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ABSTRAK

Penelitian ini bertujuan untuk: (1) membuat Media Pembelajaran Interaktif
Sebagai Sumber Belajar Berbasis Komputer Pada Materi Pengolah Gambar Vektor
Kelas X Kompetensi Keahlian Multimedia di SMK Negeri 2 Wonosari, (2)
mengetahui kelayakan Media Pembelajaran Interaktif Sebagai Sumber Belajar
Berbasis Komputer Pada Materi Pengolah Gambar Vektor Kelas X Kompetensi
Keahlian Multimedia di SMK Negeri 2 Wonosari.

Penelitian ini merupakan penelitian Research and Development (R&D)
dengan model pengembangan ADDIE, dengan tahapan yaitu, analisis (analysis),
desain (design), pengembangan (development), implementasi (implementation),
evaluasi (evaluation). Subjek penelitian adalah siswa kelas X Multimedia SMK
Negeri 2 Wonosari. Penelitian melibatkan 2 dosen ahli dan 1 orang guru untuk
penilaian kelayakan media pembelajaran interaktif. Instrument Penelitian
menggunakan angket. Sumber data yang dikumpulkan berupa data kuantitatif yang
kemudian dianalisis menggunakan teknik deskriptif melalui teknik presentase.

Hasil penelitian yang telah dilakukan, menunjukkan bahwa: (1)
menghasilkan Media Pembelajaran Interaktif Materi Coreldraw berbasis komputer
untuk siswa kelas X Multimedia SMK Negeri 2 Wonosari, (2) uji kelayakan media
pembelajaran interaktif oleh ahli materi mendapatkan hasil 86% dalam kategori
Sangat Layak, untuk hasil dari ahli media 80% dalam kategori Layak, dan hasil
penilaian responden sebesar 80% dengan kategori Layak. Dengan demikian
disimpulkan bahwa media Materi Pengolah Gambar Vektor layak digunakan dalam
proses pembelajaran.

Kata Kunci: pengembangan, media pembelajaran, gambar vektor, multimedia
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ABSTRACT

This study aims to: (1) make Interactive Learning Media As a Computer-
Based Learning Source in Vector Image Processor Material Class X Multimedia
Skills Competency at SMK Negeri 2 Wonosari, (2) find out the feasibility of
Interactive Learning Media as Computer-Based Learning Resources on Vector
Image Processor Material Class X Competence Multimedia expertise at SMK
Negeri 2 Wonosari.

This research is a Research and Development Studies (R&D) and ADDIE
model of development with a stage that is, analysis, design, development,
implementation, evaluation. The subject is a student of class X Multimedia SMK
Negeri 2 Wonosari. The study involved 2 expert lecturers and 1 teacher to assess
the feasibility of interactive learning media. The research instrument used a
questionnaire. Sources of data collected are quantitative data which are then
analyzed using descriptive techniques through percentage techniques.

The results of the research that have been carried out, show that: (1)
produces computer-based Interactive Learning Materials for Vector Image
Processor Media for students of class X Multimedia of SMK Negeri 2 Wonosari,
(2) feasibility test of interactive learning media by material experts getting 86%
results in the Very Worthy category. for the results of 80% of media experts in the
Eligible category, and the results of respondents’ evaluations of 80% in the Decent
category. Thus it is concluded that the Correlation Material media is suitable to be
used in the learning process.

Keywords: development, learning media, vector image, multimedia
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