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INTISARI 

 

Penelitian ini berjudul “Perancangan Media Ajar Interaktif Ilmu Pengetahuan 

Alam Untuk Smp Kelas 2 Berbasis Android”. Penelitian ini bertujuan untuk 

merancang media pembelajaran interaktif untuk mendukung pembelajaran IPA 

kelas VIII menggunakan software adobe animate sehingga dapat membantu siswa 

dalam mendapatkan materi pembelajaran, meningkatkan minat belajar siswa, 

sebagai fasilitas siswa untuk menambah pengetahuannya. 

Pembuatan aplikasi ini menggunakan metode pengumpulan data, metode 

analisis, metode perancangan, dan metode testing. Untuk perancangan aplikasi 

digunakan beberapa perangkat lunak seperti Adobe Animate, Adobe Photoshop, 

dan Figma. 

Hasil dari penelitian ini adalah sebuah aplikasi media pembelajaran interaktif 

untuk SMP Negeri 4 Sanana Utara yang berbasis android. Sistem operasi minimum 

untuk aplikasi ini adalah android 6.0 Marshmallow. 

Kata Kunci: Media Interaktif, Adobe Animate, MDLC. 
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ABSTRACT 

 

This research is entitled "The design natural Science learning media for 

junior high school 2nd grade based android". This study aims to design interactive 

learning media to support science learning for class VIII using Adobe Animate 

software so that it can assist students in obtaining learning materials, increase 

student interest in learning, as a facility for students to increase their knowledge. 

Making this application using data collection methods, analytical methods, 

design methods, and testing methods. Application design used several software 

such as Adobe Animate, Adobe Photoshop, and Figma. 

The result of this research is an android-based interactive learning media 

application for SMP Negeri 4 Sanana Utara. The minimum operating system for 

this app is android 6.0 Marshmallow. 

Keywords: Interactive Media, Adobe Animate, MDLC.



 

xii 

 

DAFTAR ISI 

HALAMAN JUDUL ....................................................................................... ii 

HALAMAN PERSETUJUAN ........................................................................ iii 

HALAMAN PENGESAHAN ........................................................................ iv 

PERNYATAAN KEASLIAN ......................................................................... v 

MOTTO .......................................................................................................... vi 

HALAMAN PERSEMBAHAN .................................................................... vii 

KATA PENGANTAR .................................................................................. viii 

INTISARI ........................................................................................................ x 

ABSTRACT .................................................................................................... xi 

DAFTAR ISI .................................................................................................. xii 

DAFTAR GAMBAR ..................................................................................... xv 

DAFTAR TABEL ........................................................................................ xvii 

BAB I PENDAHULUAN ................................................................................ 1 

1.1 Latar Belakang ....................................................................................... 1 

1.2 Rumusan Masalah .................................................................................. 2 

1.3 Batasan Masalah .................................................................................... 2 

1.4 Maksud dan Tujuan Penelitian ............................................................... 2 

1.5 Manfaat Penelitian ................................................................................. 2 

1.6 Metodologi Penelitian ............................................................................ 3 

1.6.1 Metode Pengumpulan Data ............................................................. 3 

1.6.2 Metode Analisis .............................................................................. 4 

1.6.3 Metode Perancangan ....................................................................... 4 

1.6.4 Metode Pengembangan ................................................................... 4 

file:///E:/Yudisium/Skripsi-17.11.1222-Wahyudi%20Mayau.docx%23_Toc107759925


 

xiii 

 

1.6.5 Metode Testing ................................................................................ 4 

1.7 Sistematika Penulisan ............................................................................ 4 

BAB II TINJAUAN PUSTAKA ..................................................................... 6 

2.1 Kajian Pustaka ....................................................................................... 6 

2.2 Dasar Teori ............................................................................................. 9 

2.2.1 Media Pembelajaran Interaktif ........................................................ 9 

2.2.2 Metode Pengembangan Perangkat Lunak ..................................... 10 

2.2.3 Metode Testing .............................................................................. 11 

2.2.4 Software ........................................................................................ 13 

BAB III ANALISIS DAN PERANCANGAN .............................................. 15 

3.1 Deskripsi Umum .................................................................................. 15 

3.2 Analisis Sistem ..................................................................................... 15 

3.2.1 Analisis Kebutuhan ....................................................................... 15 

3.2.2 Analisis Kelayakan Sistem............................................................ 18 

3.3 Perancangan Sistem ............................................................................. 19 

3.3.1 Konsep (Concept) ......................................................................... 19 

3.3.2 Perancangan (Design) ................................................................... 19 

3.3.3 Pengumpulan Bahan (Material Collecting)................................... 30 

3.4 Rancangan Tombol .............................................................................. 30 

BAB IV IMPLEMENTASI DAN PEMBAHASAN ..................................... 31 

4.1 Pembuatan (Assembly) ........................................................................ 31 

4.1.1 Implementasi User Interface ......................................................... 31 

4.1.2 Coding ........................................................................................... 44 

4.1.3 Spesifikasi Software ...................................................................... 52 



 

xiv 

 

4.1.4 Petunjuk Instalasi .......................................................................... 52 

4.2 Pengujian (Testing) .............................................................................. 54 

4.2.1 Black Box Testing ......................................................................... 54 

4.2.2 White Box Testing ........................................................................ 61 

4.3 Distribusi (Distribution) ....................................................................... 62 

4.4 Pembahasan .......................................................................................... 62 

BAB V PENUTUP ........................................................................................ 65 

5.1 Kesimpulan .......................................................................................... 65 

5.2 Saran .................................................................................................... 65 

DAFTAR PUSTAKA .................................................................................... 66 

 

  



 

xv 

 

DAFTAR GAMBAR 

 

Gambar 2.1 Tahapan MDLC ......................................................................... 10 

Gambar 2.2 Android 12 ................................................................................. 15 

Gambar 2.3 Aplikasi Adobe Animate ............................................................ 16 

Gambar 2.4 Adobe Photoshop ....................................................................... 17 

Gambar 2.5 Figma ......................................................................................... 18 

Gambar 3.2 Flowchart ................................................................................... 20 

Gambar 3.3 Rancangan Splash Screen .......................................................... 21 

Gambar 3.4 Rancangan Loading Screen ........................................................ 21 

Gambar 3.5 Rancangan Halaman Utama ....................................................... 22 

Gambar 3.6 Rancangan Menu RPP................................................................ 23 

Gambar 3.7 Rancangan Menu Materi ............................................................ 23 

Gambar 3.8 Rancangan Penjelasan Materi .................................................... 24 

Gambar 3.9 Rancangan Materi Pertemuan .................................................... 25 

Gambar 3.10 Rancangan Contoh Soal ........................................................... 26 

Gambar 3.11 Rancangan Isi Menu Contoh Soal ............................................ 27 

Gambar 3.12 Rancangan Latihan ................................................................... 28 

Gambar 3.13 Rancangan Isi Latihan .............................................................. 29 

Gambar 3.14 Rancangan Menu About ........................................................... 29 

Gambar 4.1 Loading Screen .......................................................................... 32 

Gambar 4.2 Halaman Awal ............................................................................ 32 

Gambar 4.3 RPP ............................................................................................. 33 

Gambar 4.4 Halaman Materi .......................................................................... 34 

file:///I:/Folder%20Buat%20Sharing/new%20skripsi/skripsi.docx%23_Toc107470451
file:///I:/Folder%20Buat%20Sharing/new%20skripsi/skripsi.docx%23_Toc107470452
file:///I:/Folder%20Buat%20Sharing/new%20skripsi/skripsi.docx%23_Toc107470453


 

xvi 

 

Gambar 4.5 Penjelasan Materi ....................................................................... 34 

Gambar 4.6 Pertemuan 1 ................................................................................ 35 

Gambar 4.7 Pertemuan 2 ................................................................................ 35 

Gambar 4.8 Pertemuan 3 ................................................................................ 36 

Gambar 4.9 Pertemuan 4 ................................................................................ 37 

Gambar 4.10 Pertemuan 5 .............................................................................. 37 

Gambar 4.11 Contoh Soal .............................................................................. 38 

Gambar 4.12 Contoh Soal Gerak Benda ........................................................ 38 

Gambar 4.13 Contoh Soal Gaya .................................................................... 39 

Gambar 4.14 Contoh Soal Hukum Newton ................................................... 40 

Gambar 4.15 Latihan ..................................................................................... 40 

Gambar 4.16 Latihan 1 .................................................................................. 41 

Gambar 4.17 Latihan 2 .................................................................................. 41 

Gambar 4.18 Latihan 3 .................................................................................. 42 

Gambar 4.19 Latihan 4 .................................................................................. 43 

Gambar 4.20 Latihan 5 .................................................................................. 43 

Gambar 4.21 About ........................................................................................ 44 

Gambar 4. 22 Aplikasi Ipa Kelas 8 ................................................................ 53 

Gambar 4. 23 Pop Up Blokir ......................................................................... 53 

Gambar 4. 24 Buka Aplikasi .......................................................................... 54 

Gambar 4. 25 Halaman Utama Aplikasi ........................................................ 54 

Gambar 4. 26 flowgraph aplikasi media pembelajaran interaktif .................. 61 

  

  



 

xvii 

 

DAFTAR TABEL 

 

Tabel 2. 1 Tabel Perbandingan ........................................................................ 7 

Tabel 2. 2 Hubungan cyclomatic complexity  dengan resiko ........................ 13 

Tabel 3. 1 Spesifikasi Perangkat Keras Komputer ........................................ 16 

Tabel 3. 2 Spesifikasi Perangkat Keras Android ........................................... 16 

Tabel 3. 3 Spesifikasi Minimum Perangkat Keras Komputer ....................... 17 

Tabel 3. 4 Spesifikasi Perangkat Lunak Komputer ....................................... 17 

Tabel 4. 2 Hasil Pengujian Metode Black box .............................................. 60 

Tabel 4. 3 Hubungan cyclomatic complexity dengan resiko ......................... 62 

 


