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Abstract: This study aims to analyze the STEAM content on the P5 module-
based on Sasak Heritage. This research uses content analysis research and
literature review. Content analysis was used to analyze the integration between
STEAM and P5 in the modules that have been developed. Furthermore, this

analysis was also strengthened by conducting a literature review on the STEAM
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topic from articles in international journals published starting in 2017-2022. The
articles analyzed were 7 articles. The results obtained are that STEAM content
at the P5 module stage can be made in 5 ways in implementing STEAM, namely

by inter-discipline STEAM, several STEAM disciplines, as well as all STEAM

DOI: 10.29303/jppipa.v9i5.3966

disciplines at each stage of the planned project. STEAM integration can also be

carried out starting at the basic education unit level with the application of P5.

© 2023 The Authors. This open access article
is distributed under a (CC-BY License)

Introduction

The implementation of the Merdeka Curriculum is
a change in the world of education to keep pace with the
rapid changes in the current 2Ist century. The
breakthrough regarding the Merdeka Curriculum aims
to improve the quality of education in Indonesia so that
the graduates produced can compete with the needs of
the 21st century. Graduates in the 21st century must
have 4C capabilities which include critical thinking,
creative thinking, communication, and collaboration
(Arsanti et al., 2021). In addition, character is also very
important for students to have. Therefore, in the
Merdeka Curriculum, graduate competence must have
global competence and Pancasila character, which
competence is accommodated in the Pancasila Student
Profile. The Pancasila Profile contains piety to God
Almighty, faith and noble character, mutual
cooperation, critical thinking, independence, global
diversity, and creativity.
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One of the programs in the Merdeka Curriculum to
achieve graduates who have the competency of the
Pancasila Student Profile is the Pancasila Student Profile
Strengthening Project(P5). The implementation of P5 has
separate hours which are not integrated with other
subjects but must still allocate time like regular learning
(Cahyono, 2022). The implementation of P5 requires
students to directly observe the surrounding
environment while providing solutions related to the
problems resulting from these observations. So it's not
just a project based learning approach to classroom
learning.

In order to achieve P5 optimally, the teacher must
create a P5 module. Regarding the P5 module, teachers
are not used to preparing P5 modules. The modules that
have been provided by the Ministry of Education and
Culture have also not been able to facilitate the need for
implementing P5 in accordance with the conditions of
the surrounding environment and the school. There are
several studies related to the P5 module, including the
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P5 module based on local wisdom to increase the
cultural literacy of high school students in Bogor.
Nurwahidah et al. (2022) also developed modules based
on P5 and Lombok culture specifically for elementary
school students.

The implementation of P5 is also related to
environmental problems that can be integrated with
STEAM-based  learning  (Science, = Technology,
Engineering, and Mathematics). The integration of
STEAM learning is very important in relation to
supporting the achievement of global competencies and
in accordance with the 21st century. Learning that
integrates STEAM is very closely related to the lives
around students, able to improve problem solving skills,
creativity, and increase students' interest in STEAM
(Perignat & Katz- Buonincontro, 2019). STEAM
integration learning is also highly recommended for
elementary level students, this can simultaneously
explore their potential for STEAM to determine their
future career starting early (Li et al., 2020). Therefore, it
is important to integrate STEAM learning that goes hand
in hand with the implementation of P5 in elementary
school. Before the implementation is carried out the
teacher needs to know how P5 relates to STEAM.
Therefore, it is necessary to analyze the STEAM content
in the P5 Module based on the Sasak Heritage Project
which has been developed by Nurwahidah et al. (2022).

Table 1. List of Article Analysis
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The results of this study are expected to be able to
provide an overview of how to integrate STEAM content
in P5 for other topics. Therefore, this research is entitled
"Analysis of STEAM Content on the Module of Pancasila
Student Profile Strengthening Project (P5) Based on
Sasak Heritage".

Method

This study uses a qualitative approach with a
content analysis design. The content analyzed is STEAM
content on the Sasak Herritage-based P5 module which
has met valid and practical criteria. Research data on
content analysis will be reported using descriptive
analysis (Bozkurt et al., 2015). The data is obtained by
analyzing the stages in the P5 module. 13 projects from
the module will be analyzed. In each project, it will be
analyzed what forms of activity reflect the contents of
science, mathematics, technology, engineering, and art.
Furthermore, the results of the analysis were compared
with articles in international journals. The article must
meet the criteria with the same theme and be published
in 2021-2022. This is also a data triangulation process to
check the validity of the data obtained. So that the data
described is valid data. The articles analyzed are in the
Table 1.

Author Year

Title

Lyn D. English
Linda Hobbs, John Cripps Clark, and Barry Plant

2017
2018
Diego-Mantecon, J. M., Prodromou, T., Lavicza, Z., 2021
Blanco, T. F., & Ortiz-Laso, Z.

Sullivan, A., & Strawhacker, A. 2021

Kangas, K., Sormunen, K., & Korhonen, T. 2022
Lavicza, Z., Weinhand]l, R., Prodromou, T., Andi¢,
B., Lieban, D., Hohenwarter, M., Fenyvesi, K,
Brownell, C., & Diego-Mantecén, J. M.

Ng, A., Kewalramani, S., & Kidman, G.

2022

2022

Advancing Elementary and Middle School STEM Education
What Mathematics Education May Prepare Students for the
Society of the Future?

An attempt to evaluate STEAM project-based instruction from a
school mathematics perspective

Screen-Free STEAM: Low-Cost and Hands-on Approaches to
Teaching Coding and Engineering to Young Children.

Creative Learning with Technologies in Young Students’ STEAM
Education

Developing and Evaluating Educational Innovations for STEAM
Education in Rapidly Changing Digital Technology
Environments.

Integrating and navigating STEAM (inSTEAM) in early
childhood education: An integrative review and inSTEAM
conceptual framework

Result and Discussion

The P5 module was developed concerning the
Merdeka Curriculum which was implemented in 140
thousand schools based on the Decree of the Head of the
Education Standards, Curriculum and Assessment

Agency (BSKAP) Number 044/H/KR/2022
(Elementary School Directorate, 2022). This module was
created to support the achievement of P5

implementation. The implementation of P5 is a means to
produce graduates who have a Pancasila Student Profile

in accordance with the objectives of the Merdeka
Curriculum.

Based on the Merdeka Curriculum document, it is
known that there are seven themes to choose from in the
development of P5. The seven themes cover a
sustainable lifestyle, a voice of democracy, local wisdom,
building body and soul, entrepreneurship, work culture,
employment, and engineering and technology to build
the Unitary State of the Republic of Indonesia
(Kemendikbud, 2021). For the theme in Elementary
School four themes can be applied in SD namely, 1) local
wisdom, 2), sustainable lifestyle 3) engineering and
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technology to build the Unitary State of the Republic of
Indonesia, 4) Unity in Diversity. In the P5 module, the
theme used is Local Wisdom. Local wisdom that is
integrated with the module is Sasak Culture.

The dimensions of the P5 module based on Sasak
Heritage are global diversity and creativity. Based on
these dimensions, the elements chosen are knowing and
appreciating the culture and generating original ideas.
Integration of local culture in learning can improve the
quality of learning (Yana et al., 2022). The sub-elements

May 2023, Volume 9 Issue 5, 54-60

of knowing and appreciating culture are exploring
culture and cultural identity and exploring and
comparing cultural knowledge, beliefs, and practices.
The achievement of dimensions, elements, and sub-
elements in the P5 module is integrated with Sasak
culture. The link is in the stages of the activities in this
P5 Module. In more detail, the stages of activities in the
P5 module are described as Figure 1.

TAHAPAN DALAM PROJEK 52 JP @35 MENIT

Selidik Keragaman Selidik Keragaman z
P i |
Budaya Sasambo: Budaya Sasambo: Ak K::::t;:: Has:‘
Bahasa, Rumah Adat, Makanan dan tarian Heritage (5 JP) (3°) e
dan Pakaian Adat (2 JP) tradisional (2 JP)
Desain Kreasi Presentase  Hasil 2 i ;
Lacak Jejak Buda Planing Lacak Jejak
Bangunan Lumbung Lacak Jejak Budaya Sasak (:gp) e Budaya Sasak (2 JP)
(2P) Sasak (5JP)
Projek Kreasi Uji Coba & Refleksi dan Pameran Karya Project Reward
Bangunan Lumbung Presentasi 5
(2 1P) (6 JP) Evaluasi (3 JP) (3 1P) (21P)

Figure 1. Project Stages in The Sasak Heritage Based P5 Module

The project stages in the P5 module based on Sasak
Heritage include the introduction stage, the contextual
stage, the action stage, the reflection stage and the
follow-up stage. Activities to investigate the diversity of
Sasambo Culture, Sasak Herritage Collage, and
Presentation of the Results of Sasak Culture Collage are
preparatory stages. The contextual stage includes
tracking planning activities, tracking traces of Sasak

1. SELIDIK
KERAGAMAN BUDAYA  Parsiapan.
SASAMBO: 1. Guru menyiapkan

NAHASA, RUMAH ADAT, DAN
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Tujuan- subu Sasarnbo,

1. Mengidentitikasi keragaman
Lahaza, pakaian, dan rumah
aclat budaya Sazambo

Z. Mendesloipsikan
penmulalivan, kapureayaan,
cdmn pembtok cdmrn brsr basapn
kelarnpnk hlaciays

Wiaktu: 219

Alat bahan: ppt terkalt pokok
pahasan, video pembelajaran,
Iud unond. 4

reran guru. Narasumber dan
framihilatear

materi
Sazambo (Bahaza, pakaian, rumah adat, adot
pomikahan/keparcayaan) dalam bentuk ppt.

2. Guru monypkan video yang mongenal budaya

A Giuru msnyidpksan RO untuk msnsmmgnikan gipt
Kerta vidden pembislajsran

ot
Cembar 2. Perempuan menggunoken A/mpur
o

Culture, and the percentage of trace results of Sasak
Culture. The design activities for the creation of the
granary building and the project for the creation of the
granary building are the action stages. The reflection
stage includes trials and presentations and reflection
and evaluation. For the final stage, the follow-up stage
includes work exhibitions and reward projects.

mengenal Suku

Caarestson 1 Cderare  ewveperer
Fuambe. L L

Rufarensi Guru:

httpe-//bit Iy /wikl esesk
hotpz/ble iv/rimba zazak
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Figure 2. Stage of Sasambo Culture Investigation
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The investigation activity on the cultural diversity
of Sasambo aims to enable students to be able to identify
the diversity of language, traditional clothes, and
traditional houses of the Sasambo culture. In addition,
students are expected to be able to describe the
knowledge, faith, and practices of various cultural
groups. Students are also expected to be able to identify
the diversity of food and traditional dances of the
Sasambo culture. Integrating learning by instilling local
cultural values is expected to offset the negative impact
of foreign culture (Syarif et al., 2016).

The investigation activities of Sasambo culture
through research on the diversity of languages,
traditional clothes, traditional houses, and Sasambo
foods there is Science content from STEAM. Science can
be seen from these inquiring activities students know
about biodiversity which is used as the basic ingredient
of Sasak cultural products. For example, in the
traditional house of the Sasak culture, the roof used is
made of natural materials, namely palm leaves. Students
will investigate why palm leaves are used. Students will
also know the process of science skills that are used by
the community to dry the palm leaves so that they can
be used for years. The process of science skills and
knowledge of science is equally important in learning
(Zimmerman, 2000). Learning science which emphasizes
the development of science skills processes can be
carried out with the STEAM approach to learning
(Nutbrown, 2019).

In this Sasambo cultural investigation activity,
there is also technology content from STEAM.
Knowledge of how Sasak products are made is a
technological content in STEAM. For example,
regarding the technology used in the manufacture of
traditional Sasak buildings made from natural materials,
namely the pillars and the framework are all made of
wood. There is a technology applied to joining these
woods without using nails. This knowledge is the
Technology content in the Sasak culture-based P5
Module. STEAM learning by engaging with digitization
can create a fast-paced technology environment (Lavicza
et al., 2022).

3. KOLASE Persiapan
SASAK 1 Peserts dibagi menjadi brberaps
kelompok  yang ranppotukan  3-4
HERITAGE il o
2. Gury mengatur warktu dan
Muan mengingatkan terkalt bataz  waktu
pr kolse
kcra:amun budaya
Saz0k. Pelaksanaan: N
2, Mengembangkan 1. Tlap kelompok mencarl gambar dan '
Ragasan dan Juga Informazl mengenal Keragaman
Imajinatif untuk budaya Sasak di Internet.
mengekspresikan 2. Perkelompok  kemudian  menyusun
pamahaman Informazl  mengenal - keragaman
keragaman budaya budaya Sasak dalam bentuk kalase. Tugas:
Sasak dalam kolase 1. Pembuatan kolase mengenal keragaman
5 budaya Sasak sesual dengan kreasl tiap
Waktu: SIF ‘ﬁ‘ P q ketlompok.
; * r'\
Alat dan bahan. Kolase B & \ ﬂ
PO g f

projik kelompok >

Paran guru: Fasilitator
e

Figure 3. Stage of Sasak Haritage Collage
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The goals achieved by students in the Sasak
Heritage Collage Activity are that students are expected
to be able to describe Sasak culture, develop ideas, and
be imaginative to express an understanding of the
diversity of Sasak culture in collages. Through this
collage project activity, the technological content of
STEAM is how the technology is used in gluing items
that are made into collages. Technology is not always
synonymous with tools and replaces the role of
children's play, the use of blocks or puzzles is also
technology in early childhood learning (Ng et al., 2022).
In this collage activity, Art content also appears on how
students consider beauty in composing collages.
Integrating the arts in learning with other disciplines can
instill the development of creativity and artistic
expression starting at the early school level (Siciliano et
al., 2019).

6. Lacak Jejak  persiapan:

Budaya Sasak 1 Guru berkoordinasi dengan kepala sekolah untuk mengurusi perijinan dan transportasi ke desa
wisata
2. Guru berkoordinasi dengan orang tua peserta didik untuk mendukung dan memberikan ijin
Tujuan: peserta didik melakukan eksplorasi budaya ke desa wisata.
Membandingkan 3. Guru dengan agen perj untuk mengurusi transportasi ke desa
pengetahuan, wisata.

kepercayaan, dan
praktik dari
keragaman budaya

4. Guru berkoordinasi dengan pengelola desa wisata untuk membahas teknis pelaksanaan
observasi

Sasak di desa

wisata,

5. Guru berkoordinasi dengan guru dari kelas
lain untuk mendukung proses eksplorasi di
desa wisata.

6. Guru menylapkan
observasi di desa wisata.

7. Guru menyiapkan Lembar Wawancara yang
telah disusun pada pertemuan sebelumnya.

Waktu: 12)p
Alat bahan: rundown  kegiatan
Lembar
wawancara,
kamera, dan alat
tulis

Peran Guru:

Gambar 13, Kunjs
Fasilitator Sumber: it

Figure 4. Trace of The Sasak Cultural Traces

The cultural tracing activity stage aims to enable
students to compare knowledge, faith, and practices
from the diversity of Sasak culture in tourist villages. So
this activity was planned by inviting students to directly
observe Sasak culture in tourist villages. In the Lombok
area, there is a tourist village, namely Sade Village,
Central Lombok. In this village, there are original
buildings of the Sasak tribe, processing of Sasak
weaving, typical crafts of the Sasak tribe, and so on.
Science content at this stage students seek knowledge
directly, for example, students can learn the scientific
processes used to make Sasak buildings. The scientific
process can also be known by processing natural
materials into typical Sasak weaving. The integration of
science learning with culture can significantly improve
students' critical thinking skills (Verawati et al., 2022). At
this stage, students learn about the technology used in
making traditional Sasak houses, technology for making
woven fabrics, and so on. Therefore, at this stage,
students also learn technology directly. Students
compare conventional technology and modern
technology.
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8. Desain Kreasi

Bangunan Persiapan:

Lumbung 1. Guru menyusun masalah kontekstual kepada
peserta didik terkalt masalah budaya daerah
yang mulai tergeser dengan modernisasi dan

Tujuan: potensi wisata Pulau Lombok

Mengembangkan 2. Guru mendesain Jalannya diskusl yang sesual

gagasan dan untuk forum kelas (termasuk pembentukan

imajinatif yang kelompok 3-4 peserta didik).

dimiliki untuk 3. Guru membuat pertanyaan stimulus untuk

r’“b“;‘:“" atau mengaktifkan jalannya diskusi.

nsep dasar

bangunan

Waktu: 2)p Pelaksanaan :

1. Guru menayangkan masalah kontekstual kepada

/Aot babas: peserta didik terkalt masalah budaya daerah

i yang mulai tergeser dengan modernisasi dan
it E potensi wisata Pulau Lombok dalam Power Point
S& 2. Guru meminta siswa membuat desain bangunan

. dengan mengaitkan dengan bentuk bangunan

Sasak untuk mendukung potensi wisata Lombok

Fasilitator 17. Bangunan berbentuk Lumbung

Figure 5. Lumbung Building Creation Design Stage

The next stage of the P5 module is Lumbung
Building Creation Project. In this project, students were
asked to make a miniature of the traditional Sasak
building, namely the Lumbung, using straws. At this
stage, the technological load is seen in the number of
straws specified in the Lumbung building to determine
its strength. The design of the Lumbung building by
considering the strength of the building is an application
of technology in STEAM learning. There are five
technological dimensions in STEAM learning which
include design, craft, documentation tools, engineering,
and programming (Kangas et al., 2022). The process and
method of combining straws to form straws is an
implementation of the engineering content in STEAM.
Through this activity, students can arrange to combine
the straws by playing. There are basic engineering skills
that students carry out in these activities. One example
of basic engineering in STEAM that is carried out by
elementary school children is when they play building a
house, the process of them dismantling and assembling
blocks into a house is an engineering process (Sullivan &
Strawhacker, 2021).

9. Projek Kreasi .
Persiapan:

Bangunan 1. Guru mendesain kelas untuk pembuatan
Lumbung proyek Kreasi Bangunan Lumbung (kelompok
3-4 peserta didik).
Tujuan:
Menghasilkan Pelaksanaan :
miniatur bangunan 1. Guru meminta siswa berkelompok membuat
Sasak Heritage. proyek  Kreasi ~ Bangunan  Lumbung
berdasarkan desain yang dibuat sebelumnya.
Waktu: 8P 2. Guru memfasilitasi masing-masing kelompok
untuk menyelesaikan proyeknya.
3. Guru memfasilitasi siswa yang ingin
Alat bahan: mengganti realisasi proyek dengan desain

yang dibuat sebelumnya.
4. Guru memastikan semua anggota kelompok
ikut berpastisipasi

Sedotan, pengait
sedotan, lem.

Peran Guru:
Fasilitator Tugas :
1. Membuat Proyek Kreasi Bangunan Lumbung

dari sedotan secara berkelompok.

Figure 6. Lumbung Building Creation Project Stage

The mathematical content at the stage of the
Lumbung Building Creation Project can be seen from the
process they carry out calculations from the designs they
make. They will take into account how many straws to
use in making the pole sturdy. If the straw has been used
for the pole they will count how many straws can be
used again. Of course, this requires calculations so that
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the design they make fulfills strong and beautiful
elements. In the STEAM project about building Lego, the
mathematical content is in the algorithm about building
Lego and how many arrangements are possible using
mathematical reasoning (Diego-Mantecon et al., 2021).
There is also artistic content in this activity. In addition
to the design of the building, the granary must be sturdy
but also beautiful. There is an element of beauty that is
adapted to the shape of the original Lumbung building.
Art collaboration in projects related to the real world as
STEAM projects can develop the abilities of students
who can become generations who can contribute to the
country in the future (Land, 2013).

10. Uji Coba Persiapan:
dan Pr i 1. Guru kelas untuk kegiatan uji coba kekuatan dan presentasi karya Proyek Kreasi
Bangunan Lumbung di luar kelas.
N 2. Guru lembar untuk kekuatan proyek Kreasi Bangunan Lumbung
Tujuan: yang dikaitkan dengan materi bilangan pada matematika.
Mengksplorasi
Proyek bangunan Pelaksanaan :
Sasak Heritage. 1. Guru meminta siswa secara
berkelompok untuk
mempresentasikan hasil karya proyek
Waktu: 6P Kreasi Bangunan Lumbung
2. Guru menguji kekuatan masing-
masing karya proyek Kreasi Bangunan
Alat bahan: ;u:jkbung bersama dengan peserta
. idik.
s‘;':éu"n'::“k 3. Guru  meminta  peserta  didik
memberikan komentar untuk
perbaikan proyek Kreasi Bangunan
—— Lumbung dari kelompok lain.
Fasilitator Tugas :

1. Guru meminta peserta didik menyelesaikan lembar kerja uji kekuatan.
2. Guru meminta peserta didik membuat notulensi hasil diskusi komentar dan masukan
perbaikan kelompok lain.

Figure 7. Building Test Stage

At the trial stage of the building made, there is
mathematical content. Mathematics is in the process of
counting coins to test the strength of the Granary
building which has been assembled from straws.
Students are also asked to compare which building is
stronger based on the number of coins that the building
can hold. So that in this activity students can distinguish
which number is larger on the number line. For example,
8 is greater than 6, or 4 is less than 7. In STEAM projects,
mathematics can be integrated into a transdisciplinary
approach that includes mathematical content, formative
assessment, and the development of thought processes
that promote a positive attitude toward mathematics.
(Diego-Mantecon et al., 2021).

Conclusion

P5 implementation on one topic can be carried out
in several stages. At each stage of the Sasak Heritage
Project, there is STEAM content. At the research stage of
Sasambo Culture, there is STEAM content, namely
science, and technology. Furthermore, at the Sasak
Heritage College stage, there is STEAM content, namely
technology, and art. As for the Sasak Culture Trace Track
stage, the STEAM content is in science and technology.
The STEAM content as a whole, including science,
technology, engineering, and mathematics, is at the
stage of the Sasak Building Creation Project. At the
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design stage of the Sasak building, there is technology
and engineering content. While at the product trial stage,
there is mathematical content. Based on these results it
can be concluded that STEAM in P5 can be implemented
at project stages designed by implementing STEAM
implementation types, namely inter-discipline STEAM,
several STEAM disciplines, or all STEAM disciplines.
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