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ABSTRAK 

 
 

Pada masa pandemi COVID-19 sekarang ini, kegiatan pembelajaran tetap harus berjalan 

meskipun peserta didik berada di rumah. Guru dituntut agar dapat mendesain media 

pembelajaran sebagai inovasi dengan memanfaatkan media daring (online). Salah satu media 

pembelajaran yang mudah diakses oleh siswa adalah media pembelajaran berbasis Android. 

Penelitian ini bertujuan untuk (1) menghasilkan media pembelajaran berbasis Android pada 

Mata Pelajaran Komputer dan Jaringan Dasar di SMK; (2) mengetahui tingkat kelayakan media 

pembelajaran berbasis Android tersebut; (3) mengetahui respon pengguna di SMK terhadap 

media pembelajaran berbasis Android tersebut. Metode yang digunakan pada penelitian ini 

adalah metode kuantitatif dengan pendekatan ADDIE (Analyze, Design, Development, 

Implementation and Evaluate). Subjek dalam penelitian ini yaitu kelas X Jurusan Multimedia 

di SMK PGII Bandung yang berjumlah 23 siswa dan 2 guru Mata Pelajaran Komputer dan 

Jaringan Dasar sebagai ahli materi dan ahli media. Hasil penelitian yang didapatkan (1) media 

pembelajaran berbasis Android pada Mata Pelajaran Komputer dan Jaringan Dasar yang 

memiliki fitur kompetensi inti/kompetensi dasar, materi, video pembelajaran dan bank soal 

telah berhasil dikembangkan; (2) tingkat kelayakan media diperoleh dengan kategori layak 

digunakan dengan beberapa catatan perbaikan yaitu 70,1% dari ahli media dan 76.9% dari ahli 

materi; (3) berdasarkan data respon siswa terhadap media pembelajaran (Aplikasi) diperoleh 

hasil sangat baik (85,25%). Dengan demikian media pembelajaran berbasis Android yang telah 

dikembangkan dapat dimanfaatkan oleh siswa kelas X SMK pada Mata Pelajaran Komputer 

dan Jaringan Dasar. 

 
Kata kunci: Media pembelajaran, Android, Kelayakan, Komputer dan Jaringan Komputer 
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ANDROID-BASED LEARNING MEDIA FOR VOCATIONAL HIGH SCHOOL 

STUDENTS DURING COVID-19 OUTBREAK IN INDONESIA 

By: 

Ardhia Regita 

E.0451.1607523 

 
ABSTRACT 

During the COVID-19 pandemic, learning activities should be run well even though students 

were staying at home. Teachers were required to be able to design innovated learning media 

by utilizing online media. One of the learning media that is easily accessible by students is 

Android-based learning media. This study aims to (1) produce Android-based learning media 

for Basic Computer and Networking Subject in Vocational High Schools (VHS); (2) determine 

the feasibility level of the Android-based learning media; (3) determine the response of 

students after the implementation of the learning media. The method used in this research is a 

quantitative method with the ADDIE (Analyze, Design, Development, Implementation and 

Evaluate) approach. The subjects in this study were 23 students of grade X and 2 teachers as 

experts of Multimedia Department at private VHS, namely SMK PGII in Bandung, West Java, 

Indonesia. The results of the research were: (1) Android-based learning media with features of 

core competences, learning materials, learning videos and exercises for Computer and Basic 

Networking Subject, were successfully developed; (2) the feasibility level of the media is in 

good category with several notes of improvement, namely 70.1% and 76.9% from media 

experts and material experts, respectively; (3) the response of students was in very good 

category (85.25%). It can be concluded that Android-based learning media developed can be 

used by VHS’s students in Computer and Basic Network Subject. 

 
Keywords: learning media, Android, Quantitative method, feasibility, Computers and Basic 

Network 
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