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ABSTRAK

Maria Olpah, 2026. Pengembangan Game Banjar Ecoguardian Berbasis
Computational Thinking Terintegrasi Konteks Lokal Banjar untuk Meningkatkan
Literasi Sains Peserta Didik Pada Materi Ekosistem yang Seimbang. Pembimbing :
() Prof. Dr. Arif Sholahudin, M.Si. (I1) Dr. Utami Irawati, S.Si. M.E.S

Literasi sains dan computational thinking peserta didik saat ini masih rendah akibat
pembelajaran konvensional yang belum mengoptimalkan kearifan lokal. Penelitian
ini bertujuan mengembangkan media interaktif berupa game edukasi "Banjar
EcoGuardian™ berbasis computational thinking terintegrasi konteks lokal Banjar
untuk meningkatkan literasi sains pada materi ekosistem. Metode penelitian
menggunakan Research and Development (R&D) model ADDIE. Validasi
dilakukan oleh pakar materi dan media, dilanjutkan uji coba pada 8 peserta didik.
Uji implementasi menggunakan desain one group pretest-posttest pada 30 peserta
didik kelas V SDN Tatah Jaruju. Data dikumpulkan melalui lembar validasi,
angket, dan tes literasi sains, kemudian dianalisis secara deskriptif. Hasil penelitian
menunjukkan: (1) game dinyatakan sangat valid oleh ahli media (88,89%—91,67%)
dan ahli materi (82,0%-94,8%); (2) sangat praktis berdasarkan respon peserta didik
(92,25%); dan (3) sangat efektif meningkatkan literasi sains dengan skor N-Gain
0,8276 (kategori tinggi) serta berbeda signifikan secara statistik (0,000 < 0,05).
Dengan demikian, game Banjar EcoGuardian dinyatakan layak digunakan untuk
meningkatkan literasi sains peserta didik.

Kata Kunci: Computational Thinking, Ekosistem, Konteks Lokal Banjar, Literasi
Sains, Model ADDIE.
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ABSTRACT
Maria Olpah, 2026. Development of a Computational Thinking-based Game for the Local
Community of the Banjar Ecoguardian to Increase Students’ Science Literacy on the
Topic of Balanced Ecosystems. Advisors: (I) Prof. Dr. Anf Sholahudin, M.Si. (II) Dr.
Utami Irawati, SSi M.E S.

Keywords: Science Literacy, Computational Thinking, Local Context of the Banjar,
Ecosystem, ADDIE Model.

Students' literacy and computational thinking are currently low due to conventional
leaming methods that do not make optimal use of local wisdom. This study aims to develop
an inferactive media game called "Banjar EcoGuardian", which is based on computational
thinking and integrated with the local context of the Banjar people. to improve science
literacy in the subject of balanced ecosystems. The research method used was the ADDIE
(Analysis, Design, Development, Implementation, Evaluation) model. The research was
validated by subject and media experts, and then tested on eight students. Implementation
testing was conducted using a one-group pretest-posttest design with 30 students in Year 5
at SDN Tatah Jaruju. This study employed validation sheets, questionnaires, and science
literacy tests to collect the data. It analysed the data descriptively The results of the study
showed that: (1) the media expert validated the game as highly valid (88.89-91.67%) and the
subject expert (82.0-94.8%); (2) The students’ responses validated its high practicality
(92.25%); and (3) the study substantiated its high effectiveness in enhancing science literacy,
yielding an N-Gain score of 0.8276 (high category) and a significant statistical difference
(0.000 < 0.05). Therefore, the game Banjar EcoGuardian' i1s considered suitable for
improving students' science literacy.

Banjarmasin, July 28, 2026
Approved by:
cag anguage Center

“ .

\ » (e +
Dr. Hj. Ndor Eka Chandra, M.Pd
NIP. 197710232001122003
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