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INTISARI

Penelitian ini bertujuan untuk membuat Media Interaktif berbasis mobile
android Gerakan workout sebagai media pembelajaran tentang Gerakan workout

yang baik dan benar dan mengetahui kelayakan media interaktif Gerakan workout.

Jenis penelitian ini adalah penelitian dengan model pengembangan MDLC
(Multimedia Development Life Cycle). Penelitian dilakukan pada Bramanda Fitness
dan Cafe dengan subyek penelitian adalah pelatih fitness dan member fitnes yang
melakukan Gerakan workout. Penelitian ini melalui beberapa tahapan yaitu
pengumpulan data, analisis data, perancangan dan pengembangan, dan testing.
Tahap pengumpulan data dilakukan dengan observasi, wawancara, dan studi kasus.
Tahap analisis dilakukan dengan analisis SWOT. Tahap perancangan dan
pengembangan dilakukan dengan MDLC vyaitu concept, design, material
collecting, assembly, testing, dan distribution. Tahap testing dilakukan dengan
alpha testing menggunakan blackbox testing dan beta testing menggunakan
kuesioner skala likert.

Hasil penelitian pembuatan Media Interaktif Thaharah berbasis mobile
android memperoleh skor kelayakan dari aspek materi 83,33% atau kategori
Sangat Bagus, aspek multimedia 78.66% atau kategori Bagus dan aspek pengguna
77.55% atau kategori Bagus. Hasil akhir produk Media Interaktif Gerakan Workout
berformat .apk dengan ukuran 182 MB dan dapat berjalan baik pada smartphone

dan tidak ditemukan error.

Kata Kunci : Media Interaktif, workout, Mobile Android
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ABSTRAK

This study aims to create an interactive mobile-based mobile media Workout
Movement as a learning media about the good and correct workout movement and
find out the feasibility of an interactive workout movement media.

This type of research is research with MDLC (Multimedia Development
Life Cycle) development model. The study was conducted at Bramanda Fitness and
Cafe with research subjects were fitness trainers and fitness members who did
workout movements. This research went through several stages, namely data
collection, data analysis, design and development, and testing. The data collection
phase is carried out by observation, interviews, and case studies. The analysis
phase Is carried out with a SWOT analysis. The design and development phase is
carried out with MDLC, namely concept, design, material collecting, assembly,
testing, and distribution. The testing phase is done by alpha testing using blackbox
testing and beta testing using a Likert scale questionnaire.

The results of research on making Interactive Mobile Media based on
Android mobile obtained a score of eligibility from the material aspect 83.33% or
the Very Good category, the multimedia aspect 78.66% or the Good category and
the user aspect 77.55% or the Good category. The final product of the Interactive
Media Workout Movement is .apk format with a size of 182MB and can run well on

smartphones and no errors are found.

Keywords: Interactive Media, workouts, Android Mobile
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