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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF
BERBASIS ANDROID PADA MATERI RANGKAIAN
ELEKTRONIKA ANALOG DI SMK NEGERI 4 JAKARTA
RizKky Nabila Aryanti

Dosen Pembimbing: Dr. Wisnu Djatmiko, M.T dan Dr. Arum Setyowati, M.T

ABSTRAK

Media pembelajaran interaktif berbasis Android pada materi Rangkaian
Elektronika Analog di SMK Negeri 4 Jakarta dikembangkan sebagai solusi terhadap
berbagai permasalahan yang ditemukan dalam proses pembelajaran. Permasalahan
meliputi penggunaan media pembelajaran yang belum mampu mendukung pencapaian
tujuan pembelajaran secara optimal, masih adanya peserta didik yang memperoleh nilai
di bawah Kriteria Ketuntasan Minimal (KKM), rendahnya motivasi belajar, serta
kurangnya pemahaman peserta didik terhadap materi. Oleh karena itu, penelitian yang
dilakukan bertujuan untuk mengembangkan media pembelajaran interaktif berbasis
android bagi peserta didik kelas XI Teknik Audio Video di SMK Negeri 4 Jakarta.

Penelitian menggunakan metode Research and Development (R&D) dengan
model pengembangan ADDIE (Analyze, Design, Development, Implementation, and
Evaluation). Produk yang dihasilkan berupa aplikasi Android yang telah melalui proses
validasi oleh ahli materi, ahli media, ahli desain instruksional, serta uji coba kepada
peserta didik kelas XI Teknik Audio Video di SMK Negeri 4 Jakarta. Hasil validasi
menunjukkan bahwa aspek materi memperoleh persentase kelayakan sebesar 85.92%,
aspek media sebesar 90%, dan aspek desain instruksional sebesar 83.33%, yang
seluruhnya termasuk dalam kategori sangat layak. Sementara itu, hasil uji coba
perorangan memperoleh rata-rata persentase sebesar 78.88%, sedangkan uji coba
kelompok kecil memperoleh rata-rata persentase sebesar 84.84%. Berdasarkan hasil
penelitian, dapat disimpulkan bahwa media pembelajaran berhasil dikembangkan
menggunakan model ADDIE. Selain itu, media yang dikembangkan dinyatakan layak
untuk digunakan dalam kegiatan pembelajaran berdasarkan penilaian ahli materi, ahli
media, ahli desain instruksional, serta hasil uji coba yang melibatkan peserta didik.
Kata Kunci: Media Pembelajaran, Android, ADDIE
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DEVELOPMENT OF ANDROID BASED INTERACTIVE
LEARNING MEDIA FOR ANALOG ELECTRONIC
CIRCUITS AT SMK NEGERI 4 JAKARTA

RizKky Nabila Aryanti

Supervisor: Dr. Wisnu Djatmiko, M.T and Dr. Arum Setyowati, M.T

ABSTRACT

An Android based interactive learning media application covering the topic of
analog electronic circuit was developed for students at SMK Negeri 4 Jakarta to
address several problems identified during the learning process. These problems
included the use of learning media that had not optimally supported the achievement
of learning objectives, student achievement below the Minimum Mastery Criteria, low
learning motivation, and limited student understanding of the learning material.
Therefore, this study aimed to develop an Android based interactive learning media
application for Grade XI Audio Video Engineering students at SMK Negeri 4 Jakarta.

This study employed the Research and Development (R&D) method using the
ADDIE development model, which consists of five stages: Analyze, Design,
Development, Implementation, and Evaluation. The resulting product was an Android
application that was validated by subject matter experts, media experts, and
instructional design experts, followed by trials involving Grade XI Audio Video
Engineering students at SMK Negeri 4 Jakarta. The validation results showed
feasibility percentages of 85.92% from subject matter experts, 90.00% from media
experts, and 83.33% from instructional design experts, all of which fell into the "highly
feasible" category. Furthermore, the one-to-one trial produced an average percentage
score of 78.88%, while the small-group trial resulted in an average percentage score
of 84.84%. Based on these findings, it can be concluded that the learning media was
successfully developed using the ADDIE model and was considered suitable for use in
learning activities according to the assessments of experts and the results of student
trials.

Keywords: Learning Media, Android, ADDIE
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