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ABSTRAK

Fira Fahrita, 2024, Pengembangan Media Pembelajaran Interaktif Berbasis
AKSI Pada Mata Pelajaran Informatika untuk Meningkatkan Motivasi Dan
Hasil Belajar Siswa Kelas X Di SMK Negeri 1 Sungai Tebelian. Skripsi,
Program Studi Pendidikan Komputer STKIP Persada Khatulistiwa Sintang.
Pembimbing 1: Fatkhan Amirul Huda, S.Kom., M.Pd, Pembimbing 2:
Yasinta Lisa, S.Si., M.Cs.

Kata kunci: Media Pembelajaran Interaktif; Articulate Storyline 3; AKSI;
Motivasi Belajar; Hasil Belajar.

Penelitian ini dilatarbelakangi oleh rendahnya motivasi dan hasil belajar
siswa pada mata pelajaran Informatika, khususnya materi algoritma dan
pemrograman yang dianggap sulit dan kurang menarik jika disampaikan
secara konvensional. Penelitian ini bertujuan untuk mengembangkan media
pembelajaran interaktif AKSI berbasis Articulate Storyline 3 pada mata
pelajaran Informatika materi Algoritma dan Pemrograman untuk
meningkatkan motivasi dan hasil belajar siswa. Model pengembangan yang
digunakan adalah Hannafin and Peck yang terdiri dari tiga tahap, yaitu
analisis kebutuhan, desain, dan pengembangan serta implementasi. Subjek
penelitian ini adalah siswa kelas X TJIKT di SMK Negeri 1 Sungai Tebelian.
Sampel penelitian berjumlah 27 siswa, yang terdiri dari 7 siswa untuk uji
formatif dan 20 siswa untuk uji sumatif. Instrumen penelitian meliputi lembar
validasi ahli, angket motivasi, angket keterbacaan, angket respon siswa dan
guru, serta tes hasil belajar (pre-test dan post-test). Hasil validasi ahli materi
menunjukkan persentase sebesar 77,5% (kategori “Layak”), dan validasi ahli
media sebesar 92,5% (kategori “Sangat Layak”). Angket keterbacaan
memperoleh skor 91,67%, respon guru 92,5%, dan respon siswa 87,78% yang
seluruhnya berada dalam kategori “Sangat Baik”. Angket motivasi siswa
memperoleh skor 87,38% (kategori “Sangat Tinggi”). Analisis uji hipotesis
menggunakan uji Wilcoxon menunjukkan bahwa nilai t hitung lebih besar dari
nilai t tabel (4,580 > 2,051) berarti Ha diterima dan Ho ditolak. Berdasarkan
hasil tabel N gain score untuk mengukur peningkatan hasil belajar siswa
diperoleh nilai rata-rata sebesar 0,465 Perhitungan effect size terhadap
motivasi belajar siswa adalah sebesar 0,8756. Implikasi dari penelitian ini
menunjukkan bahwa media pembelajaran interaktif AKSI layak diterapkan
dalam proses pembelajaran digital di SMK. Penggunaan media ini terbukti
mampu meningkatkan motivasi dan hasil belajar siswa secara signifikan.
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ABSTRACT

Fira Fahrita. 2024. The Development of Interactive Learning Media Based
on AKSI for Informatics Subject to Improve Motivation and Learning
Outcomes of Grade X Students at SMK Negeri 1 Sungai Tebelian. Thesis,
Computer Education Study Program, STKIP Persada Khatulistiwa Sintang.
Advisor I: Fatkhan Amirul Huda, S.Kom., M.Pd. Advisor II: Yasinta Lisa,
S.Si., M.Cs.

Keywords: Interactive Learning Media; Articulate Storyline 3; AKSI;
Learning Motivation; Learning Outcomes.

This research was motivated by the low motivation and learning outcomes of
students in the Informatics subject, particularly in the topic of algorithms and
programming, which are often considered difficult and uninteresting when
delivered conventionally. The aim of this study is to develop an interactive
learning media called AKSI, based on Articulate Storyline 3, for the
Informatics  subject—specifically the topic of Algorithms and
Programming—in order to improve students’ motivation and learning
outcomes. The development model used is Hannafin and Peck, which consists
of three stages: needs analysis, design, and development/implementation. The
research subjects were Grade X students of the Computer and Network
Engineering (TJKT) program at SMK Negeri 1 Sungai Tebelian. A total of
27 students participated in the study, with 7 students involved in the formative
test and 20 students in the summative test. The research instruments included
expert validation sheets, motivation questionnaires, readability
questionnaires, teacher and student response questionnaires, and learning
outcome tests (pre-test and post-test). The validation results from the content
expert showed a percentage is 77.5% (categorized as Feasible), while the
media expert validation yielded is 92.5% (Highly Feasible). The readability
questionnaire received a score is 91.67%, teacher response is 92.5%, and
student response is 87.78%, all falling under the Very Good category. The
motivation questionnaire obtained a score is 87.38%, categorized as Very
High. Hypothesis testing using the Wilcoxon Signed Rank Test showed that
the t-count was greater than the t-table value (4.580 > 2.051), indicating that
Ha is accepted and H, is rejected. Based on the N-Gain score, the average
improvement in student learning outcomes was 0.465. The effect size
calculated for student motivation was 0.8756. The implication of this study
indicates that the AKSI interactive learning media is feasible to be
implemented in digital learning at vocational schools. Its use has been proven
to significantly enhance students’ motivation and learning outcomes.
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