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ABSTRAK  

 

Yeni Farida. 2024. Pengembangan Media Pembelajaran Berbasis Android Pada 

Mata Pelajaran Dasar-Dasar Teknik Jaringan Komputer dan Telekomunikasi 

(TJKT) Kelas X SMK Budi Luhur Sintang. Skripsi, Program Studi Pendidikan 

Komputer STKIP Persada Khatulistiwa Sintang. Pembimbing 1: Antonius Edy 

Setyawan, S.Kom., M.Pd. Pembimbing 2: Yayan Adrianova Eka Tuah, 

S.Kom.,M.Pd. 

 

Kata Kunci: Android, TJKT, Media Pembelajaran 

 

Penelitian ini bertujuan untuk mengembangkan media pembelajaran berbasis 

android. Metode penelitian yang digunakan adalah metode penelitian 

pengembangan atau yang biasa disebut dengan Research and Development 

(R&D) dengan model ADDIE. Alat pengumpulan data yang digunakan dalam 

penelitian pengembangan ini meliputi angket validasi ahli materi, angket validasi 

ahli media, angket respon guru dan angket respon siswa. Berdasarkan hasil 

penelitian yang telah dilakukan oleh peneliti didapatkan hasil validasi oleh ahli 

media mendapatkan hasil persentase sebesar 91,80% dengan kategori “Sangat 

Layak”, dan penilaian ahli materi sebesar 95,13% dengan kategori “Sangat 

Layak” . Kemudian hasil uji coba lapangan pada uji coba skala kecil dan uji skala 

luas didapatkan hasil respon guru terhadap media pembelajaran berbasis android 

memperoleh rata-rata sebesar 87,5% dengan kategori “Sangat Baik” dan respon 

oleh siswa uji coba skala kecil dengan rata-rata 95,5% dengan kategori “Sangat 

Baik, hasil uji coba skala luas diperoleh rata-rata 97,5% dengan kategori “Sangat 

Baik. Berdasarkan hasil penelitian disimpulkan bahwa pengembangan media 

pembelajaran berbasis Android Pada Mata Pelajaran Dasar-Dasar Teknik Jaringan 

Komputer dan Telekomunikasi (TJKT) Kelas X SMK Budi Luhur Sintang sangat 

layak digunakan berdasarkan hasil validasi ahli media dan ahli materi. Guru dan 

siswa memberikan respon sangat baik terhadap media pembelajaran. 

. 
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ABSTRACK 

 

Yeni Farida. 2024. Development of Android-Based Learning Media in the Basics 

of Computer Network and Telecommunications Engineering (TJKT) Class X SMK 

Budi Luhur Sintang. Thesis, Computer Education Study Program STKIP Persada 

Khatulistiwa Sintang. Supervisor 1: Antonius Edy Setyawan, S.Kom., M.Pd. 

Supervisor 2: Yayan Adrianova Eka Tuah, S.Kom., M.Pd. 

 

Keywords: Android, TJKT, Learning Media 

 

This research aims to develop Android-based learning media. The research 

method used is Research and Development (R&D) with a development model 

using a systematic approach, starting from needs analysis, design, development, 

implementation, to evaluation. The analysis stage is carried out to analyze user 

needs and media content content requirements. The design stage is carried out to 

design the appearance of the media and design the content of the material. The 

next stage is the media development and validation process by material experts 

and media experts. The next stage is the implementation of the media to users, 

namely students and teachers at Budi Luhur Sintang Vocational School. The 

evaluation stage is carried out to measure the suitability of the media to be 

developed. The research instrument involved material experts, media experts, and 

students and teachers as respondents. The validation results by media experts 

obtained a percentage result of 91.80% in the "Very Feasible" category, and a 

material expert assessment of 95.13% in the "Very Feasible" category. The results 

of teacher responses to Android-based learning media were an average of 87.5% 

in the "Very Good" category and responses from small-scale trial students were 

an average of 95.5% in the category "Very Good, wide-scale trials with an 

average of 99.33% with the category "Very Good. Based on the research results, 

it was concluded that the development of Android-based learning media in the 

Basics of Computer Network and Telecommunications Engineering (TJKT) Class 

Teachers and students responded very well to learning media.  
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