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ABSTRAK 

Penelitian ini bertujuan untuk mengembangkan multimedia pembelajaran 

interaktif berbasis maze game dengan model explicit instruction dan mengetahui 

seberapa besar pengaruh penggunaan multimedia tersebut terhadap peningkatan 

kognitif  siswa pada mata pelajaran perakitan komputer serta mengetahui respon 

siswa terhadap multimedia yang dibangun. Subjek penelitan  adalah siswa kelas X 

TKJ SMK. Langkah-langkah pada multimedia ini mengacu pada fase-fase model 

pembelajaran explicit instruction. Pengembangan multimedia ini dilakukan 

melalui tahap penelitian dan pengumpulan informasi, perencanaan, 

pengembangan produk, uji coba dan penilaian. Penelitian ini menggunakan 

metode penelitian Research and Development (R&D), sesuai dengan tujuan 

penelitian yaitu untuk membangun multimedia pembelajaran. Setelah multimedia 

dinyatakan layak digunakan, kemudian multimedia digunakan sebagai media 

pembelajaran pada mata pelajaran perakitan komputer, kemudian untuk 

mengetahui peningkatan kognitif digunakan instrumen tes berupa pretest dan 

posttest yang kemudian dicari nilai gain yang telah dinormalisasi, untuk 

mengetahui respon siswa digunakan angket yang didalamnya terdapat aspek 

rekayasa perangkat lunak, pembelajaran, dan komunikasi visual. Hasil penelitian 

ini adalah: 1) Multimedia pembelajaran dinyatakan layak dan di kategorikan 

sangat baik berdasarkan validasi ahli media dengan presentase 77,32% dan ahli 

materi dengan persentase 86,95%, 2) Peningkatan pemahaman siswa dengan 

menggunakan multimedia memperoleh rata-rata nilai gain sebesar 80 dan nilai 

<g> sebesar 0,57 dan dikategori tinggi pengaruhnya terhadap pembelajaran 

perakitan komputer. 3) respon positif dari siswa dengan rata-rata presentase 

85,06% yang dikategorikan sangat baik. 
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Multimedia Design and Developing, Maze Based Game Interactive Learning  

with  explicit instruction Model to Improve Cognitive Ability of SMK 

Students, in Subject: Computer Assembly 

 

ABSTRACT 

This research aims to develop a multimedia interactive learning model, 

maze based game with explicit instruction model, and to determine how much 

does the usage of multimedia can affect to the improvement of student’s cognitive 

on the subjects of computer assembly and to know the student’s response to the 

multimedia that is built. Research subjects are class X TKJ SMK. Stages in this 

multimedia refer to the learning model of explicit instruction phases. This 

multimedia development process is done through careful research implementation 

and information gathering, planning, product development, trials and assessment. 

This study applies Research and Development (R & D) methods, corresponds to 

the goal of this research,to develop multimedia learning. After this multimedia is 

declared eligible to be used, then it will be applied as a medium for learning with 

subject: computer assembly course. To determine cognitive enhancement of the 

students, we use test instruments such as pretest and posttest, which after that we 

determine gain value which has been normalized. To reveal students’s responses, 

we use questionnaires in which contained aspects such as software engineering, 

learning/educating, and visual communication. The conclusions of this research 

are: 1) Multimedia learning is declared to be feasible/proper and cathegorized as 

very good based to media expert’s validation appraisal with percentage of 77.32% 

and subject matter’s expert appraisal with percentage of 86.95%, 2) The 

increasing of students’s comprehension or understanding by using multimedia 

attained average score of gain at 80 and the value of <g> 0,57, and this is 

categorized as to have high influence on learning in computer assembly course. 3) 

Positive response from students with an average percentage of 85.06% which is 

considered to be very good. 
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