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ABSTRAK 

 

Firnanda, Anita. 2026. Pelaksanaan Ekstrakurikuler Coding Berbasis Scratch Di SD 

Muhammadiyah 4 Kota Batu, Skripsi, Jurusan Pendidikan Guru Sekolah 

Dasar, Fakultas Pendidikan, Sains, dan Humaniora Universitas 

Muhammadiyah Malang, Pembimbing (I) Dr. Erna Yayuk, M.Pd 

 

Kata Kunci :Ekstrakurikuler Coding, Scratch, Perencanaan, Pelaksanaan, 

Evaluasi, Tantangan 

Ekstrakurikuler coding berbasis Scratch merupakan kegiatan pembelajaran 

yang dirancang untuk mengenalkan dasar-dasar pemrograman kepada siswa 

sekolah dasar melalui media yang interaktif dan mudah dipahami. Penelitian ini 

bertujuan untuk mendeskripsikan penerapan ekstrakurikuler coding berbasis 

Scratch di SD Muhammadiyah 4 Kota Batu yang meliputi perencanaan, 

pelaksanaan, evaluasi, serta tantangan dalam pelaksanaannya. 

Penelitian ini menggunakan pendekatan kualitatif deskriptif dengan jenis 

studi kasus. Lokasi penelitian berada di SD Muhammadiyah 4 Kota Batu dengan 

fokus pada kegiatan ekstrakurikuler coding berbasis Scratch. Teknik pengumpulan 

data dilakukan melalui observasi, wawancara, dan dokumentasi. Analisis data 

dilakukan melalui reduksi data, penyajian data, dan penarikan kesimpulan, 

sedangkan keabsahan data diuji dengan triangulasi sumber dan triangulasi teknik. 

Hasil penelitian menunjukkan bahwa (1) Perencanaan ekstrakurikuler 

coding dilakukan secara bertahap melalui sosialisasi Program CodingMU kepada 

pihak sekolah, koordinasi internal, penetapan jadwal dan koordinator kegiatan, 

penyiapan sarana dan prasarana, sosialisasi kepada orang tua siswa, pendaftaran 

dan pendataan peserta, penyelesaian administrasi program, penyiapan akun 

pembelajaran. (2) Pelaksanaan kegiatan dilakukan secara terstruktur mulai dari 

pengenalan aplikasi Scratch, praktik penggunaan fitur dasar, hingga pembuatan 

proyek sederhana oleh siswa secara bertahap. (3) Evaluasi dilakukan melalui 

pengamatan proses belajar dan hasil proyek siswa yang dinilai berdasarkan 

perkembangan keterampilan dan pemahaman mereka. (4) Tantangan dalam 

pelaksanaan meliputi perbedaan kemampuan siswa dalam memahami materi, 

keterbatasan waktu pembelajaran, serta kendala teknis perangkat. 
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ABSTRACT 

 

Firnanda, Anita. 2026. Implementation of Scratch-Based Coding Extracurricular 

Activities at SD Muhammadiyah 4 Kota Batu, Undergraduate Thesis, 

Department of Elementary School Teacher Education, Faculty of 

Education, Science, and Humanities, Universitas Muhammadiyah Malang. 

Advisor: (I) Dr. Erna Yayuk, M.Pd. 

 

Keywords: Coding Extracurricular, Scratch, Planning, Implementation, 

Evaluation, Challenges 

Scratch-based coding extracurricular activities are learning programs 

designed to introduce basic programming concepts to elementary school students 

through interactive and easy-to-understand media. This study aims to describe the 

implementation of Scratch-based coding extracurricular activities at SD 

Muhammadiyah 4 Kota Batu, including planning, implementation, evaluation, and 

challenges in its implementation. 

This research used a descriptive qualitative approach with a case study 

design. The research was conducted at SD Muhammadiyah 4 Kota Batu, focusing 

on Scratch-based coding extracurricular activities. Data collection techniques were 

carried out through observation, interviews, and documentation. Data analysis was 

conducted through data reduction, data presentation, and conclusion drawing, while 

data validity was tested using source triangulation and technique triangulation. 

The research results indicate that: (1) The planning of the coding 

extracurricular program was carried out in stages through the socialization of the 

CodingMU Program to the school, internal coordination, the establishment of 

schedules and activity coordinators, the preparation of facilities and infrastructure, 

socialization to parents, participant registration and data collection, completion of 

program administration, and the preparation learning accounts.(2) The 

implementation of the activities was conducted systematically, starting from the 

introduction to the Scratch application, practice using basic features, to the gradual 

creation of simple projects by students. (3) Evaluation was conducted through 

observation of the learning process and students’ project outcomes, which were 

assessed based on the development of their skills and understanding. (4) The 

challenges in implementation included differences in students’ abilities to 

understand the material, limited learning time, and technical issues related to 

devices. 
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