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ABSTRAK 

IMPLEMENTASI ANIMASI MOTION GRAPGIC  

SEBAGAI MEDIA PEMBELAJARAN MATA KULIAH  

PRAKTIK PEMROGRAMAN BERORIENTASI OBJEK 

 (Danang Sebastian, 2022, 68 Halaman) 

Pandemi Covid-19 telah memberikan dampak yang sangat signifikan terhadap 

setiap lini kehidupan masyarakat termasuk proses belajar mengajar. Motion graphic 

untuk pembelajaran bukanlah hal baru sebagai salah satu sumber belajar. Motion 

graphic sebagai media pembelajaran memiliki keunggulan yakni dapat 

menyampaikan pembelajaran secara inovatif, dinamis, efektif dan efisien. Pembuatan 

media pembelajaran Motion Graphic pada mata kuliah Praktik Pemrograman 

Berorientasi Objek ini bertujuan untuk memberikan suatu media pembelajaran yang 

berbeda dari sebelumnya. Pada pengembangan media pembelajaran ini digunakan 

metode MDLC (Multimedia Development Life Cycle). Metode pengukuran Cohen 

Kappa digunakan dalam penelitian untuk mengolah data yang telah diperoleh dari 

penyebaran kuesioner. Responden dalam penelitian berjumlah 2 orang ahli 

multimedia. Hasil dari penelitian ini diketahui bahwa nilai kelayakan media 

pembelajaran berupa animasi motion graphic ini berada pada nilai index “0,615384” 

berdasarkan kategori keputusan moment kappa dan berada di kategori “Tinggi”.  

 

Kata Kunci: Pandemi Covid-19, Media Pembelajaran, Motion Graphic, 

Pemrograman Berorientasi Objek, Multimedia Development Life Cycle, Metode 

Cohen Kappa 
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ABSTRACT 

IMPLEMENTATION OF MOTION GRAPGIC  

ANIMATION AS A COURSE LEARNING MEDIA  

OBJECT ORIENTED PROGRAMMING PRACTICES 

 (Danang Sebastian, 2022, 68 Pages) 

The Covid-19 pandemic has had a very significant impact on every line of 

people's lives, including the teaching and learning process. Motion graphics for 

learning are not new as a source of learning. Motion graphic as a learning media has 

the advantage that it can deliver learning in an innovative, dynamic, effective and 

efficient manner. The making of Motion Graphic learning media in the Object 

Oriented Programming Practice course aims to provide a learning media that is 

different from before. In developing this learning media, the MDLC (Multimedia 

Development Life Cycle) method is used. The Cohen Kappa measurement method is 

used in the study to process data that has been obtained from distributing 

questionnaires. Respondents in the study amounted to 2 multimedia experts. The 

results of this study indicate that the feasibility value of the learning media in the 

form of motion graphic animation is at the index value of "0.615384" based on the 

category of kappa moment decisions and is in the "High" category. 

 

Keywords: Covid-19 Pandemic, Learning Media, Motion Graphic, Object Oriented 

Programming, Multimedia Development Life Cycle, Cohen Kappa Method
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