangan,
produk akhi rsetelah revisi. Teknik pengumpulan data menggunakan metode
observasi, wawancara, angket, tes, dan dokumentasi. Teknik analisis data kualitatif
menggunakan teknik flow analysis model yang terdiri dari reduksi data, penyajian
data dan penarikan kesimpulan/verifikasi. Analisis data kuantitatif dengan uji
validitas dan uji efektifitas.

Hasil penelitian ini  menunjukkan bahwa pengembangan desain
pembelajaran tematik berbasis STEAM untuk meningkatkan soft skill siswa
sekolah dasar di Kabupaten Kudus, dari segi kevalidan termasuk dalam klasifikasi
sangat valid. Hasil analisis angket respon guru dan siswa dalam
mengimplementasikan model pembelajaran tematik berbasis STEAM mendapatkan
rata-rata skor persentase 90% guru memberikan respon positif dan 89% siswa
memberikan respon positif. Hasil gain skor soft skill siswa, pada kelas ekperimen
mendapatkan skor rata-rata 0,56 dalam kategori sedang, sedangkan kelas kontrol
mendapatkan rata-rata 0.12 pada kategori rendah. Pengujian melalui Independent
Sample t Test diperoleh nilai thitung = 14,335 > tianer = 1,99656 dan nilai sig. (2-tailed)
sebesar 0,000 < 0,05 sehingga dapat disimpulkan bahwa ada perbedaan rata-rata
data soft skill siswa dari kedua kelompok, dimana rata-rata soft skill kelompok
eksperimen yang menggunakan pembelajaran tematik berbasis STEAM lebih tinggi
dari rata-rata kelompok kontrol.
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ABSTRACT
Anjarsari, Widarwati Dewi. 2021. Development of STEAM-Based Thematic
Learning to Improve Soft Skills of Class IV Students in Kudus Regency.
Thesis, Elementary Education Study Program PGSD Concentration. Muria
Kudus University. Advisor I: Dr. Sri Utaminingsih, M. Pd. Advisor II: Dr.
Murtono, M.Pd.

Keywords: Thematic, STEAM, Soft Skill.

The aims of this research are 1) to describe STEAM-based thematic learning
to improve the soft skills of elementary school students in Kudus Regency. 2)
formulating the development of STEAM-based. thematic learning designs to
improve the soft skills of elementary school students in Kudus Regency, 3)
analyzing the effectiveness of STEAM-based thematic learning to improve the soft
skills of elementary school students in Kudus Regency.

This research is Research and Development (R&D) research or development
research. The development carried out in this study is a STEAM-based learning
model to improve the soft skills of elementary school students in Kudus Regency.
The research design of R&D (Research and Development) consists of preliminary
research, planning, initial product development, initial trial, revision of the main
product, field trial, final product after revision. Data collection techniques using
observation, interviews, questionnaires, tests, and documentation. The qualitative
data analysis technique uses a flow analysis model technique which consists of data
reduction, data presentation and conclusion drawing/verification. Quantitative data
analysis with validity test and effectiveness test.

The results of this study indicate that the development of STEAM-based
thematic learning designs to improve the soft skills of elementary school students
in Kudus Regency, in terms of validity, is included in the very valid classification.
The results of the questionnaire analysis of teacher and student responses in
implementing the thematic learning model based on STEAM get an average
percentage score of 90% of teachers giving positive responses and 89% of students
giving positive responses. The results of the gain of students' soft skills scores, the
experimental class got an average score of 0.56 in the medium category, while the
control class got an average of 0.12 in the low category. Testing through the
Independent Sample t Test obtained the value of tcount = 14,335 > tianle = 1,99656
and the value of sig. (2-tailed) of 0.000 < 0.05 so it can be concluded that there is a
difference in the average soft skill data of students from the two groups, where the
average soft skill of the experimental group using STEAM-based thematic learning
is higher than the average of the control group.
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