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ABSTRAK 

Penelitian ini dilatarbelakangi oleh pemanfaatan aplikasi google classroom dalam pembelajaran Seni Budaya di 
SMP Telkom Bandung. Faktor lainnya adalah kurangnya pemanfaatan tehadap penggunaan aplikasi google 
classroom,rendahnya inisiatif, dan rendahnya motivasi siswa dalam mencari informasi dalam pembelajaran 
menggunakan aplikasi google classroom. Penelitian ini bertujuan Mengembangkan E-learning Pada Mata 
Pelajaran Seni Budaya, keefektifan  e-learning Pada mata pelajaran Seni Budaya di SMP TELKOM BANDUNG. 

Peneliti menggunakan prosedur penelitian dan pengembangan (R&D) menurut Sugiyono yang meliputi 1) Potensi 
dan Masalah, 2) Pengumpulan Data, 3) Desain Produk, 4) Validasi Produk, 5) Revisi Desain Produk, 6) Uji Coba 
Produk, 7) Revisi Produk. Pengembangan yang dilakukan oleh peneliti terhadap sistem pembelajaran Seni Budaya 
di SMP Telkom Bandung, dengan mengetahui kemandirian belajar, wawancara potensi dan masalah, wawancara 
evaluasi pembelajaran, penilaian/tes, dan angket.  

Hasil penelitian ini menunjukkan bahwa : (1)  Pembelajaran Seni Budaya di SMP Telkom Bandung telah valid 
dengan kategori sangat baik. Hasil validasi Rencana Pelaksanaan Pembelajaran (RPP) adalah 4,6; hasil validasi 
bahan ajar adalah 4,6; hasil validasi instrumen penilaian hasil belajar kolompok kecil 4,6; hasil belajar kelompok 
besar 4,6 (2) Pembelajaran dengan menggunakan perangkat pembelajaran yang dikembangkan adalah efektif. 
Ditinjau dari kemandirian belajar siswa, dengan total hasil siswa yang memiliki kategori Sangat Positif (SP) + 
Positif (P) + Netral (NT) mencapai prosentase ≥ 50%, termasuk kategori “Positif”. Ditinjau dari hasil belajar siswa 
juga efektif dengan prosentase ketuntasan siswa adalah 78,12%.  

Kata kunci : google classroom, e-learning, efetivitas pembelajaran.  
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Bakti Bestin 2020 : THE EFFECTIVENESS OF USING THE E-LEARNING MODEL 
BASED ON ADROID USING THE GOOGLE CLASSROOM APPLICATION IN THE 
DEVELOPMENT OF LEARNING ARTS AND CULTURE IN JUNIOR HIGH 
SCHOOLS TELKOM BANUNG. Departement of Art Education. School of Postgraduate 
Indonesia University of Education. 
 

ABSTRACT 
 

This research is motivated by the use of the google classroom application in learning Cultural Arts at Telkom 
Bandung Junior High School. Other factors are the lack of use of the google classroom application, low initiative, 
and low motivation of students in seeking information in learning using the google classroom application. This 
research aims to develop E-learning Lesson In Arts & Culture, the effectiveness of  e-learning courses On the 
Cultural Arts in Junior High School TELKOM BANDUNG. 

Researchers used research and development (R&D) procedures according to Sugiyono which included 1) 
Potentials and Problems, 2) Data Collection, 3) Product Design, 4) Product Validation, 5) Product Design 
Revision, 6) Product Testing, 7) Product Revision . The development carried out by researchers of the Cultural 
Arts learning system in Telkom Bandung Junior High School, by knowing the independence of learning, potential 
and problem interviews, learning evaluation interviews, assessment / tests, and questionnaires.  

The results of this study indicate that: (1) Learning Arts and Culture in Secondary School Telkom Bandung has 
been valid with the very good category. The results of the validation of the Learning Implementation Plan (RPP) 
were 4.6; the results of the validation of teaching materials were 4.6; the results of the validation of the small 
group learning outcome assessment instrument 4,6; large group learning outcomes 4,6 (2) Learning using the 
learning tools developed is effective. In terms of student learning independence, the total results of students who 
have the Very Positive (SP) + Positive (P) + Neutral (NT) category reach a percentage of ≥ 50%, including the 
"Positive" category. In terms of student learning outcomes it is also effective with the percentage of student 
completeness is 78.12%.  

Keywords: google classroom, e-learning, learning effectiveness.  
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