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ABSTRAK 

 

WISMOYO IMAM PAMBAYUN/A710150012 MEDIA PEMBELAJARAN 

PENGENALAN PERANGKAT KOMPUTER BERBASIS MULTIMEDIA 

INTERKATIF UNTUK SEKOLAH DASAR Skripsi.Fakultas Keguruan dan 

Ilmu Pendidikan,Universitas Muhammadiyah Surakarta.Agustus 2021. 

Pada era globalisasi saat ini kemajuan teknologi semakin pesat media pembelajaran 

yang kini digunakan sudah semakin canggih melainkan menggunakan pembelajaran 

elektronik atau e-learning dengan media komputer. Media yang dikembangkan 

menggunakan bantuan aplikasi Construct 2. Materi pada media pembelajaran 

berupa pengenalan perangkat komputer dasar beserta fungsinya. Model 

pengembangan yang digunakan adalah Waterfall (requirement analysis and 

definition, system and software design, implementation and unit testing, integration 

and system testing, dan operation and maintenance).  Dengan hasil pengujian para 

ahli diuji kelayakan mendapatkan hasil Uji Media dengan rata-rata 0,73 dan Uji 

Materi dengan rata-rata 0,74 dan Blackbox Testing yang berfokus pada pengujian 

sistem pada aplikasi, pada pengujian blackbox didapatkan hasil 100% . Hasil 

penelitian menunjukkan bahwa media pembelajaran pengenalan komputer dasar 

dinyatakan layak untuk digunakan. 

Kata Kunci : Media Pembelajaran, Waterfall ,Sekolah Dasar. 
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ABSTRACT 
 

 

DEVELOPMENT OF BASIC COMPUTER INTRODUCTION 

LEARNING MEDIA FOR ELEMENTARY SCHOOL 

 

In the current era of globalization, technological advances are increasingly rapid, 

the learning media that are now used are increasingly sophisticated, but using 

electronic learning or e-learning with computer media. The media developed using 

the Construct 2 application help. The material on the learning media is an 

introduction to basic computer devices and their functions. The development model 

used is Waterfall (requirements analysis and definition, system and software design, 

implementation and unit testing, integration and system testing, and operation and 

maintenance). With the test results, the experts tested the feasibility of getting the 

results of the Media Test with an average of 0.73 and the Material Test with an 

average of 0.74 and Blackbox Testing which focused on testing the system on the 

application, on blackbox testing the results obtained 100%. The results showed that 

the basic computer introduction learning media was declared feasible to be used. 

Keywords: Learning media, Waterfall, Elementary School 
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