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ABSTRAK 
 

Kurangnya variasi media pembelajaran membuat antusias peserta didik 

dalam proses pembelajaran belum maksimal karena peserta didik merasa kurang 

termotivasi untuk belajar menggunakan media pembelajaran yang mengandalkan 

power point dari guru lalu mencatatnya di buku catatan masing-masing peserta 

didik. Penelitian dan pengembangan ini bertujuan untuk menghasilkan produk 

berupa media pembelajaran berbasis aplikasi scratch yang dapat digunakan pada 

pembelajaran food and beverage service materi jenis-jenis glassware. Penelitian ini 

menggunakan metode research and development dengan model ADDIE yang dalam 

pelaksanaannya terdapat tiga tahapan prosedur penelitian meliputi: analyze, design, 

dan development.. Uji validasi dilakukan kepada dua orang ahli, ahli media dan ahli 

materi. Hasil keduanya mendapat kategori sangat layak yaitu oleh ahli materi 

mendapat presentase sebesar 98,18 % dan ahli media dengan presentase sebesar 

100%. Hasil yang didapat pada tahap uji kelayakan materi dan media mendapat 

rata-rata tersebut setelah melakukan revisi dan perbaikan. Selain itu juga dihasilkan 

skor 94,35% dari uji one to one, small group mendapat skor 89,51%, dan field test 

mendapat skor 88,42%. Berdasarkan hasil uji kelayakan produk pada sasaran 

penelitian media pembelajaran berbasis aplikasi scratch materi jenis-jenis 

glassware dikategorikan sangat layak sebagai media pembelajaran yang 

dikembangkan. Dari hasil yang diperoleh dengan dilakukannya penelitian ini, maka 

peneliti dapat mengambil sebuah kesimpulan bahwa media pembelajaran berbasis 

aplikasi scratch dapat dikatakan layak untuk digunakan dalam pembelajaran food 

and beverage service materi jenis-jenis glassware.  

 

Kata kunci: food and beverage service, media pembelajaran, research and 

development, scratch 
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ABSTRACT 

 

The lack of variation in learning media has resulted in insufficient 

enthusiasm among students during the learning process, as they feel bored using 

learning media that relies on the teacher's PowerPoint presentations followed by 

taking notes in their respective notebooks. This research and development study 

aims to produce a product in the form of Scratch-based learning media that can be 

used for teaching food and beverage service, specifically on the topic of types of 

glassware. The study employs a research and development method using the ADDIE 

model, which consists of three procedural stages: analyze, design, and 

development. Validation tests were conducted with two experts, one in media and 

one in content. Both experts rated the product as very feasible, with the content 

expert giving a score of 98.18% and the media expert scoring 100%. The average 

scores obtained from the material and media feasibility tests were achieved after 

revisions and improvements. Additionally, a one-to-one test yielded a score of 

94.35%, a small group test received a score of 89.51%, and a field test scored 

88.42%. Based on the results of the product feasibility tests, the Scratch-based 

learning media for the topic of types of glassware is categorized as very feasible 

for educational use. From the findings of this research, it can be concluded that 

Scratch-based learning media is suitable for use in teaching food and beverage 

service on the topic of types of glassware. 

 

Keywords: food and beverage service, learning media, research and development, 

scratch 
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