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ABSTRAK

EKSPLORASI ARSITEKTUR
MASJID AGUNG SANG CIPTA RASA CIREBON
SEBAGAI BAHAN AJAR MATEMATIKA BERBASIS STEAM

Penelitian ini dilatarbelakangi oleh hasil PISA 2018 yang menunjukkan
rendahnya kemampuan matematika siswa di Indonesia. Salah satu penyebabnya
yaitu guru berperan sebagai satu-satunya sumber belajar matematika. Selain itu
berdasarkan observasi, diketahui bahwa belum tersedianya bahan ajar untuk
digunakan oleh siswa. Sehingga hal tersebut menyebabkan pemahaman
matematika dan hasil belajar siswa rendah. Untuk mengatasi hal tersebut,
dilakukan penelitian dengan merancang modul matematika berbasis STEAM
dengan Masjid Agung Sang Cipta Rasa sebagai sumber belajarnya. Tujuan dari
penelitian ini yaitu untuk mendeskripsikan hasil Eksplorasi Arsitektur Masjid
Agung Sang Cipta Rasa Cirebon sebagai bahan ajar matematika berbasis STEAM,
mengetahui respon siswa terhadap bahan ajar matematika berbasis STEAM, dan
mengetahui peningkatan hasil belajar matematika terhadap penggunaan modul
matematika berbasis STEAM. Prosedur penelitian dan pengembangan yang
digunakan adalah model pengembangan ADDIE (Analysis, Design, Development,
Implementation, Evaluation). Pada Arsitektur Masjid Agung Sang Cipta Rasa
ditemukan konsep bangun datar segiempat dan segitiga. Respon peserta didik
terhadap modul matematika berbasis STEAM vyaitu baik (71%). Kemudian
penggunaan modul matematika berbasis STEAM berpengaruh terhadap hasil
belajar matematika siswa, yakni nilai rata-rata pre-test siswa sebelum
menggunakan modul adalah 34,6, adapun nilai rata-rata post-test siswa setelah
penggunaan modul adalah 52,2. Hasil uji normalitas menunjukkan bahwa data
tidak berdistribusi normal, sehingga uji hipotesis yang digunakan adalah uji
Wilcoxon yang diolah menggunakan software SPSS 22. Berdasarkan hasil analisis
uji Wilcoxon diperoleh nilai Asymp. sig (0,000 > 0,05). Dengan demikian modul
matematika berbasis STEAM dapat meningkatkan hasil belajar matematika siswa.

Kata kunci: Hasil PISA, Sumber Belajar, Masjid Agung Sang Cipta Rasa
Cirebon, Bahan Ajar, Modul, STEAM



ABSTRACT

ARCHITECTURAL EXPLORATION
OF THE GREAT MOSQUE SANG CIPTA RASA CIREBON
AS A STEAM-BASED MATHEMATICS TEACHING MATERIAL

This research was motivated by the results of the 2018 PISA which
showed the low math skills of students in Indonesia. One reason is that the teacher
acts as the only source of learning mathematics. In addition, based on
observations, it is known that teaching materials are not yet available for use by
students. So that it causes low understanding of mathematics and student learning
outcomes. To overcome this, research was carried out by designing STEAM-
based mathematics modules with the Sang Cipta Rasa Great Mosque as a learning
resource. The purpose of this study is to describe the results of the Architectural
Exploration of the Great Mosque of Sang Cipta Rasa Cirebon as STEAM-based
mathematics teaching materials, to find out students' responses to STEAM-based
mathematics teaching materials, and to find out the increase in mathematics
learning outcomes towards the use of STEAM-based mathematics modules. The
research and development procedure used is the ADDIE development model
(Analysis, Design, Development, Implementation, Evaluation). In the
Architecture of the Great Mosque of Sang Cipta Rasa, the concept of rectangular
and triangular flat wakes is found. Student responses to the STEAM-based
mathematics module were good (71%). Then the use of STEAM-based math
modules has an effect on students' mathematics learning outcomes, namely the
average pre-test score of students before using the module is 34.6, while the
average post-test score of students after using the module is 52.2. The results of
the normality test indicated that the data were not normally distributed, so the
hypothesis test used was the Wilcoxon test which was processed using SPSS 22
software. Based on the analysis results of the Wilcoxon test, the Asymp value was
obtained. sig (0.000 > 0.05). Thus the STEAM-based mathematics module can
improve students’ mathematics learning outcomes.

Keywords: PISA results, Learning Resources, The Great Mosque of Cirebon,
Teaching Materials, Modules, STEAM
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