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ABSTRAK

Abdul Irvan Arista. 2023. Pengembangan Media Pembelajaran Berbasis
Virtual Class (Gather.Town) Pada Materi Entry Journal Perusahaan Dagang.
Skripsi, Program Studi Pendidikan Ekonomi, FKIP Universitas Lambung
Mangkurat Banjarmasin. (Dosen Pembimbing: Mahmudah Hasanah, S.Pd, M.Pd.
& Dr. Baseran Nor, M.Pd.)

Pembelajaran saat ini sudah banyak berubah dalam berbagai bidang seperti ilmu
pengetahuan, pendidikan dan teknologinya. Perkembangan tersebut tentu
membuat terdapatnya pembelajaran secara daring dan luring. Namun
pembelajaran daring dan luring memiliki kelebihan dan kekurangannya masing-
masing. Seperti pembelaajran secara luring yang memiliki kelebihan efektif dan
mudah dipahami oleh peserta didik, namun memiliki keterbatasan ruang dan
waktu. Sedangkan pembelajaran daring memiliki kelebihan fleksibel dan mudah
di akses namun mengurangi interaksi saat pembelajaran. Sehingga perlu
dikembangkan media pembelajaran yang dapat meminimalisir dari kekurangan
dari pembelajaran daring. Adapun tujuan dari penelitian ini untuk: 1) Mengetahui
kelayakan/kevalidan media pembelajaran berbasis virtual class (gather.town)
pada materi memproses entry journal perusahaan dangang, 2) Mengidentifikasi
kepraktisan media pembelajaran berbasis virtual class (gather.town) pada materi
memproses entry journal perusahaan dagang. Penelitian ini menggunakan metode
Research and Development (R&D) dengan model ADDIE terdiri lima tahapan
yaitu: analisis (Analysis), perancangan (Design), pengembangan (Development),
implementasi (Implementation), dan evaluasi (Evaluation). Hasil penelitian 1)
Media pembelajaran berbasis virtual class (gather.town) pada materi entry journal
perusahaan dagang memperoleh rata-rata secara keseluruhan 4,13 dengan kriteria
valid atau layak setelah divalidasi oleh ahli media dan ahli materi, 2) Media
pembelajaran berbasis virtual class (gather.town) pada materi entry journal
perusahaan dagang memperoleh rata-rata secara keseluruhan 86,51% dengan
Kriteria sangat praktis.

Kata Kunci: Media Pembelajaran, Gather.Town, ADDIE, Entry Journal



ABSTRACT

Abdul Irvan Arista. 2023. Development of Virtual Class-Based Learning Media
(Gather.Town) on Entry Journal Materials for Trading Companies.
Undergraduate Thesis, Economic Education Study Program, FKIP, Lambung
Mangkurat University, Banjarmasin. (Supervisor: Mahmudah Hasanah, S.Pd,
M.Pd. & Dr. Baseran Nor, M.Pd.)

Today learning has changed a lot in various fields such as science, education and
technology. This development certainly makes for online and offline learning.
However, online and offline learning have their own advantages and
disadvantages. Such as offline learning which has the advantage of being effective
and easily understood by students, but has limited space and time. Meanwhile,
online learning has the advantage of being flexible and easy to access but reduces
interaction during learning. So it is necessary to develop learning media that can
minimize the disadvantages of online learning. The objectives of this research
are: 1) To find out the feasibility/validity of virtual class-based learning media
(gather.town) on the material for processing entry journals for trading
companies, 2) To identify the practicality of virtual class-based learning media
(gather.town) on material for processing entry journals trading Company. This
study uses the Research and Development (R&D) method with the ADDIE model
consisting of five stages, namely: analysis, design, development, implementation,
and evaluation. Research results 1) Virtual class-based learning media
(gather.town) on entry journal materials for trading companies obtains an overall
average of 4.13 with valid or feasible criteria after being validated by media
experts and material experts, 2) Virtual class-based learning media (gather.town)
entry journal materials for trading companies, it obtained an overall average of
86.51% with very practical criteria.

Keywords: Learning Media, Gather.Town, ADDIE, Journal Entry
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HALAMAN MOTTO

“Cobalah berpikir sebelum berbicara dan bertindak. Ingat kata-kata Ali bin Abi

Thalib dan Umar bin Khattab”

“Jangan membuat keputusan ketika sedang marah, jangan membuat janji sewaktu

sedang gembira.” - Ali bin Abi Thalib

" Aku tidak pernah sekalipun menyesali diamku. Tetapi, aku berkali-kali

menyesali bicaraku." - Umar bin Khattab
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