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ABSTRAK 

Guru mata pelajaran yang berkaitan dengan informatika masih melakukan 

proses belajar mengajar menggunakan teknik dan strategi belajar yang masih 

tradisional. memberikan sebuah materi kepada peserta didik masih kebingungan 

dan masih memiliki hambatan dalam pemberian materi. dalam menerapkan 

kurikulum merdeka pada mata pelajaran Informatika disekolah masih awam dan 

dalam penerapan kegiatan belajar mengajarnya juga masih belum maksimal 

dilakukan. Dalam menerapkan pembelajarannya pendidik masih kurang dalam 

referensi yang digunakan. Tujuan dari penelitian ini yakni membut produk bahan 

ajar berbentuk aplikasi android untuk peserta didik kelas X Merdeka SMA IPIEMS 

Surabaya dalam mata pelajaran informatika materi algoritma dan pemrograman. 

Penelitian ini adalah penelitian R&D dengan model penelitian ADDIE yakni 

Analisys, Design, Development, Implementation, dan Evluation. analisis data yang 

digunakan dalam pengembangan penelitian ini adalah wawancara dan angket. 

Instrumen yang digunakan yaitu lembar angket validasi ahli modul ajar, ahli 

materi,ahli media, dan angket peserta didik. berdasarkan hasil validasi yang 

diperoleh dari validator ahli modul ajar, ahli materi, ahli media, dan uji coba 

pengguna mendapatkan perolehan nilai yakni, ahli modul ajar yang mendapatkan 

persentase 97.5%, ahli materi yang mendapatkan persentase 96.92%, ahli media 

yang mendapatkan persentase 96.84% dengan predikat “Sangat Layak”. serta 

respon peserta didik ketika dilakukannya uji coba kelompok kecil mendapatkan 

penilaian dengan skor persentase 94%, dan uji coba kelompok besar mendapatkan 

penilaian skor persentase 83.50%. Sehingga bahan ajar yang dihasilkan dalam 

penelitian ini sangat layak untuk digunakan.  

Kata kunci: Bahan Ajar, Android, Algoritma dan Pemrograman, ADDIE 

  



 

vi 

 

Rizky Amalia. 2023. Development of Android-Based Learning Materials 

Algorithms and Programming on the Open Curriculum Information Technology 

Lesson at IPIEMS Surabaya High School. Thesis, Informatics Education Study 

Program, Faculty of Education, Trunojoyo University, Madura. Advisor: Muhamad 

Afif Effindi. 

ABSTRACT 

Teachers of subjects related to computer science are still doing the process 

of teaching using the techniques and learning strategies that are still traditional. 

give a material to the students are still confused and still have obstacles in the 

provision of materials. in applying the curriculum independently on the subject 

Informatics school is still public and in the application of the teaching activities is 

also still not maximum done. In applying its teaching, educators are still less in the 

references used. The aim of this research is to develop products of teaching 

materials in the form of Android applications for students of the X-class Merdeka 

IPIEMS Surabaya High School in matters of informatics of algorithm materials and 

programming. This research is R&D research with ADDIE research model namely 

Analysis, Design, Development, Implementation, and Evluation. The instruments 

used are the validation leaflet of the teaching module member, the material member 

and the media member, and the leaflets of the learner. Based on the validation 

results obtained from the validators of teaching modules, material experts, media 

experts, and user tests obtain the acquisition of values, namely, the teacher module 

who obtains the percentage of 97.5%, the material expert who gets the percentual 

of 96.92%, the media expert who receives the percent 96.84% with the predicate 

“Very worthy”. as well as student responses when small group trials were 

evaluated with a 94% percentage score, and large group tests were assessed with 

a 83.50%. So the material produced in this research is well worth using.  

Keywords: Teaching materials, Android, Algorithms and Programming, ADDIE 
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