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ABSTRAK 

Penelitian ini bertujuan untuk menghasilkan dan mengetahui kelayakan produk media 
pembelajaran berbasis android pada mata pelajaran gambar teknik khususnya materi 

proyeksi ortogonal. Metode penelitian yang digunakan yaitu metode penelitian dan 

pengembangan model ADDIE, terdiri dari lima tahap yaitu Analyze, Design, Develop, 

Implement, dan Evaluate. Uji kelayakan media berdasarkan penilaian ahli materi, ahli 
media, guru mata pelajaran, serta respon peserta didik dikategorikan sangat layak. Hasil 

penelitian menunjukkan bahwa media pembelajaran berbasis android termasuk dalam 

kategori sangat layak untuk digunakan sebagai media pembelajaran pada materi proyeksi 

ortogonal.  

Kata kunci : Android, Media Pembelajaran, Proyeksi Ortogonal 

 

 

ABSTRACT 

This study aims to produce and understand the feasibility of technical drawing especially 

in orthogonal projection based on android. The research model used was ADDIE 
development and research model, which consists of several stages, namely Analyze, 

Design, Develop, Implement and Evaluate. The validity test based on the assessment of 

expert review, expert media, subject teachers, and students' responses which are 
categorized as very feasible. The results of the research indicate  that developed media 

product are very feasible to use on the discussion of projections of learning courses 

technical drawing.  

 

Keywords: Android, Learning Media, Orthogonal Projection 
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