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INTISARI 

 

Penelitian ini bertujuan untuk menghasilkan video interaktif sebagai media 

pembelajaran dalam pelatihan microskill Digital Talent Scholarship (DTS) dengan 

tema Smart Village di BPSDMP KOMDIGI Yogyakarta. Latar belakang penelitian 

ini berangkat dari pentingnya meningkatkan literasi digital masyarakat desa melalui 

media edukatif yang menarik dan informatif. Video interaktif dianggap sebagai 

salah satu solusi untuk menyampaikan materi secara lebih efektif dan mudah 

dipahami oleh peserta. 

 

Metode penelitian melibatkan tahapan pra-produksi, produksi, dan pasca-

produksi. Tahap pra-produksi mencakup perumusan konsep, penulisan naskah, dan 

penjadwalan shooting. Pada tahap produksi dilakukan pengambilan gambar dengan 

teknik camera movement serta perekaman suara. Sedangkan tahap pasca-produksi 

meliputi proses editing, rendering, evaluasi, hingga implementasi video ke platform 

YouTube dan Learning Management System (LMS) KOMDIGI. 

 

Hasil dari uji kelayakan menunjukkan bahwa video pembelajaran mendapat 

respons sangat positif dari para ahli (dengan nilai 90%) dan peserta pelatihan 

(dengan nilai 85,6%). Temuan ini membuktikan bahwa video yang dikembangkan 

efektif sebagai media pembelajaran interaktif dan layak digunakan dalam program 

pelatihan DTS. Penelitian ini diharapkan dapat berkontribusi dalam pengembangan 

edukasi digital, khususnya dalam mendorong kemajuan desa melalui konsep Smart 

Village. 

 

Kata kunci: video interaktif, smart village, digital talent scholarship, media 

pembelajaran, literasi digital 
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ABSTRACT 

 

This research aims to develop an interactive video as a learning medium for 

the microskill training program of the Digital Talent Scholarship (DTS) with the 

theme of Smart Village at BPSDMP KOMDIGI Yogyakarta. The study is based on 

the need to enhance digital literacy in rural communities through engaging and 

informative educational media. Interactive video is considered an effective solution 

to deliver educational content in a way that is easy to understand and appealing to 

participants. 

The research method involves pre-production, production, and post-

production stages. Pre-production includes concept development, scriptwriting, 

and shooting schedule planning. The production stage involves video shooting 

using camera movement techniques and audio recording. Post-production includes 

editing, rendering, evaluation, and implementation on YouTube and the KOMDIGI 

Learning Management System (LMS). 

The feasibility test results show that the learning video received very 

positive responses from experts (scoring 90%) and training participants (scoring 

85.6%). These findings indicate that the developed video is effective and suitable 

as an interactive learning medium for the DTS training program. This research is 

expected to contribute to digital education development, particularly in promoting 

village advancement through the Smart Village concept. 

Keywords: interactive video, smart village, digital talent scholarship, learning 

media, digital literacy. 

 

 

 

 


