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ABSTRAK 
 

Wandi Antoro, Dr. Riyan Arthur, M.Pd., Dr. Arief Saefudin, M.Pd. 

(2024) “Pengembangan Media Video Pembelajaran Pada Materi Alur dan 

Proses Kerja Pembuatan Contoh Produk Barang Di Kelas XI SMKN 35 

Jakarta” Skripsi. Jakarta: Program Studi Pendidikan Teknik Bangunan, Fakultas 

Teknik, Universitas Negeri Jakarta.  

Penelitian pengembangan ini bertujuan untuk Pengembangan Media Video 

Pembelajaran Pada Materi Alur dan Proses Kerja Pembuatan Contoh Produk 

Barang Di Kelas XI SMKN 35 Jakarta 

Metode yang digunakan dalam penelitian ini adalah metode research and 

development (R&D), dengan menggunakan model 4D (4D-models) yang terdiri atas 

empat tahap, yaitu define,design, development, dan disseminate. Penelitian dimulai 

dengan analisis permasalahan, analisis materi, perancangan video animasi, 

produksi video animasi, validasi produk oleh 3 ahli materi dan 3 ahli media, survei 

penilaian oleh pengguna yang terdiri atas 15 peserta didik dan penyebaran media 

video animasi. 

Berdasarkan hasil validasi materi video diperoleh persentase rata-rata skor 

sebesar 72,2% sehingga video animasi yang dikembangkan dinyatakan layak dari 

segi materi. Hasil validasi media diperoleh persentase rata-rata skor sebesar 79,5%. 

Sehingga video animasi yang dikembangkan dinyatakan layak dari segi media. 

Hasil survei penilaian pengguna diperoleh persentase rata-rata skor sebesar 71,4% 

dengan kategori baik. Sehingga dapat disimpulkan bahwa video animasi layak 

digunakan dalam penguatan pada Materi Alur dan Proses Kerja Pembuatan Contoh 

Produk Barang Di Kelas XI SMKN 35 Jakarta. 

Kata kunci : Bahan Ajar, Video Animasi, Sekolah Menengah Kejuruan  
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ABSTRACT 
 

Wandi Anoro, Dr. Riyan Arthur, M.Pd., Dr. Arief Saefudin, M.Pd. (2024) 

"Development of Learning Video Media on Flow and Work Process Material for 

Making Product Samples in Class XI SMKN 35 Jakarta"Thesis. Jakarta: 

Building Engineering Education Study Program, Faculty of Engineering, Jakarta 

State University.  

This development research aims to develop learning video media on flow 

material and work processes for making product samples in class XI SMKN 35 

Jakarta 

The method used in this research is the research and development (R&D) 

method, using a 4D model (4D-models) which consists of four stages, namely 

define, design, development and disseminate. The research began with problem 

analysis, material analysis, animated video design, animated video production, 

product validation by 3 material experts and 3 media experts, user assessment 

survey consisting of 15 students and distribution of animated video media. 

Based on the validation results of the animated video material, an average 

percentage score of 66.7% was obtained so that the animated video developed was 

declared feasible in terms of material. The media validation results obtained an 

average score percentage of 66.7%. So the animated video developed is declared 

feasible in terms of media. The results of the user assessment survey obtained an 

average score percentage of 71.4% in the good category. So it can be concluded 

that animated videos are suitable for use in strengthening the Flow Material and 

Work Process of Making Product Samples in Class XI SMKN 35 Jakarta. 

Keywords: Teaching Materials, Animation Videos, Vocational High 

Schools 
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