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ABSTRAK

Penggunaan media pembelajaran mobile meningkatkan kualitas pendidikan dengan
memudahkan siswa belajar dari rumah, sehingga pemahaman materi meningkat.
Penelitian ini bertujuan mengembangkan media pembelajaran mobile untuk materi
bangun datar di sekolah dasar menggunakan metode R&D dengan model ADDIE
(Analysis, Design, Development, Implementation, and Evaluation). Media ini
mencakup materi, video, buku paket, serta uji kemampuan dengan soal
pembahasan. System Usability Scale (SUS) digunakan untuk mengevaluasi
efektivitas media pembelajaran. Hasil menunjukkan media efektif, dengan skor
validasi ahli 88,33, uji one-to-one 74,09, kelompok kecil 80,33, dan uji lapangan
99,47, serta berhasil diuji pada berbagai versi Android. Aplikasi juga dinilai
berhasil melalui pengujian blackbox. Studi ini juga menemukan bahwa media
pembelajaran yang berbasis mobile pada materi pengenalan bangun datar dapat
digunakan secara online atau di ruang kelas.

Kata kunci: Bangun Datar, Media Pembelajaran, Android, Model ADDIE
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EDUMATE APPLICATION AS MOBILE-BASED LEARNING MEDIA
INTRODUCES TWO-DIMENTIONAL FIGURE IN ELEMENTARY
SCHOOL

Mia Tri Praciska
NIM. 2008793

ABSTRACT

The use of mobile learning media improves the quality of education by making it
easier for students to study from home, so that understanding of the material
increases. This research aims to develop mobile learning media for two-
dimentional figure in elementary schools using the R&D method with the ADDIE
(Analysis, Design, Development, Implementation, and Evaluation) model. This
media includes materials, videos, textbooks, and ability tests with discussion
questions. The System Usability Scale (SUS) is used to evaluate the effectiveness of
learning media. The results show the media is effective, with an expert validation
score of 88.33, one-to-one test 74.09, small group 80.33, and field test 99.47, and
was successfully tested on various versions of Android. The application was also
assessed as successful through black box testing. This study also found that mobile-
based learning media on the introduction of plane shapes can be used online or in
the classroom.

Keywords: Two-dimentional Figure, Learning Media, Android, ADDIE Model
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