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ABSTRAK

Penelitian ini bertujuan untuk mengembangkan software bernama E-Modul Mobile. E-
Modul Mobile adalah pelaksanaan Modul berbasis android menjadi media bantu belajar anak
didik Sekolah Menengah Kejuruan N Ngraho kompetensi keahlian Teknik Komputer &
Jaringan. Perangkat lunak output berdasarkan penelitian ini diperlukan bisa membantu anak
didik Sekolah Menengah Kejuruan N Ngraho kompetensi keahlian Teknik Komputer &
Jaringan buat tahu bahan ajar yg berkaitan menggunakan Pemograman Dasar.

Proses rekayasa software ini memakai Addie process menjadi contoh proses
pengembangan software. Tahapan pengujian dalam penelitian ini dilakukan pada rangka
melakukan verification and validation (V&V) dalam software. Proses verification software
dilakukan menggunakan pengujian black box testing yg dilakukan menggunakan metode R &
D.

Berdasarkan output penelitian dalam aplikasi yg dikembangkan memperlihatkan
output : 1) perancangan Aplikasi E-Modul Mobile menjadi media bantu belajar murid Sekolah
Menengah Kejuruan N Ngraho Kompetensi keahlian Teknik Komputer & Jaringan sudah
melalui serangkaian proses rekayasa aplikasi menurut desain sampai pengujian sudah sinkron
menggunakan spesifikasi; 2) unjuk kerja menurut Aplikasi E-Modul Mobile menjadi media
bantu belajar murid Sekolah Menengah Kejuruan N Ngraho Memenuhi kriteria kevalidan
yaitu berdasarkan hasil validasi dari ahli materi sebesar 80% dengan tingkat kevalidan cukup
valid dan ahli desain sebesar 80% dengan tingkat kevalidan sangat valid. Memenuhi kriteria

kepraktisan dari aspek penggunaan berdasarkan uji coba perorangan dan guru sebesar 94,5%

Kata Kunci : E-Modul, Mobile, Android Studio, Addie



ABSTRAC

This research aims to develop a software called E-Module Mobile. E-Module Mobile
is the implementation of android-based modules into a medium to help learn students of
Vocational High School N Ngraho competence of Computer &Network Engineering expertise.
Output software based on this research is needed to help students of VVocational High School
N Ngraho competence of Computer And Network Engineering expertise to know related
teaching materials using Basic Programming.

This software engineering process uses addie process to be an example of software
development process. The testing stage in this research is carried out in order to perform
verification and validation (V&V) in the software. The software verification process is carried
out using black box testing conducted using the R &D method.

Based on the output of research in the application developed shows output: 1) the
design of E-Module Mobile Application becomes a medium to help students learn VVocational
High School N Ngraho Competence of Computer Engineering & Network expertise has gone
through a series of application engineering processes by design until testing is in sync using
specifications; 2) performance according to E-Module Mobile Application becomes N
Ngraho Vocational High School Meets the criteria of validity, which is based on validation
results from material experts of 80% with a fairly valid validity rate and design experts of
80% with a very valid validity rate. Meet the practicality criteria of the aspect of use based on

individual and teacher trials by 94.5%

Keywords : E-Module, Mobile, Android Studio, Addie



DAFTAR ISI

HALAMAN JUDUL ..ottt sttt ane st anas [
SURAT PERNY ATAAN Lottt ettt e e et e e e s e e e nsa e e e naeeaneeeannaaeas I
HALAMAN PERSETUJUAN SEMINAR PROPOSAL ......cccoooiiiiiieecie e ii
HALAMAN PENGESAHAN .....ooiiiiiieet ettt anas iv
MOTTO DAN PERSEMBAHAN ...ttt sttt Y
KATA PENGANTAR Lottt e e e nne e e et e e e na e e e neeeennes vi
A B ST RAK LR o e e e e et e e e e e e nreeanres viil
Y I B 1 ) USSR IX
DAFTAR TABEL. ..ottt it ettt et et e s sesseste e asesneseneanas Xi
DAFTAR GAMBAR ..ot tctiieieistesieeast e dae st sassessessasassessessesssnassesessessesessessessessases Xii
BAB I PENDAHULUAN ...ttt ie et baaa e e nntaa e e s e e e e nnnneeas 1
1.1 Latar BEIAKANG ....coutiieiitiisiaiesstieeee sttt bbbttt 1
1.2 RUMUSAN MASAIAN ... ..ottt ettt ettt enee e 2
1.3 Batasan Masalah ..ok e b e 2
1.4 Tujuan REEETI{1an ...... 5. 8 @ BOT.. 0. & ... 000 " B AD.......... N .......... 3
1.5 Manfaat PeNglitIagQ ... &.......... 0. ..ol . K. 9% ... 240 ... ... 3
BAB 1l TINJAUAN PUSTAKA ..ottt et anen et estaaana e sseseasessesesennes 4
2.1 PeNEIITIAN TEIKAIT 1vvieveeeiiiie ettt gre e e b e bt e bt n e eneennas 4
p A I Vo o F- T o R =T o o S SRS SS SRR 5
2.2.1 APLKasi MODIIE .o s 5
2.2.2 E-MOTUL ... .o i e et ettt 7
2.2.3 Problem Based LEArNiNg...... .o iviuisreenueaireieeiteesieseesteeseesraesreessessaesseessesnesneas 7
2.2.4 Pemograman DaSAr ..........cccoiueiiiiiineiieie et 11
2.2.5 Model Metode PENGEMBDANGAN .........ciiiiieiiirenieiteseisieaasiieseeine e se e 11
2.2.4 Metode ADDIE ... ...ttt st ie st anasne st en e ntes et ne e ste e ne e 13
BAB [l METODOLOGI ..ccuereveiievesassinseeins it seeisssssesisnsesesssiesses issaesessasinssesessessessssessessessnses 17
3.1 ODbJek TUuGas AKNIT ..o e 17
3.2 Prosedur Pengambilan Data...........c.ccouiiiiriieiieii et 17
3.3 Model atau Metode yang DIuSUIKAN ..........ccoooiiiiiiiiic e 18
331 ANANISIS ittt E bRt ne e bt e be e nre s 19
TR 0 D T 1] o OSSPSR 19

3.3.3 Flowchart Pengerjaan SKIPSE .....ccveiiieiiiiie et 26



3.4 JadWal KegIatan .........cccccveiuiiieieeie et 27

BAB IV IMPLEMENTASI DAN UJI COBA ...ttt 29
4.1 HASH PIOGUK ... ettt 29
A.1.1 SPIASN SCIEEN ...ttt bbb 29
A.1.2 IMIBNU UTBIMIG. ...ttt e b e b e e nnn e e nne e 30
A.1.3 IMIBNU IMIAEET ...ttt bbbttt bbbttt 30
414 MENU FOTUM. ... e e e e s be e e s e e annnas 31
4.1.5 MENU TENTANG ...t ne e 32
BAB V KESIMPULAN DAN SARAN ittt 33
5.1 KESTMPUIAN ... ioiiiiiiiiaieimieisseissansesaeiaeeeesseessaeiue s aesssesssshssahs e ae SR8 e 4R S Sr e e neesraesaansenseesens 33
ST AL L O B TP PRSP PR 34
DAFTAR PUST AK A ittt eaissae s s e e s+ 22650k E S 2 e s teeasteaennaaaenseeeanneaeanseeeanseeennns 35

LAMPIRAN ..ttt i r e et eb R et sb e b e 37



Tabel 3.1 Jadwal Kegiatan

DAFTAR TABEL




DAFTAR GAMBAR

Gambar 2.1 Model Metode Pengembangan Bord and Gall..............ccccceeeviiiiiiieicieens 12
Gambar 2.2 Model Metode Pengembangan ADDIE ...........ccccooveiiiiiiicie e 12
Gambar 2.3 Model Metode Pengembangan Richey dan Klein...........cccocceveviveiiiicinenns 13
Gambar 2.4 Model Metode Pengembangan Thiagarajan ............ccceeeevvevesiieseeresineseennens 13
Gambar 2.5 Metode ADDIE (Branch Robert Maribe, 2009) ..........cccovveviviiievvereiieseenns 14

Gambar 3.1 Flowchart Mengerjakan SKIPSEveiueieiieecieieee e 19



