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PENGEMBANGAN MEDIA PEMBELAJARAN KOMPOSISI FOTOGRAFI 

BERBASIS MOTION GRAPHIC 2D DENGAN MENGGUNAKAN METODE 

MULTIMEDIA DEVELOPMENT LIFE CYCLE 

 

(Annisyah Aprilia Utami, 2022, 119 Halaman) 

 

ABSTRAK 
Sebelum melakukan praktikum, mahasiswa diajarkan teori agar dapat 

menghasilkan foto dengan komposisi yang tepat. Tetapi, saat ini mahasiswa sering 

kali merasa kesulitan dalam pemahaman materi. Umumnya mahasiswa diajarkan 

teori berdasarkan penjelasan dari dosen sebelum melakukan praktikum. Cara ini 

dianggap kurang efektif, karena cara ini menggunakan media audio saja. 

Dengan latar belakang tersebut, maka peneliti tertarik untuk 

mengembangkan media pembelajaran yang menggabungkan audio dan visual 

dengan materi yang mudah dipahami serta menarik berbasis motion graphic 2D 

menggunakan metode pengembangan multimedia development life cycle. Untuk 

mengetahui tingkat kelayakan media pembelajaran ini, penulis melakukan 

pengujian terhadap 4 responden ahli dan 35 responden mahasiswa TIMD dari 

semester 2 hingga 8 yang pernah mempelajari fotografi dengan teknik perhitungan 

skala likert. 

Hasil pengujian membuktikan bahwa media pembelajaran audio visual 

berbasis motion graphic 2D ini berdasarkan penilaian ahli, layak digunakan dengan 

perbaikan serta mendapatkan persentase persetujuan sebesar 83% dan berdasarkan 

penilaian mahasiswa mendapat persentase persetujuan sebesar 90% berada 

dikategori “sangat baik”. 

 

Kata kunci : media pembelajaran, motion graphic, komposisi. 
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LEARNING MEDIA DEVELOPMENT OF PHOTOGRAPHY COMPOSITION 

BASED ON MOTION GRAPHIC 2D USING MULTIMEDIA DEVELOPMENT 

LIFE CYCLE METHOD 

 

(Annisyah Aprilia Utami, 2022, 119 Page) 

 

ABSTRACT 

Before doing a practicum, students are taught theory in order to take photos 

with the right composition. However, nowadays students often find it difficult to 

understand the material. Generally, students are taught theory based on 

explanations from lecturers before practicum. This method is considered less 

effective, because this method uses audio media only. 

With this background, researchers are interested in developing learning 

media that combine audio and visual with easy-to-understand and interesting 

material based on 2D motion graphics using the multimedia development life cycle 

method. To determine the feasibility level of this learning media, the author tested 

4 expert reviewer and 35 respondents of TIMD students from semesters 2 to 8 who 

had studied photography with the likert scale calculation technique. 

The test results prove that this 2D motion graphic-based audio-visual 

learning media is based on expert review, feasible to be used with improvement and 

get an approval percentage of 83% and based on the students review get an approval 

percentage of 90% in the category of "very good".   

 

Keywords : learning media, motion graphics, composition. 
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