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ABSTRAK

Pengembangan media whiteboard animation sebagai alat bantu diri dalam
penanganan gangguan mood ringan dengan pendekatan cognitive
behavioral therapy pada peserta didik SMK Negeri 26 Jakarta Timur
dibuat berdasarkan hasil studi pendahuluan yan telah dilakukan kepada
peserta didik kelas X dan Xl telah ditemukan bahwa 41 peserta didik
masuk kategori ganguan mood ringan. Metode yang digunakan dalam
penelitian ini ialah menggunakan Design Based Research (DBR) dibagi
menjadi tiga tahap utama, yaitu analisis dan eksplorasi, desain dan
konstruksi, serta evaluasi dan refleksi.Teknik pengambilan sampel yang
digunakan pada tahap analisis kesenjangan adalah purposive sampling
Non probability sampling. Alat untuk mengumpulkan data berupa angket,
wawancara, dan tes penilaian media dilakukan oleh validator yang terdiri
dari ahli media, ahli konten, dan ahli pengguna. Berdasarkan data tersebut
hasil evaluasi yang sudah dilakukan oleh ahli media mencapai 80%,
evaluasi oleh ahli konten mendapatkan hasil 80%, dan penilaian dari ahli
pengguna mencapai 90%, sehingga hasil pengembangan media ini
secara keseluruhan dikategorikan penelitian yang sangat baik.
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ABSTRACT

The development of whiteboard animation media as a self-help tool in
handling mild mood disorders with a cognitive behavioral therapy
approach to students of SMKN 26 East Jakarta was made based on the
results of preliminary studies that had been carried out on students in
grades X and Xl It was found that 41 students were categorized as mild
mood disorders. The method used in this research is Design Based
Research (DBR) which is divided into three main stages, namely analysis
and exploration, design and construction, and evaluation and reflection.
The sampling technique used in the gap analysis stage is purposive
sampling. Non-probability sampling. Data collection tools in the form of
guestionnaires, interviews, and media assessment tests were carried out
by validators consisting of media experts, content experts, and user
experts. Based on these data, the results of evaluations that have been
carried out by media experts have reached 80%, evaluations by content
experts have obtained 80% results, and the assessments of user experts
have reached 90%, so the results of this media development as a whole
are categorized as very feasible research.
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