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ABSTRAK 

 

Muhammad Afifudin, Perencanaan Pembuatan Aplikasi Mobile Berbasis 

Android Sebagai Media Pembelajaraan Interaktif Untuk Materi Elektronika 

Digital Kelas X Program Studi Keahlian Elektronika Industri di SMK 

Komprehensif, Jakarta, Program Studi Pendidikan Teknik Elektronika, 

Fakultas Teknik, Universitas Negeri Jakarta. 

 

Karya Komprehensif ini memiliki tujuan untuk merancang Aplikasi Mobile 

Berbasis Android Sebagai Media Pembelajaraan Interaktif yang 

mempermudah siswa untuk belajar melalui android pintar tanpa harus 

bertemu tatap muka dengan guru. Media ajar  ini menjadi salah satu bentuk 

media belajar yang mempermudah siswa dalam mengakses materi ajar. 

 

Berbagai kelebihan dari media ajar ini yakni peningkatan hasil belajar serta 

retensi, mengakomodasi banyak gaya belajar yang variatif yang disukai 

siswa, efektif pada berbagai taksonomi tujuan pembelajaran, 

membangkitkan motivasi, memfasilitasi interaktif dan individualisasi, 

keajegan, serta mengendalikan proses pembelajaran. Penggunaan media 

software mobile learning pada pembelajaran dapat menunjang pemahaman 

siswa dan memupuk sikap serta budaya yang  positif bagi siswa terhadap 

konten pembelajaran.   

 

Kata kunci : Perencanaan, Media Pembelajaran Interaktif, Aplikasi, 

Android  
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ABSTRACT 

 

Muhammad Afifudin, Manufacturing Planing an Android-Based Mobile 

Application as an Interactive Learning Media for Class X Digital 

Electronics Material, Industrial Electronics Skills Study Program at 

Comprehensive Vocational School, Jakarta, Electronics Engineering 

Education Study Program, Faculty of Engineering, Jakarta State University. 

 

This Comprehensive Paper is to design and build an Android-Based Mobile 

Application as an Interactive Learning Media that makes it easier for 

students to learn through smart androids without having to meet face-to-face 

with teachers. This learning media is a form of learning media that makes it 

easier for students to access teaching materials. 

 

The various advantages of this teaching medium are improving learning 

outcomes and retention, accommodating many varied learning styles that 

students like, being effective in various taxonomy of learning objectives, 

generating motivation, facilitating interaction and individualization, 

persistence, and controlling the learning process. The use of mobile learning 

software media in learning can support student understanding and foster a 

positive attitude and culture for students towards learning content.   

 

Keywords: Planning, Interactive Learning Media, Application, Android 

 

 

 

 

 

 

 

 

 



 

vii 

 

DAFTAR ISI 

 

LEMBAR PENGESAHAN ....................................................................... i 

HALAMAN PERNYATAAN ................................................................... ii 

KATA PENGANTAR .............................................................................. iii 

LEMBAR PERSETUJUAN PUBLIKASI ............................................. iv 

ABSTRAK ................................................................................................. v 

ABSTRACT ............................................................................................... vi 

DAFTAR ISI ............................................................................................ vii 

DAFTAR TABEL .................................................................................... ix 

DAFTAR GAMBAR ................................................................................. x 

DAFTAR LAMPIRAN ............................................................................ xi 

BAB I PENDAHULUAN .......................................................................... 1 

1.1. LATAR BELAKANG MASALAH .................................................... 1 

1.2. IDENTIFIKASI MASALAH ............................................................ 3 

1.3. PEMBATASAN MASALAH ............................................................ 3 

1.4. PERUMUSAN MASALAH .............................................................. 3 

1.5. TUJUAN PENULISAN .................................................................... 2 

1.6. MANFAAT PENULISAN ................................................................ 2 

BAB II TINJAUAN PUSTAKA ............................................................... 5 

2.1. LANDASAN TEORITIK ................................................................. 5 

2.1.1 Perencanaan Pengembangan Aplikasi Android .................... 5 

2.1.2 Mobile Learning ....................................................................... 6 

2.1.3 Media Pembelajaran Interaktif .............................................. 9 

2.1.4 Sekolah Menengah Kejuruan................................................ 17 

2.2. KONSEP MEDIA YANG DIKEMBANGKAN ................................. 17 

2.3. PENELITIAN YANG RELEVAN ................................................... 18 

2.4. KERANGKA BERPIKIR .............................................................. 18 



 

viii 

 

BAB III PERENCANAAN DAN PEMBAHASAN .............................. 23 

3.1. PERENCANAAN .......................................................................... 23 

3.1.1 Perencanaan Penulisan .......................................................... 23 

3.1.2 Tujuan Perencanaan .............................................................. 23 

3.1.3 Sasaran Media ........................................................................ 23 

3.1.4 Capaian Pembelajaran .......................................................... 23 

3.1.5 Metode Perencanaan .............................................................. 24 

3.2. PEMBAHASAN ............................................................................ 25 

3.2.1 Tahap Analisis ........................................................................ 25 

3.2.2 Tahap Desain dan Pengumpulan Informasi ........................ 38 

3.2.3 Produk Akhir Perencanaan .................................................. 44 

BAB IV KESIMPULAN DAN SARAN................................................. 46 

4.1. KESIMPULAN ............................................................................. 46 

4.2. SARAN ....................................................................................... 46 

DAFTAR PUSTAKA .............................................................................. 47 

DAFTAR RIWAYAT HIDUP ............................................................... 53 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

ix 

 

DAFTAR TABEL 

 

Tabel 2. 1 Indikator Penilaian Kesesuaian ......................................... 15 

Tabel 3. 1 Capaian Pembelajaran ....................................................... 23 

Tabel 3. 2 Gerbang NOT .................................................................... 32 

Tabel 3. 3 Teorema Aljabar Boole untuk Variabel Tunggal .............. 34 

Tabel 3. 4 Fungsionalitas Navigasi .................................................... 38 

 

 



 

x 

 

DAFTAR GAMBAR 

 

Gambar 2. 1. Manfaat Media Pembelajaran ....................................... 11 

Gambar 2. 2. Kerangka Berpikir ........................................................ 17 

Gambar 3. 1. Konten Pembelajaran Dasar Teknik Digital ................. 26 

Gambar 3. 2. Representasi Logika „0‟ dan „1‟ dalam Rangkaian....... 27 

Gambar 3. 3. Penurunan teorema variabel tunggal ............................ 34 

Gambar 3. 4. Tampilan Operating Sistem Windows Phone ............... 39 

Gambar 3. 5. Struktur Navigasi Aplikasi ........................................... 38 

Gambar 3. 6. Diagram Blok Materi .................................................... 39 

Gambar 3. 7. Rancangan Struktur Pada Halaman Soal ...................... 38 

Gambar 3. 8. Produk Akhir ................................................................ 39 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

file:///C:/Users/Asus/Downloads/REVISI%20KOMPRE%20AFIFUDIN.docx%23_Toc172436371


xi 

 

xi 

 

 

DAFTAR LAMPIRAN 

 

Lampiran 1. Rumusan indikator dan tujuan Mata Pelajaran 

Elektronika digital oleh kemendikbud……………………………....50 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


