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INTISARI  

Sampai saat ini, pembelajaran sejarah peminatan di MA PP Tunas 

Harapan Tembilahan masih menggunakan metode konvensional berupa buku 

paket dan lembar kerja siswa (LKS), sehingga siswa sering kehilangan LKS dan 

buku paket serta pembelajaran menjadi kurang menarik dan interaktif. Tujuan 

dari penelitian ini adalah untuk membuat aplikasi pembelajaran sejarah 

peminatan berbasis Android sebagai alat bantu belajar agar siswa lebih mudah 

mengakses materi, video, dan soal latihan kapan saja dan di mana saja. Aplikasi 

ini dikembangkan menggunakan metode MDLC (Multimedia Development Life 

Cycle). Analisis kebutuhan menggunakan SWOT, perancangan menggunakan 

UML, dan pengujian aplikasi meliputi pengujian fungsionalitas (black box) dan 

usability. Berdasarkan hasil pengujian, aplikasi pembelajaran sejarah peminatan 

berbasis Android ini mendapatkan kelayakan fungsionalitas 100% dan kelayakan 

usability 78%, yang masuk dalam kategori “Baik”. Dengan adanya aplikasi ini 

diharapkan pembelajaran sejarah peminatan di MA PP Tunas Harapan 

Tembilahan menjadi lebih interaktif dan efektif, serta mempermudah guru dan 

siswa dalam melaksanakan proses belajar mengajar. 

Kata Kunci : Aplikasi Pembelajaran, Android, Sejarah Peminatan, MDLC 
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ABSTRACT 
 

  
Up to now, specialized history learning at MA PP Tunas Harapan 

Tembilahan has still relied on conventional methods using textbooks and student 

worksheets (LKS), causing students to often lose their worksheets and textbooks, 

which makes the learning process less engaging and less interactive. The purpose 

of this research is to develop an Android-based specialized history learning 

application as a learning aid so that students can easily access materials, videos, 

and practice questions anytime and anywhere. This application was developed 

using the MDLC (Multimedia Development Life Cycle) method. Requirements 

analysis was conducted using SWOT, design was carried out using UML, and 

application testing included functionality (black-box) and usability testing. The 

results of the tests showed that the Android-based specialized history learning 

application achieved 100% functional feasibility and 78% usability feasibility, 

which falls into the “Good” category. With this application, it is expected that 

specialized history learning at MA PP Tunas Harapan Tembilahan becomes 

more interactive and effective, and also facilitates teachers and students in 

carrying out the teaching and learning process. 

Keywords : Learning Application, Android, Specialized History, MDLC 
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