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ABSTRAK

LARRAS EKAWATI AZZAHRA. 1808108002. Implementasi Pembelajaran
Berbasis STEAM (Science, Technology, Engineering, Arts, Mathematics) Pada
Media Loose Part Di TK Bougenvil Kabupaten Kuningan.

Perkembangan teknologi pada abad 21 memunculkan tantangan dan
tuntutan baru dalam dunia pendidikan. Tantangan dan tuntutan baru tersebut
meliputi 2 hal yakni mengharuskan pembelajaran lebih mempersiapkan anak
dalam menghadapi dunia kerja serta menggabungkan ke 5 bidang (Sain,
Teknologi, Teknik, Seni, Matematika) dalam proses pembelajaran. Maka dari itu
tujuan dari penelitian ini akan menguraikan secara deskriptif mengenai
implementasi pembelajaran STEAM (science, technology, engineering, arts,
mathematics) pada media loose part di TK Bougenvil Kabupaten Kuningan.

Jenis penelitian yang akan digunakan ialah penelitian kualitatif deskriptif.
Sumber data yang digunakan dalam penelitian ini yakni sumber data primer yang
didapatkan dari pendidik di TK Bougenvil dan sekunder yang didapatkan dari
dokumentasi berupa foto penggunaan media loose part. Teknik pengumpulan data
peneliti perolen melalui wawancara kepada guru kelas, observasi kepada dua
puluh delapan anak beserta guru kelas, dan dokumentasi foto pada saat anak dan
guru menggunakan media loose part. Sedangkan teknik analisis yang digunakan
dalam penelitian ini yakni reduksi data, penyajian data dan verifikasi.

Hasil penelitian ditemukan bahwa implementasi pembelajaran bebasis
STEAM (science, technology, engineering, arts, mathematics) di TK Bougenvil
sudah dilaksanakan sebanyak 2 kali dalam satu bulan. Selama pelaksanaan ini
tentunya masih terdapat ketidaksesuaian dengan konsep STEAM pada media
loose part seperti terdapatnya instruksi, tidak diterapkan langkah eksplorasi serta
tidak ada format RPPH dan penilaian harian. Selain itu, untuk dampak yang
diberikan sudah cukup baik terutama pada kemandirian, keaktifan, menghargai
teman serta berkomunikasi. Namun pada indikator 2 (imajinatif) masih kurang
baik.

Kata Kunci: Abad 21, STEAM, Loose Part, Anak Usia Dini



ABSTRACT

LARRAS EKAWATI AZZAHRA. 1808108002. “Implementation of STEAM
Learning (Science, Technology, Engineering, Arts, Mathematics) Media Loose
Part at Bougenvil Kindergarten, Kuningan Regency”.

The development of technology in the 21st century raises new challenges
and demands in the world of education. These new challenges and demands
include 2 things, namely requiring learning to better prepare children for the
world of work and combining 5 fields (Science, Technology, Engineering, Art,
Mathematics). in the learning process. Therefore, the purpose of this study is to
describe descriptively the implementation of STEAM learning (science,
technology, engineering, arts, mathematics) media loose part at Bougenvil
Kindergarten, Kuningan Regency.

The type of research that will be used is descriptive qualitative research.
The data sources used in this study are primary data sources obtained from
educators at Bougenvil Kindergarten and secondary data obtained from
documentation in the form of photos of the use of loose part. The data collection
technique was obtained through interviews with classroom teachers, observations
of twenty-eight children and their class teachers, and photo documentation when
children and teachers used loose part. While the analytical techniques used in this
research are data reduction, data presentation and verification.

The results of the study found that the implementation of STEAM-based
learning (science, technology, engineering, arts, mathematics) at Bougenvil
Kindergarten had been carried out 2 times in one month. During this
implementation, of course, there are still discrepancies with the STEAM concept
on loose part , such as the presence of instructions, no exploration steps applied
and no RPPH format and daily assessment. In addition, the impact given is quite
good, especially on independence, activeness, respect for friends and
communication. However, indicator 2 (imaginative) is still not good.

Keywords: 21st Century, STEAM, Loose Part, Early Childhood
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