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ABSTRAK 

Cindy Mercialina Rombe: “Pengembangan Media Pembelajaran Curious Zone 

Gerak Melingkar Berbasis Android”. Dibimbing oleh Johannes Vincentius Djoko 

Wirjawan, Ph.D. 

 

 Pengembangan media pembelajaran Curious Zone pada pokok bahasan 

gerak melingkar bertujuan untuk (1) mengembangkan suatu media pembelajaran 

berbasis aplikasi Android pada pokok bahasan gerak melingkar yang berkualitas, 

(2) menghasilkan media pembelajaran berbasis aplikasi Android pada pokok 

bahasan gerak melingkar yang dapat meningkatkan hasil belajar peserta didik, (3) 

mengetahui respon peserta didik mengenai media pembelajaran berbasis aplikasi 

Android pada pokok bahasan gerak melingkar. Metode penelitian yang digunakan 

oleh peneliti adalah metode penelitian dan pengembangan R&D (Research and 

Development) dengan model rancangan pengembangan ADDIE (Analysis, Design, 

Development, Implementation  and Evaluation). Subyek penelitian ini adalah 

peserta didik X IPA 1 SMA Santo Carolus Surabaya berjumlah 23 peserta didik. 

Hasil penelitian menunjukkan (1) media pembelajaran dinyatakan layak untuk diuji 

cobakan berdasarkan penilaian ahli dan peer reviewer dengan nilai rata-rata 3,59 

dan 3,58 dalam kategori sangat baik, (2) media pembelajaran dapat meningkatkan 

penguasaan peserta didik dalam memahami konsep gerak melingkar dengan nilai 

N-Gain sebesar 0,59 dalam kategori sedang, (3) peserta didik memberi respon pada 

media pembelajaran berdasarkan hasil angket respon peserta didik dengan nilai 

rata-rata 3,48 dalam kategori sangat baik. 

 

Kata kunci: media pembelajaran, curious zone, gerak melingkar, berbasis android
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ABSTRACT 

 

Cindy Mercialina Rombe: “Development of Curious Zone Circular Motion 

Learning Media in Adroid-based”. Advisor by Johannes Vincentius Djoko 

Wirjawan, Ph.D. 

 

 The developing of Curious Zone circular motion learning media in adroid-

based aims to (1) develop an Android-based learning media on the topic circular 

motion has quality, (2) produce an Android-based learning media on the topic 

circular motion to improve student learning outomes, (3) know the respon student 

about Curious Zone circular motion learning ,edia in adroid-based. The research 

method used is R&D (Research and Development) with ADDIE (Analysis, Design, 

Development, Implementation  and Evaluation). Subject of the research is X SAINS 

1 in Santo Carolus Senior High School. The result shows that (1) learning media in 

adroid-based is considered feasible to be tested based on expert and peer reviewers 

with average score 3,59 and 3,58 which can categorized as very good quality, (2) 

learning media in adroid-based to improve student learning outcomes on circular 

motion material with N-gain score 0,59 which can categorized as medium gain, (3) 

students respond positively to developed media with an average score 3,48 which 

h can be categorized as very good. 

 

Keywords: learning media, curious zone, circular motion, android-based. 

 

 

 

 

 

 

 

 

 

 

 

 

 



 
 
 

 

 

xiii 

 

DAFTAR ISI 

  

HALAMAN JUDUL .............................................................................................. i 

LEMBAR PERSETUJUAN ................................................................................. ii 

LEMBAR PENGESAHAN ................................................................................. iii 

PERNYATAAN KEASLIAN SKRIPSI ............................................................. iv 

SURAT PERNYATAAN ...................................................................................... v 

KATA PENGANTAR ......................................................................................... vii 

ABSTRAK ............................................................................................................ xi 

ABSTRACT ......................................................................................................... xii 

DAFTAR ISI ....................................................................................................... xiii 

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

DAFTAR GAMBAR ........................................................................................ xviii 

DAFTAR LAMPIRAN ....................................................................................... xx 

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

PENDAHULUAN .................................................................................................. 1 

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

1.2 Rumusan Masalah ....................................................................................... 3 

1.3 Tujuan Penelitian ........................................................................................ 3 

1.4 Indikator Keberhasilan ............................................................................... 4 



 
 

xiv 

 

1.5 Manfaat Penelitian ...................................................................................... 4 

1.6 Ruang Lingkup Penelitian .......................................................................... 5 

1.7 Definisi Istilah .............................................................................................. 5 

1.8 Sistematika Penulisan Skripsi .................................................................... 6 

BAB II .................................................................................................................... 7 

KAJIAN PUSTAKA ............................................................................................. 7 

2.1 Deskripsi Teori ............................................................................................. 7 

2.1.1 Media Pembelajaran .................................................................................... 7 

2.1.2 Android .......................................................................................................... 9 

2.1.3 Mobile Learning .......................................................................................... 10 

2.1.4 Rencana Pelaksanaan Pembelajaran ........................................................ 12 

2.1.5 Direct Instruction ......................................................................................... 14 

2.1.6 Hasil Belajar ................................................................................................ 15 

2.2 Materi ......................................................................................................... 16 

2.2.1 Gerak Melingkar ........................................................................................ 16 

2.2.2 Kinematika Gerak Melingkar ................................................................... 18 

2.3 Kajian Penelitian Terdahulu yang Relevan ............................................ 22 

2.4 Kerangka Berpikir .................................................................................... 25 

BAB III ................................................................................................................. 26 

METODOLOGI PENELITIAN ........................................................................ 26 



 
 

xv 

 

3.1 Desain Penelitian ........................................................................................ 26 

3.2 Bagan dan Rancangan Penelitian ............................................................ 26 

3.3 Subjek Penelitian dan Sumber Informasi ............................................... 29 

3.4 Waktu Penelitian ....................................................................................... 29 

3.5 Instrumen Penelitian ................................................................................. 29 

3.6 Teknik Analisis Data ................................................................................. 31 

3.6.1 Data Angket Kebutuhan Peserta Didik dan Lembar Penilaian 

Keterlaksanaan RPP ............................................................................................ 31 

3.6.2 Data Lembar Penilaian Ahli Materi, Ahli Media, dan Peer 

Reviewer…............................................................................................................ 32 

3.6.3 Data Angket Respon Peserta Didik ........................................................... 33 

3.6.4 Data Pre-test dan Post-test .......................................................................... 33 

BAB IV ................................................................................................................. 34 

HASIL DAN PEMBAHASAN ........................................................................... 34 

4.1 Hasil Penelitian .......................................................................................... 34 

4.1.1 Hasil Penilaian dan Uji Coba Media Pembelajaran Curious Zone Gerak 

Melingkar Berbasis Android ............................................................................... 34 

4.2 Pembahasan ............................................................................................... 43 

4.2.1 Tahap Pengembangan Media Pembelajaran Curious Zone Gerak 

Melingkar Berbasis Android ............................................................................... 43 



 
 

xvi 

 

4.2.2 Tahap Validasi Rencana Pelaksanaan Pembelajaran (RPP) ................. 58 

4.2.3 Tahap Validasi Rencana Evaluasi (RE) ................................................... 59 

4.2.4 Tahap Penilaian dan Uji Coba Media Pembelajaran Curious Zone Gerak 

Melingkar Berbasis Android ............................................................................... 60 

BAB V ................................................................................................................... 69 

PENUTUP ............................................................................................................ 69 

5.1 Kesimpulan ................................................................................................. 69 

5.2 Saran ........................................................................................................... 70 

DAFTAR PUSTAKA .......................................................................................... 71 

 



 
 
 

 

 

xvii 

 

DAFTAR TABEL 

 

Tabel 2. 1 Fase-Fase Direct Instruction ................................................................ 14 

Tabel 3. 1 Kategori Penilaian Skala Lima……………………………………......32 

Tabel 3. 2 Kriteria Nilai N-gain (Hake,1999) ....................................................... 33 

Tabel 4.1 Rata-Rata Hasil Angket Analisis Kebutuhan Peserta Didik…………..35 

Tabel 4.2 Rata-Rata Validasi Media Oleh Ahli .................................................... 36 

Tabel 4.3 Rata-Rata Validasi Materi Oleh Ahli .................................................... 37 

Tabel 4.4 Penilaian Media Pembelajaran oleh Peer Reviewer ............................. 38 

Tabel 4.5 Hasil Validasi Rencana Pelaksanaan Pembelajaran (RPP) ................... 39 

Tabel 4.6 Hasil Validasi Rencana Evaluasi (RE).................................................. 41 

Tabel 4.7 Hasil Rata-Rata Angket Peserta Didik Pada Uji Coba Lapangan Kelas X 

IPA 1 SMA Santo Carolus Surabaya .................................................................... 43 

Tabel 4.8 Hasil Pre-Test dan Post-Test Pada Uji Coba Lapangan ..................... 443 

Tabel 4.9 Hasil Analisis Kurikulum Kelas X Pada Pokok Bahasan ..................... 45 

Tabel 4.10 Indikator Pencapaian Kompetensi untuk Kompetensi Dasar 3.6 dan 

Kompetensi Dasar 4.6 ........................................................................................... 46 

Tabel 4.11 Hasil Analisis Materi Kelas X Pada Pokok Bahasan .......................... 47 

Tabel 4.12 Hasil Nilai Pre-Test dan Post-Test Peserta Didik Pada Uji Coba 

Lapangan Kelas X IPA 1 SMA Santo Carolus Surabaya ..................................... 65 



 
 
 

 

 

xviii 

 

DAFTAR GAMBAR 

 

Gambar 2. 1 Partikel Bergerak Pada Lintasan Yang Berbentuk Lingkaran ......... 16 

Gambar 2. 2 Vektor Posisi Pada Kinematika Gerak Melingkar ........................... 18 

Gambar 2. 3 Partikel Bergerak Melingkar Dengan Percepatan Tetap .................. 21 

Gambar 3. 1 Komponen-komponen dalam ADDIE (Gustafson & Branch, 2002)26 

Gambar 4. 1 Tampilan Halaman Pembuka (Opening)…………………………...50 

Gambar 4. 2 Tampilan Halaman Menu Utama (Home) ........................................ 51 

Gambar 4. 3 Tampilan Petunjuk Penggunaan (Instruction).................................. 52 

Gambar 4. 4 Tampilan Materi ............................................................................... 53 

Gambar 4. 5 Tampilan Contoh Soal ...................................................................... 54 

Gambar 4. 6 Tampilan Eksperimen ...................................................................... 55 

Gambar 4. 7 Tampilan Quiz .................................................................................. 56 

Gambar 4. 8 Rata-Rata Skor Hasil Validasi Rencana Pelaksanaan Pembelajaran 

(RPP) ..................................................................................................................... 58 

Gambar 4. 9 Rata-Rata Skor Hasil Validasi Rencana Evaluasi (RE) ................... 59 

Gambar 4. 10 Rata-Rata Skor Penilaian Media Pembelajaran Curious Zone Gerak 

Melingkar Berbasis Android oleh Ahli ................................................................. 60 

Gambar 4. 11 Rata-Rata Skor Penilaian Materi Pada Media Pembelajaran Curious 

Zone Gerak Melingkar Berbasis Android oleh Ahli ............................................. 62 

Gambar 4. 12 Rata-Rata Skor Penilaian Media Pembelajaran Curious Zone Gerak 

Melingkar Berbasis Android oleh Peer Reviewer ................................................. 63 

file:///C:/Users/ASUS/Desktop/10%20JANUARI%20(SKRIPSI)/Skripsi%20Print/Revisian%20Sebelum%20SKripsi%20-%20Copy.docx%23_Toc29754963
file:///C:/Users/ASUS/Desktop/10%20JANUARI%20(SKRIPSI)/Skripsi%20Print/Revisian%20Sebelum%20SKripsi%20-%20Copy.docx%23_Toc29754964
file:///C:/Users/ASUS/Desktop/10%20JANUARI%20(SKRIPSI)/Skripsi%20Print/Revisian%20Sebelum%20SKripsi%20-%20Copy.docx%23_Toc29754965
file:///C:/Users/ASUS/Desktop/10%20JANUARI%20(SKRIPSI)/Skripsi%20Print/Revisian%20Sebelum%20SKripsi%20-%20Copy.docx%23_Toc29754973
file:///D:/SKRIPSI.docx%23_Toc25849065
file:///D:/SKRIPSI.docx%23_Toc25849067


 
 

xix 

 

Gambar 4. 13 Rata-Rata Skor Penilaian Keterlaksanaan Rencana Pelaksanaan 

Pembelajaran (RPP) .............................................................................................. 64 

Gambar 4. 14 Hasil Analisis Peningkatan Hasil Belajar Peserta Didik Pada Uji Coba 

Lapangan Kelas X IPA 1 SMA Santo Carolus Surabaya ..................................... 66 

Gambar 4. 15 Hasil Analisis N-Gain Score Peserta Didik Pada Uji Coba Lapangan 

Kelas X IPA 1 SMA Santo Carolus Surabaya ...................................................... 67 

Gambar 4. 16 Rata-Rata Skor Hasil Dari Angket Respon Peserta Didik ............. 68



 
 
 

 

 

xx 

 

DAFTAR LAMPIRAN 

 

LAMPIRAN I Lembar Angket Analisis Kebutuhan Peserta Didik & Hasil 

Angket Analisis Kebutuhan Peserta Didik............. 75 

LAMPIRAN II Lembar Validasi & Hasil Analisis Validasi Media 

Oleh Ahli................................................................. 80 

LAMPIRAN III Lembar Validasi & Hasil Analisis Validasi Materi 

Oleh Ahli................................................................. 135 

LAMPIRAN IV Lembar Validasi & Hasil Analisis Validasi Media 

Oleh Peer Reviewer................................................. 184 

LAMPIRAN V Lembar Validasi & Hasil Analisis Validasi RPP.... 205 

LAMPIRAN VI Lembar Validasi & Hasil Analisis Validasi RE...... 219 

LAMPIRAN VII Lembar Angket Respon Peserta Didik Terhadap 

Media Pembelajaran & Hasil Analisis Angket 

Respon Peserta Didik Terhadap Media 

Pembelajaran............................................................ 229 

LAMPIRAN VIII Rencana Pelaksanaan Pembelajaran........................ 245 

LAMPIRAN IX Lembar Keterlaksanaan & Hasil Analisis 

Keterlaksanaan RPP................................................ 267 

LAMPIRAN X Lembar Keterlaksanaan RE..................................... 281 

 

 


