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ABSTRAK 

 

 Pengembangan media pembelajaran interaktif berbasis aplikasi Android 

pada mata pelajaran Sistem Pengendali Elektronik kelas XI Teknik Elektronika 

Industri dilakukan berdasarkan permasalahan yang terjadi pada saat kegiatan 

pembelajaran. Produk yang dihasilkan pada penelitian ini berupa aplikasi Android 

yang dapat diakses melalui smartphone peserta didik. Penelitian ini bertujuan 

untuk mengembangkan media pembelajaran interaktif berbasis aplikasi Android 

untuk mata pelajaran Sistem Pengendali Elektronik kelas XI Teknik Elektronika 

Industri di SMKN 5 Kota Bekasi, serta mengetahui tingkat kelayakan produk 

berdasarkan uji ahli desain instruksional, ahli materi, ahli media, dan uji coba 

peserta didik.  

Metode penelitian yang digunakan adalah metode Research and 

Development (R&D) yang terbatas pada enam tahap, yaitu potensi dan masalah, 

pengumpulan data, desain produk, validasi desain, revisi desain, dan ujicoba 

produk. Produk akhir berupa aplikasi Android yang telah divalidasi oleh ahli 

desain instruksional, ahli materi, ahli media, dan diujicobakan kepada peserta 

didik kelas XI Teknik Elektronika Industri di SMKN 5 Kota Bekasi. Hasil uji 

kelayakan oleh ahli desain instruksional dengan persentase sebesar 83.3%, ahli 

materi sebesar 87.2%, dan ahli media sebesar 86.6%. Hasil uji coba peserta didik 

perorangan memperoleh persentase rata-rata sebesar 86.4% dan uji coba 

kelompok kecil memperoleh hasil persentase rata-rata sebesar 86.3%. 

Berdasarkan hasil penelitian, maka dapat disimpulkan bahwa media pembelajaran 

berbasis aplikasi Android secara keseluruhan sangat layak untuk digunakan dalam 

kegiatan pembelajaran. 

 

Kata Kunci: Media Pembelajaran, Android, Sistem Pengendali Elektronik 
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ABSTRACT 
 

 The development of Android-based interactive learning media on 

Electronic Control System (SPE) Subjects especially for 11th Grade Students of 

Industrial Electronics Engineering based on problems that occur during learning 

activities. The resulting final product is an Android application that can be used 

on students’ smartphones. The aim of this research is to develop interactive 

learning media on Electronic Control System (SPE) Subjects especially for 11th 

Grade Students of Industrial Electronics Engineering at SMKN 5 Kota Bekasi, 

and to determine the level of product qualified based on the assessment of 

instructional design expert, material expert, media expert, and student trials.  

This research used Research and Development is limited to six stages, 

namely potentials and problems, data collection, product design, validation 
design, revides design, and product trials. The final product is an Android 

apliccation that has been validated by instructional design expert, material 

expert, media experts, and students’ trials. The results of the assessment of 

instructional design expert with a percantage of 83.3%, material expert was 

87.2%, and media expert were 86.6%. The results of the One-To-One trials 

obtained an overall average percentage 86.4%, and small group trials obtained 

an overall percentage 86.3%. Based on the results of the research, the Android-

based interactive learning media on Electronic Control System (SPE) developed 

is very-well qualified and be used in learning activities. 

 

Keywords: Learning Media, Android, Electronic Control System 
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