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ABSTRAK 

PENGEMBANGAN MEDIA PEMBELAJARAN VIDEO BERBASIS ANIMASI 

2 DIMENSI UNTUK MATA KULIAH FOTOGRAFI LANJUTAN DALAM 

MATERI TEKNIK PENCAHAYAAN DAN ARAH CAHAYA DI PROGRAM 

STUDI TEKNOLOGI INFORMATIKA MULTIMEDIA DIGITAL JURUSAN 

TEKNIK KOMPUTER POLITEKNIK NEGERI SRIWIJAYA 

(Rika Yulianti Ismiani, 2021, 87 Halaman) 

 Penelitian ini bertujuan untuk: (1) Merancang dan membuat media 

pembelajaran video berbasis animasi dua dimensi untuk mata kuliah Fotografi 

Lanjutan dalam materi Teknik Pencahayaan dan Arah Cahaya di Program Studi 

Teknologi Informatika Multimedia Digital Jurusan Teknik Komputer Politeknik 

Negeri Sriwijaya yang dapat digunakan dalam proses pembelajaran, (2) 

Mengetahui tingkat kelayakan media pembelajaran video berbasis animasi dua 

dimensi pada mata kuliah Fotografi Lanjutan dalam materi Teknik Pencahayaan 

dan Arah Cahaya menurut penilaian ahli dan mahasiswa. 

 Metode penelitian menggunakan Multimedia Development Life Cycle 

(MDLC) dengan melalui 6 tahapan yaitu: (1) konsep (2) perancangan, (3) 

pengumpulan bahan materi, (4) pembuatan, (5) pengujian, (6) distribusi. Untuk 

menguji tingkat kelayakan media pembelajaran yang telah dibuat, dilakukan 

dengan menyebarkan kuesioner ke para ahli materi, media dan responden dari 

mahasiswa D4 Teknik Komputer. 

 Hasil penelitian yang telah dilakukan diketahui bahwa kelayakan media 

pembelajaran berdasarkan ahli media masuk dalam kategori sangat baik dengan 

rata-rata skor keseluruhan aspek 4,3 dan persentase kualitas media 85,3%. 

Berdasarkan ahli materi masuk dalam kategori sangat baik dengan rata-rata skor 

keseluruhan aspek 4,85 dengan persentase kualitas media 97%. Berdasarkan uji 

coba siswa/responden masuk dalam kategori sangat baik dengan rata-rata skor 

keseluruhan aspek 4,4 dengan persentase kualitas media 88,2%. 

Kata Kunci : Animasi 2D, Media Pembelajaran, Arah Cahaya, Teknik 

Pencahayaan, Politeknik Negeri Sriwijaya. 
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ABSTRACT 

THE DEVELOPMENT OF 2-DIMENSIONAL ANIMATION-BASED VIDEO 

LEARNING MEDIA FOR ADVANCED PHOTOGRAPHY COURSES IN 

LIGHTING METHODS MATERIALS AND LIGHT DIRECTION SUBJECTS IN 

THE STUDY PROGRAM DIGITAL MULTIMEDIA INFORMATICS 

TECHNOLOGY MAJORING IN COMPUTER ENGINEERING OF SRIWIJAYA 

STATE POLYTECHNIC  

(Rika Yulianti Ismiani, 2021, 87 Halaman) 

This research aims to: (1) Design and creates a two dimensional animation-

based video learning media for Advanced Photography courses in Lighting 

Engineering and Light Direction subjects in the Digital Multimedia Informatics 

Technology Study Program Department of Computer Engineering Of Sriwijaya 

State Polytechnic that can be used in the learning process, (2) Find out the 

feasibility level of video learning media based on two dimensional animation on 

Advanced Photography courses in Lighting Engineering and Light Direction 

subjects according to expert and student assessments. 

Research methods use multimedia development life cycle (MDLC) through 

6 stages, namely: (1) concept (2) design, (3) material collection, (4) manufacturing, 

(5) testing, (6) distribution. To test the level of feasibility of learning media that has 

been created, it is done by distributing questionnaires to content and media experts 

and respondents from Computer Engineering D4 students.. 

 The results of research that has been done are obtained that the feasibility 

of learning media based on media experts included in the category of excellent with 

an average overall score of 4.3 aspects and a percentage of media quality of 85.3%. 

Based on expert material included in the category of excellent with an average 

overall score of 4.85 aspects with a media quality percentage of 97%. Based on the 

trial students / respondents included in the category is very good with an average 

overall score of 4.4 aspects with a media quality percentage of 88.2%. 

Keywords: 2D Animation, Learning Media, Light Direction, Lighting Techniques, 

Sriwijaya State Polytechnic  
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