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ABSTRAK 

Pada mata pelajaran Produksi Pengolahan Hasil Hewani Kompetensi Dasar 

Menerapkan  Produksi Olahan Susu belum terdapatnya media pembelajaran yang 

berbasis e-book menggunakan aplikasi flash flipbook berbantuan software kvisoft 

flipbook maker pro. Tujuan penelitian ini adalah pengembangan media 

pembelajaran dan pengujian kelayakan media untuk peserta didik di SMKN 2 

Cilaku Cianjur. Metode yang digunakan dalam penelitian ini adalah Research and 

Development (R&D) dengan desain penelitian ADDIE. Sampel penelitian 

sebanyak 37 orang peserta didik aktif tahun ajaran 2020/2021 yang telah lulus 

mata pelajaran Produksi Pengolahan Hasil Hewani pada semester gasal. Teknik 

sampling yang digunakan yaitu simple random sampling. Hasil penelitian 

menunjukkan bahwa pengembangan aplikasi media pembelajaran ini harus 

memiliki prinsip self instructional, self contained, stand alone, adaptive, dan user 

friendly. Evaluasi dilakukan dengan cara perbaikan pada media pembelajaran 

beradasarkan saran dari para ahli yaitu materi, media, dan bahasa serta dari respon 

peserta didik. Hasil kelayakan media berdasarkan ahli materi mengatakan sangat 

layak, ahli media mengatakan sangat layak, dan ahli bahasa mengatakan sangat 

layak. Penilaian berdasarkan respon peserta didik mengatakan sangat setuju 

dengan interpretasi sangat layak. 

  

Kata Kunci: E-book, kvisoft flipbook maker pro, media pembelajaran, produksi 

olahan susu. 
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DEVELOPMENT OF E-BOOK TEACHING MATERIALS BASED ON 

THE FLASH FLIPBOOK APPLICATION ON THE BASIC 

COMPETENCY OF APPLYING MILK PROCESSING IN CLASS XI 

SMKN 2 CILAKU 

 

 

Nur Walimah Utami (1403422) 

 

ABSTRACT 

 

In the subject of Animal Product Processing, Basic Competencies of Applying 

Dairy Production, there is no e-book based learning media using the flash flipbook 

application assisted by the Kvisoft Flipbook Maker Pro software. The purpose of 

this research is the development of learning media and feasibility testing for 

students at SMKN 2 Cilaku Cianjur. The method used in this research is Research 

and Development (R&D) with the ADDIE research design. The research sample 

consisted of 37 active students for the 2020/2021 school year who had passed the 

Animal Products Processing Production subject in the odd semester. The sampling 

technique used is simple random sampling. The results showed that the 

development of this learning media application must have the principle of being 

self instructional, self contained, stand alone, adaptive, and user friendly. 

Evaluation is carried out by improving the learning media based on suggestions 

from experts, namely material, media, and language as well as from students' 

responses. The results of media feasibility based on material experts said it was 

very feasible, media experts said it was very feasible, and linguists said it was 

very feasible. The assessment based on the response of students said that they 

strongly agreed with the interpretation that was very feasible. 
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