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ABSTRAK 

 

Pentingnya pemahaman konsep pemahaman perhitungan geometri dasar ke dalam 

perhitungan volume pekerjaan konstruksi dan belum maksimalnya penggunaan 

media pembelajaran yang digunakan di kelas melatarbelakangi adanya penelitian 

ini. Penelitian ini bertujuan untuk menembangkan media berupa video animasi 

pembelajaran dengan mengintegrasikan konsep geometri dasar dan konstruksi 

dalam mata pelajaran Rencana Anggaran Biaya serta mengukur validasi, kelayakan 

dan efektivitas video animasi pembelajaran setelah diterapkan pada 78 siswa kelas 

XI DPIB di SMK Negeri 2 Garut tahun ajaran 2024/2025. Pendekatan Research 

and Development (R&D) dengan model pengembangan 4D (Define, Design, 

Develop, Disseminate) digunakan serta diujikan melalui kuasi eksperimen dengan 

model nonequivalent control design untuk mengetahui peningkatan pemahaman 

siswa setelah menggunakan media pembelajaran. Hasil validasi menunjukkan 

bahwa video animasi pembelajaran berada pada kategori “sangat layak” dan respon 

peserta didik juga menunjukkan kategori “sangat baik”. Hasil uji N-gain 

menunjukkan peningkatan pemahaman siswa kelas kontrol dalam kategori 

“rendah” dan peningkatan pemahaman siswa kelas eksperimen dalam kategori 

“sedang”. Hal ini menunjukkan bahwa video animasi pembelajaran ini cukup 

efektif digunakan untuk meningkatkan pemahaman siswa dalam materi perhitungan 

volume pada RAB. 

Kata Kunci:  Video Animasi Pembelajaran, Geometri Dasar, Rencana Anggaran 

Biaya.  
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DEVELOPMENT OF EDUCATIONAL ANIMATION VIDEOS 
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CONSTRUCTION COST ESTIMATE 
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Faculty of Engineering and Industrial Education, Universitas Pendidikan 
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ABSTRACT 

The importance of understanding the concepts of basic geometric calculations in 

relation to construction volume calculations, along with the suboptimal use of 

learning media in the classroom, underlies this research. This study aims to develop 

a learning media in the form of animated videos by integrating basic geometry 

concepts and construction within the subject of Budget Planning. It also seeks to 

measure the validity, feasibility, and effectiveness of the animated learning videos 

after being implemented with 78 students in the XI DPIB class at SMK Negeri 2 

Garut for the 2024/2025 academic year. A Research and Development (R&D) 

approach using the 4D development model (Define, Design, Develop, Disseminate) 

was employed, and the effectiveness was tested through a quasi-experimental 

design with a nonequivalent control group to assess the improvement in student 

understanding after using the learning media. The validation results indicate that 

the animated learning video falls into the "very feasible" category, and student 

responses also reflect a "very good" category. The N-gain test results show an 

improvement in understanding among the control class students in the "low" 

category, while the experimental class students showed an improvement in the 

"medium" category. This indicates that the animated learning video is quite 

effective in enhancing students' understanding of volume calculation material in 

Budget Planning. 

Keywords: Educational Animation Video, Basic Geometry, Construction Cost 

Estimate  
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