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ABSTRAK 

Virtual karakter banyak ditemukan pada beberapa media entertaining seperti 

game online atau film, namun karakter virtual juga dapat digunakan dalam proses 

pembelajaran. Pengembangan video pembelajaran menggunakan virtual karakter 

dengan pendekatan deduktif pada penelitian ini bertujuan untuk meningkatkan hasil 

belajar mahasiswa Program Studi Pendidikan Ekonomi FKIP ULM Banjarmasin 

pada mata kuliah E-Commerce dan Networking Bisnis. Penelitian ini menggunakan 

jenis penelitian Research and Development (R&D) dengan model pengembangan 4-

D yang memiliki empat tahapan yaitu Define, Design, Develop, dan Disseminate. 

Penelitian ini merupakan penelitian statistik deskriptif dengan menganalisis data 

yang diperoleh dari kuosioner ahli materi, ahli naskah bahasa, dan ahli media dengan 

pengumpulan data berdasarkan pada wawancara, kuosioner atau angket, dan tes hasil 

belajar yang sudah diuji vailditas dan reliabilitasnya. 

Uji coba produk menggunakan one-group pretest-posttest design untuk 

membandingkan sebelum dan sesudah diberikan perlakuan video pembelajaran. 

Hasil peneilitian menunjukkan bahwa video pembelajaran layak digunakan dengan 

skor tes hasil belajar N-Gain (normalized gain score) dari total 20 mahasiswa adalah 

0,73 yang diinterpretasikan ke dalam kategori tinggi dapat meningkatkan hasil 
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belajar mahasiswa. Dari penelitian pengembangan ini peneliti dapat 

merekomendasikan pengembangan dan pemanfaatan media pembelajaran sebagai 

alat bantu proses pembelajaran dengan tetap memperhatikan media dapat benar-

benar membantu peserta didik dan sesuai dengan karakteristik peserta didik serta 

materi yang berkesinambungan dengan media. 

Kata Kunci: Video Pembelajaran, R&D, Karakter Virtual, Deduktif, Hasil Belajar. 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

viii 

 

 

  viii 

DEVELOPMENT OF VIDEO-BASED LEARNING USING VIRTUAL 

CHARACTER IN E-COMMERCE AND BUSINESS NETWORKING 

COURSES WITH A DEDUCTIVE APPROACH TO IMPROVE LEARNING 

OUTCOMES OF ECONOMICS EDUCATION DEPARTMENT LAMBUNG 

MANGKURAT UNIVERSITY 

ABSTRACT 

Virtual characters have commonly found in various entertaining media, such 

as online games or movies. However, virtual characters also can be used in the 

learning process. This is a research and development study. The development is 

video-based learning using virtual characters with a deductive approach. This 

research aimed to improve student learning outcomes at the Economic Education 

Department, FKIP ULM Banjarmasin, in the E-Commerce and Business Networking 

courses. This research used a type of Research and Development (R&D) research 

with a 4-D development model that has four stages: Define, Design, Develop, and 

Disseminate. This research is descriptive statistical research by analyzing data 

obtained from questionnaires form material experts, language script experts, and 

media experts by collecting data based on interviews, questionnaires, and learning 

achievement tests that have been tested for validity and reliability. 

The product trial used a one-group pre-test post-test design to compare 

students before and after being given the learning video treatment. The research 

results showed that video-based learning is appropriate for use with the N-Gain 

(normalized gain score) learning achievement test score of 20 students, which was 

0.73 and interpreted as being in the high category for improving learning outcomes. 
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From this development research, researchers recommend developing and utilize of 

learning media as a tool for the learning process by paying attention to learning 

media that can truly help students, following the characteristics of students, and 

materials that are sustainable with media. 

Keywords: Video Learning, R&D, Virtual Characters, Deductive, Learning 

Outcomes. 
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