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In The Name Of Jesus Christ 

 

“Jika kamu meminta sesuatu kepada-Ku dalam nama-Ku, Aku akan 

melakukannya.” 

(Yohanes 14:14) 

 

“Daud berhasil di segala perjalanannya, sebab TUHAN menyertainya” 

(1 Samuel 18:14) 

 

 “Angan-angan yang dulu mimpi belaka, Kita gapai segala yang tak 
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ABSTRAK 

Maria Siska. 2025. Pengembangan Media Pembelajaran Interaktif Berbasis 

Android Pada Materi Sistem Komputer Untuk Meningkatkan Hasil Belajar Siswa 

Kelas X RPL SMK Negeri 1 Belitang Hilir. Skripsi, Program Studi Pendidikan 

Komputer. Pembimbing 1: Anyan, M.Kom., Pembimbing II. Fatkhan Amirul Huda, 

S.Kom., M.Pd. 

 

Kata Kunci: Media Pembelajaran, Android, ADDIE, Hasil Belajar 

 

Penelitian ini dilatarbelakangi oleh rendahnya hasil belajar siswa serta minimnya 

pemanfaatan media pembelajaran di SMK Negeri 1 Belitang Hilir. Tujuan dari 

penelitian ini adalah untuk mengembangkan media pembelajaran interaktif berbasis 

android pada materi sistem komputer, mengetahui tingkat kelayakannya, serta 

mengukur efektivitasnya dalam meningkatkan hasil belajar siswa kelas X program 

keahlian Rekayasa Perangkat Lunak (RPL). Jenis penelitian yaitu penelitian 

pengembangan (Research and Development) dengan menggunakan model ADDIE 

yang terdiri dari lima tahap, yaitu Analysis, Design, Development, Implementation, 

dan Evaluation. Teknik sampeling menggunakan metode total sampling, yaitu 

seluruh siswa kelas X RPL SMK Negeri 1 Belitang Hilir dijadikan sebagai subjek 

penelitian. Teknik pengumpulan data meliputi angket validasi ahli materi dan ahli 

media, angket respon guru dan siswa, serta tes hasil belajar berupa pretest dan 

posttest. Analisis data dilakukan secara deskriptif kuantitatif melalui perhitungan 

persentase kelayakan media, analisis hasil belajar menggunakan uji paired sample 

t-test dan independent sample t-test, serta perhitungan effect size. Hasil penelitian 

menunjukkan bahwa media pembelajaran interaktif berbasis Android memperoleh 

tingkat kelayakan sebesar 87,50% dari ahli materi dan 93,73% dari ahli media, 

keduanya termasuk kategori “sangat layak”. Respon siswa terhadap media juga 

menunjukkan kategori “sangat baik”, dengan perolehan persentase 82,14% pada uji 

coba skala kecil dan 81,30% pada uji coba skala luas. Rata-rata nilai pretest pada 

kelas eksperimen sebesar 58,46 meningkat menjadi 89,23 pada posttest. Hasil uji 

paired sample t-test dan uji independent sample t-test menunjukkan nilai 

signifikansi 0,000 < 0,05, yang menunjukan adanya perbedaan yang signifikan 

antara hasil belajar sebelum dan sesudah perlakuan. Nilai effect size yang diperoleh 

sebesar 0,99 dengan kategori tinggi. Berdasarkan hasil tersebut, disimpulkan bahwa 

media pembelajaran interaktif berbasis android yang dikembangkan sangat layak 

dan dapat meningkatkan hasil belajar peserta didik. Media ini diharapkan dapat 

menjadi solusi untuk meningkatkan kualitas pembelajaran berbasis teknologi, serta 

dapat dikembangkan lebih lanjut guna menciptakan pembelajaran yang menarik, 

efektif dan interaktif. 
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ABSTRACT 

  

Maria Siska. 2025. Development of Android-Based Interactive Learning Media on 

Computer System Materials to Improve Learning Outcomes of Grade X RPL 

Students at SMK Negeri 1 Belitang Hilir. Thesis, Computer Education Study 

Program. Advisor I: Anyan, M.Kom., Advisor II: Fatkhan Amirul Huda, S.Kom., 

M.Pd. 

 

Keywords: Learning Media, Android, ADDIE, Learning Outcomes 

 

This research is motivated by the low learning outcomes of students and the limited 

utilization of instructional media at SMK Negeri 1 Belitang Hilir. The purpose of 

this study is to develop an interactive Android-based learning media on the topic of 

computer systems, determine its feasibility level, and measure its effectiveness in 

improving the learning outcomes of Grade X students in the Software Engineering 

(RPL) program. This study is a Research and Development (R&D) type using the 

ADDIE model, which consists of five stages: Analysis, Design, Development, 

Implementation, and Evaluation. The sampling technique used is total sampling, 

where all Grade X RPL students at SMK Negeri 1 Belitang Hilir were involved as 

research subjects. Data collection techniques include validation questionnaires 

from subject matter experts and media experts, teacher and student response 

questionnaires, as well as learning outcome tests in the form of pre-tests and post-

tests. Data analysis was conducted quantitatively in a descriptive manner through 

percentage calculations of media feasibility, analysis of learning outcomes using 

paired sample t-tests and independent sample t-tests, and effect size calculation. 

The results showed that the Android-based interactive learning media obtained a 

feasibility level of 87.50% from the subject matter expert and 93.73% from the 

media expert, both categorized as "very feasible". Student responses to the media 

also fell into the "very good" category, with a percentage of 82.14% in the small-

scale trial and 81.30% in the large-scale trial. The average pre-test score in the 

experimental class was 58.46, which increased to 89.23 in the post-test. The results 

of the paired sample t-test and independent sample t-test showed a significance 

value of 0.000 < 0.05, indicating a significant difference between learning 

outcomes before and after the treatment. The obtained effect size value was 0.99, 

categorized as high.Based on these results, it can be concluded that the developed 

Android-based interactive learning media is highly feasible and can improve 

students' learning outcomes. This media is expected to be a solution to enhance the 

quality of technology-based learning and can be further developed to create 

learning experiences that are engaging, effective, and interactive. 
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