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Lampiran 1 Biodata Penulis

Data Pribadi

Nama : Jiny Dharma Ditha

Tempat, Tanggal Lahir : Ganjar, 05 Mei 2002

Jenis Kelamin - Laki-Laki

Agama : Buddha

Alamat : JI. Lintas Persada Ganjar, Desa Mareje, Kec. Lembar,
Kab. Lombok Barat, NTB.

Nomor Telpon : 080577756902

Latar Belakang Pendidikan

1. Pendidikan Sekolah Dasar di SD N 3 Mareje 2007-2013

2. Pendidikan Sekolah Menengah Pertama di SMP N 3 Lembar Tahun 2014-2017

3. Pendidikan Sekolah Menengah Atas di SMA Bodhisattva Bandar Lampung Tahun
20117-2020

4. Pendidikan Strata satu (S1) di Sekolah Tinggi Ilmu Agama Buddha Jinarakkhita
Lampung Tahun 2020-sekarang.

Lampung, 08 November 2024

Jiny Dharma Ditha
NPM: 2020101029
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BANDAR LAMPUNG

LAMPIRAN OBSERVASI
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Lampiran 2 Surat Keputusan

STIAB
JINARAKKHITA

Maving Tewards o Mindful Seviety

KEPUTUSAN KETUA
SEKOLAH TINGGI ILMU AGAMA BUDDHA JINARAKKHITA
NOMOR: 013/SK/STIAB-J/IV/2024

TENTANG
PENETAPAN DOSEN PEMBIMBING SKRIPSI MAHASISWA S1
PROGRAM STUDI PENDIDIKAN KEAGAMAAN BUDDHA STIAB JINARAKKHITA
TAHUN AKADEMIK 20232024

KETUA SEKOLAH TINGGI ILMU AGAMA BUDDHA JINARAKKHITA
Menimbang : a Bahwa dalam upaya legaitas unluk memberi bimbingan serta arahan
mengenal penulisan skrips! mahasiswa S1 pada program studi Pendidikan
Keagamaan Buddha dipandang perlu uniuk dosen pembimbing skripsi bagi
mahasiswa STIAB Jinarakkhita,
b. Bahwa dosen-dosen yang namanya lersebut di bawah Ini dipandang cakap

dan mampu melakukan pembimbingan sehingga periu ditetapkan melalul
keputusan kalua STIAB Jinarakkhita.

Mengingat t 1 um;umang Nomor 20 Tahun 2003 tentang Sistem Pendidikan
Nasion
2. Undang-Undang Nomor 12 Tahun 2012 tentang Pendldikan Tinggl
3. Peraturan Pemerintah Nomor 4 Tahun 2014 tentang Penyelenggaraan
Pendidikan Tinggl dan Pengelolaan Perguruan Tinggl,
4, Peraturan Pemerintah Republik Indonesia Nomor 37 Tahun 2009 Tenlang
Dosen,

5. Pemaluran Menleri Pendidkan, Kebudayaan, Riset, dan Teknologl
Republik Indonesla Nomor 53 Tahun 2023 Tentang Penjaminan Mutu
Pendidian Tinggl,

6. Peraluran Kelua Yayasan Buddhayana Vidyalaya Nomor 01
IYBVNIN2020 Tentang Statuta Sekolah Tinggl limu Agama Buddha
Jinarakkhita

7. Sural Keputusan Kelua STIAB Jinarakhita Nomor: 060.1/SK/STIAB-
JVIIW2023 Tentang Kalender Akademik Dan Kemahasiswaan Tahun
Akademlk 2023/2024

Memperhatikan : Hasd rapal pengurus STIAB Jinarakkhita fentang Penelapan Dosen
Pembimbing Skripsi Mahasiswa Program Studi Pendidikan Keagamaan
Buddha Sekolah Tinggl limu Agama Buddha Jinarakkhita Bandar Lampung
tahun akademik 2023/2024,
MEMUTUSKAN

Menetapkan : SURAT KEPUTUSAN KETUA STIAB JINARAKKHITA TENTANG
PENETAPAN DOSEN PEMBIMBING SKRIPS| MAHASISWA S1 PROGRAM
STUDI PENDIDIKAN KEAGAMAAN BUDDHA STIAB JINARAKKHITA

TAHUN AKADEMIK 2023/2024.

KESATU : Menelapkan dosen Pembimbing 1 dan Dosen Pembimbing 2 bagl mahasiswa
sebagaimana terdapat dalam lamplran keputusan ini,

KEDUA : Kepada yang bersangkuten diberikan hak untuk membimbing skripsi

mahasiswa selama penulisan proposal hingga ujlan skrpsi selelah
menyelesaikan segala kewajlban dan administras! yang diberlakukan di STIAB
Jinarakkhita.

: Kepulusan inl berlaku sejak tanggal ditetapkan dengan kefentuan apabla
dikemudian harl lerdapat keksliruan akan diadakan perbakan sebagaimana '
mestinya.

GOOQOO | ST Jinarakkhits

Dipindai dengan CamScanner
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STIAB
JINARAKKHITA

Mewiny Towarde o Mindful Secioly

-

Lampliran SK Kelua STIAB Jinarakkhila
Nomor : 013SKISTIAB-JAV/2024

Tentang: Penstapan Doson Pembimbing Skiip

sl Mahasiswa S1

Program Studi Pendidikan Keagamaan Buddha STIAS Jinarakkhita Tahun Akademik 2023/2024

DAFTAR DOSEN PEMBIMBING SKRIPSI
MAHASISWA S1 PROGRAM STUD| PENDIDIKAN KEAGAMAAN BUDDHA

TAHUN AKADEMIK 2023/2024
No Pembimbing 1 Pembimbing 2 NPM Mahasiswa
1 | Nomang Sutawan. SAS+ | Tardl, 5.Ag., MPd. MPAB. | 2020101001 | indi Sukmawad
2 | Wistina Seneru, S,Pd.B., M.Pd | Junl Suryanadi, S,Pd., M.Pd. | 2020101002 | Epl
3 | Susanto, MPd. o Spd8., 2020101003 | Sivia Chualasta
Wistina Seneru, S.Pd.B., Vike Aprilianin Marwintaria
4 [mpd Sapulr, M.Pd 2020101004 | Duta Nyana
5 | Susanto, MPd. widartha Adi Gautama, S.AG | 2020101005 | Putri Damayant
6 | ypmang Sulawan, SA+ | widiyanio, SAg. MPAB. | 2020101006 | Mariana Lestar
Topari, S Ag, MM, MPAB, Dharma Nata
7 | Dr. Burmansah, MPd. ) 2020101007 | g0 2
Ayu Andriyaningsih, S.Pd., Komang Sutawan, S.Ag.,
8 101008 Setlawan
MA. MM, MPdB. 3 2020101008 | Agus
9 | Or. Burmansah, MPd. tpa Ad| Gautama, SAg- | 2020101009 | indra Yana
10 | Juni Suryanadi, S.Pd., M.pd. | ke Apilianin Marwintaria | 5095404010 | Vima Dita Pratiwi
Saputr, M.Pd.
Sidartha Adi Gautama, SAg., Agus Nalanda
19 | e Rapiadi, SAq., M.Pd.B. 2020101011 | pe T8
12 | Sidartha Adi Gautama, SAG.. | susanto, M.Pd. 2020101012 | Annas Setiawan
13 | Juni Suryanad, S.Pd., MPd, | Dr. Burmansah, M.Pd. 2020101013 'é‘:';' Puspita
14 | Widiyanto, SAg, MPdB. | Susanto, M.Pd. 2020101014 | Depl Seliya Wall
15 | Dr. Burmansah, M.Pd. x‘wspzna Senens, 5140 2020101016 | Riyan Gunawan
16 | Junl Suryanad, S.Pd., M.pd. | D, Sandiole DRamalanna, - | 2050101017 | ventana Murt
17 | Widyanto, A, Mpag. | Jupar S48 MM MPIB. 1 2620101018 | Noning
18 | Rapiadi, SAg,, MPdB, Tarid), S.Ag., MPd, M.PdB. | 2020101018 | Megangning All
19 al’s::ns.mm,s.l’d.a., m‘.'ﬁ :;:wm. S.Ag., 2020101021 | Andi Saputra
Sidariha Adi Gautama, S.Ag,, | Vike Aprilianin Marwintaria
20 [ oo Seouty MPd. 2020101022 | Prinyana Putra
21 | Susanto, M.Pd. Rapladi, S.Ag., M.Pd.B. 2020101023 | Rikl
22 | Taridi, S.Ag., MPd, MPdB. | Widiyanto, SAg., MPdB. | 2020101024 :;{;sg“"a
23 Rapladi, S.Ag., M.Pd.5. 2020101025 | Medianto

Taridl, S Ag., M.Pd., MPd.B.

Dipindal dengan CamScanner
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STIAB B
JINARAKKHITA

Maving Towerds a Mindfefl Secinly

No Pemblimbing 1 Pambimbing 2 NPM Mahasiswa
Hendri Ardlanto, S.Pd.B., Tupar, S.Ag., MM., MPdB., Edi Kris Tianta
24 | o ey 2020101026 | Giong
2 mm*”'"'““m- SPd, | pr, Bumansah, MPd, 2020101027 | Deswi Metasari
2 nepn:rl Ardianto, S.Pd.8., a';.t Sandjaja Dhamaltanna, 2020101028 var:hlh Putri
27 | Susante, MPd, ',ﬁ?m‘“‘b' S.pd8. 2020101029 | Y Dhama
28 | Tarld), S.Ag. MPd., MPdB. &“3&"’ Ardianio, $.Pd8., 2020101030 | Liana Lestari
29 ayx Andriyaningsh, S.Pd,, ma Senery, S.PdB,, 2020101031 | Santi
30 | Rapiadi, S.Ag.. MPd.B Widiyanto, S.Ag., M.Pd.B. 2020101032 | Gita
31 | Rapiadi, SAg,, MPd.B Drs. Sancjeja Dhamalanna, | 2020101033 | Seria
32 | ke N’"’! N Lo Drs, Sandjaja Dhamalanni, | 2020101034 | ana Pramita
I b g SPd, m"ﬁg‘;’g‘”‘" SAg. 2020101035 | Mardiono
a4 | Vike Apﬂ&ag:‘ Marwintaria 3’1 Andriyaningsh, SPd, | 2020101036 | Ingga Anjanl
35 VleApd&a;:a Marwintaria m;umuanm. SPdB., 00101007 | Kareled
36 | Widlyanto, S.Ag., M.Pd.B. Juni Suryanadi, S.Pd., M.Pd. | 2020101038 | Tiara Anggelitha
a7 aopn:rl Ardianto, S.Pd.B., 'A"yx. Andriyaningsih, S.Pd., 2020101039 | Alika Setia Putri
28 mtgmn. S.Ag., :q;dmn Adi Gautama, S.Ag., 2020101040 gam Yana
Ditetapkan di  : Bandar Lampung
Pada Tanggal : 26 April 2024
Kelua Program Studi
Pendidikan Keagamaan Buddha

Dipindai dengan CamScanner
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0N

ZIFN JINARAKKHITA
) !hnn, Tawards a Mindfel Jeeinly
ASLI: Surat ke

Kampus X, Raye Subas Mo, 84, K, P,
Kec. Pargang, Kata Bandiar Largarg « 5241
uonunn««ulum'ng

Forad b 2|

an Inl disampakan kepada yang bersangkulan untuk

dikelahul dan diindahkan,

a.n Kelu
Wakl K
L

Tembusan Kepada Yih:
1, Katus STIAB Jnarakihis Lampuny (sebapel aporan)
2. Wakd Kedua 3 Bidang Umom dan Kecangan
. Kepala Bagian Administres|
4 A

Ditetapkan di  : Bandar Lampung
Pada Tan, 126 2024

Ketua Program Slud
Pendldikan Keagamaan Buddha

GOOOOO | sTAb Jinankkhit

Dipindal dengan CamScanner
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Lampiran 3 Surat Permohonan Izin Observasi

-
9

Kamgus 1. Raya Suban No. 86, Kel, Pdad,
Kec. Pangang, Kota Bandat Lampung - 35241
Tel, 462 21 3911 4444 Fax. 462 7217 8128)
Emall kampus @stiad-frarakbhita, acid | waw.stiab-Fnankihia ac i

STIAB
JINARAKKHITA

Moving Tovards a Mindful Serlely

Nomor : 360/U./STIAB-JIVII/2024 Lampung, 23 Juli 2024
Lampiran -
Perhal : Permochonan 1zin Observasi Studi Pendahuluan Penelitian

Kepada Yth,

Kepala SMA Bodhisattva Bandar Lampung
di

Tempat

Dengan hormat,

Sehubungan dengan penyelesalan tugas akhir, maka mahasiswa kami akan
melaksanakan observasi kegiatan pembelajaran di Sekolah yang Bapak/ibu
pimpin. Mahasiswa tersebut adalah:

Nama [ Nomor Pokok Mahasiswa Semester
Jiny Dharma Ditha 2020101029 Vil

Dengan ini kami memohon kepada Kepala SMA Bodhisattva Bandar Lampung agar
dapat memberikan izin kepada mahasiswa kami untuk melaksanakan observasi
kegiatan pembelajaran tersebut.

Demikian permechonan izin ini kami sampaikan, atas bantuan dan kerjasamanya
kami ucapkan terima kasih.

a.n Ketua

Tembusan

Disampaikan Kepads Yth,
1.Ketva STIAB Jinarakkhita
2. Kepaia Baglan Administrasi

3 Ketuo Program Studi Pendidikan Keagamaan Suddha
4. Arslp

OOOOOO | STIAB Jinarakkhite
B —————— ]
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Lampiran 4 Surat Balasan Izin Observasi

3 Yayasan BODHISATTVA
KR SEKOLAH MENENGAH ATAS (SMA) BODHISATTVA

,=-\*‘.?€'{-‘3" NSS: 302126008043 NPSN: 10807027 NIS: 300430 AKREDITASLE: B

7115y Alomek B Or. Sefio Budi No.?/8 Kel Kwipon Kec. lelvk Behung Boral - Sondor Lampung 35232
\ S Telpax +42721 486798 Emaik info@smao-bodhisaftva.schid Website: smo-bodhisalva.schid

Nomor : 18/U/SMA-YBSNVIV2024
Perihal : Surat Balasan Izin Observasi
Lampiran  :-

Kepala Sekolah Menengah Atas (SMA) Bodhisativa, dengan ini

memberikan izin kepada:
No Nama NPM | Semester
B Jiny Dharma Ditha 2020101029 | vl

Untuk melakukan Observasi kegiatan pembelajaran di SMA Bodhisattva
oleh Mahasiswa Sekolah Tinggi llmu Agama Buddha Jinarakkhita.

Demikian surat balasan ini dibuat. Agar digunakan sebagaimana mestinya.

ampung, 25 Juli 2024
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Lampiran 5 Berita Acara Observasi

| T
0

Favpom B Mapn Sl by 04 0t lats
Bt Paogang bda Baishe Lavng 180400
Tol o b0 20 200N A0 Paw ol 22 ALY
L T e e L L e [ T Y R |

vy STIAR JINARAKKEIIA L AMPIING

./"'\“ PROGIAM ST

\ ), PINDIDIKAN KIAGAMAAN BUDIDIIA
Pol vabng Baddhony Gaind T doainrs 50b ekoly Mdld thuve. ot

BERITA ACARA
KEGIATAN OBSERVASI

Denganeind - menerangkan — balwa  poda i F“""“" Al VAT

JV“ talun LY bertempat di SMA Dodhisativa Dandar Lmpunge elah
dilaksanakan kegiatan observasd, duet pukul (% LT yong dilaksanakan oleh,
Nama Jiny Dhaemn Ditha
NI'M 2020101029
Semester SV (Delupan)
Demikian beritn acara ini di bunt dengan sebennr-bennmyn dan untuk i pergunakinn
schagaimana mestinyn.
Bandnr Lampung, 25 Juli 2024
Mengetahui,
Kepala SMA Bodhisativa Chura Pendidiknn Agamn Buddha
Wi Mias
J f—'
Q‘.‘?;’ -
dwl Pray 0

000000 I STIAL Jinarakkhitg

127



Lampiran 6 Berita Acara Wawancara

0

Kampus X Raya Suban No. 85, Kel Pdada,
Kac. Panjang, Kota Bandar Lampung - 35241
Tel +62 21 3511 4444 Fax +62 7217 81263
Email kampusSstab-pnarakkhta.acrd | www stab-Jnarakihes ac o

. STIAB JINARAKKHITA LAMPUNG
.-"l',‘-}! PROGRAM STUDI
U} PENDIDIKAN KEAGAMAAN BUDDHA
NCZ Culdvatig Sadliora-kard Edueaters wih G okally Nndd Claracton

BERITA ACARA

KEGIATAN WAWANCARA
Dengan ini menerangkan bahwa pada hank““’“}(anggalzv‘ ...... Bulan
..... IO tahun.. 2044 bertempat di SMA Bodhisattva Bandar Lmpung telah
dilaksanakan kegiatan observasi, dari pukul ...\\.:. 0 s/d.12. 00 yang dilaksanakan oleh:
Nama : Jiny Dharma Ditha
NPM : 2020101029

Semester : VIII (Delapan)

Demikian berita acara ini di buat dengan sebenar-benamya dan untuk di pergunakan
sebagaimana mestinya.

Bandar Lampung, 25 Juli 2024

Mengetahui,

Guru Pendidikan Agama Buddha

o

Dwi Pravogi, S. Pd.

OOOOOO | STIAB Jinarakkhita
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Lampiran 7 Pedoman Observasi

PEDOMAN OBSERVASI
PENELITIAN LAPANGAN

Di dalam proses observasi penelitian ini, peneliti melakukan observasi penelitian
lapangan. Dalam observasi ini, peneliti langsung terjun ke lapangan, terlibat dengan kegiatan
sehari-hari informan kunci dan para informan yang sedang diamati atau yang digunakan
sebagai sumber data penelitian. Sehingga didapat data yang lengkap, tajam dan sampai
mengetahui pada tingkat makna dari setiap perilaku yang nampak. Observasi yang dilakukan
oleh peneliti dengan melakukan observasi langsung dan observasi tidak langsung. Observasi
secara langsung. peneliti terjun ke lapangan terlibat seluruh panca indera. Secara tidak
langsung adalah pengamatan melalui alat bantu media visual atau audio visual. Observasi
dalam penelitian ini lebih bersifat pengamatan langsung dengan natural setting. Dalam hal
ini, peneliti melakukan observasi partisipan yakni bentuk observasi khusus dimana peneliti
tidak hanya menjadi pengamat pasif, melainkan mengambil peran dalam situasi tertentu dan
berpartisipasi dalam peristiwa-peristiwa yang diteliti. Observasi terdokumentasi melalui
catatan harian observasi yang terstruktur.

Tahap selanjutnya, setelah melakukan observasi studi pendahuluan, peneliti
mendapatkan data yang diperlukan dan menemukan fenomena terkait kegiatan pembelajaran
di SMA Bodhisattva. Untuk itu dalam penelitian ini fokus yang dipilih pengembangan media
pembelajaran guna meningkatkan hasil belajar siswa. Untuk melakukan pengayaan data
lanjutan maka peneliti melakukan observasi penelitian lapangan lanjutan yakni:

1. Observasi Langsung Observasi langsung dalam penelitian lapangan ini, peneliti
menggunakan pendekatan observasi partisipan. Peneliti menjadi pengamat aktif dan ikut
dalam kegiatan pembelajaran di SMA Bodhisattva Bandar Lampung. yang meliputi:

a. Tujuan:
Data yang ingin peneliti kumpulkan adalah mengenai (a) pengelolaan media
pembelajaran guna untuk meningkatkan hasil belajar peserta didik; (b) guru
mengelola kelas supaya tidak membosankan; dan (c) menggunakan media
pembelajaran yang sesuai dengan materi yang diajarkan..
b. Aspek yang diamati:
1) Kegiatan pembelajaran di kelas.
2) Kesesuaian media yang digunakan dalam kegiatan pembelajaran.

3) Pemanfaatan teknologi dalam pembelajaran.
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2. Observasi Tidak Langsung
Observasi tidak langsung yang dijalani oleh peneliti di dalam penelitian lapangan ini
adalah dengan mempelajari berbagai sumber informasi dari artefak dan lainnya yang
berhubungan dengan kegiatan pembelajaran di SMA Bodhisattva Bandar Lampung.
a. Tujuan:

Untuk mendapatkan informasi melalui berbagai jenis sumber data dari artefak yang

berhubungan dengan (a) pengelolaan kelas saat kegiatan pembelajaran berlangsung

di SMA Bodbhisattva Bandar Lampung; (b) guru menggunakan media pembelajaran

yang relevan dalam kegiatan pembelajaran di SMA Bodhisattva Bandar Lampung.

b. Aspek yang dipelajari dan diamati:

1) Berbagai data, informasi, dan artefak yang terdokumentasi yang berhubungan
dengan keaktifan peserta didik dalam belajar di SMA Bodhisattva Bandar
Lampung.

2) Berbagai data, informasi, dan artefak yang terdokumentasi yang berhubungan
dengan penggunaan media pembelajaran yang diterapkan saat kegiatan

pembelajara di SMA Bodhisattva Bandar Lampung.
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Lampiran 8 Catatan Lapangan Observasi

CATATAN LAPANGAN
OBSERVASI PENELITIAN LAPANGAN

Waktu 2o - \

Tanggal dan Hari  : kowady 29 Juw 2074

Tempat : SMA Rods'satl ve

Aktor Coganwver  kRatey X

Kegiatan $ QQNW'%AM Ancoano QUJ}\AO\

1. Ringkasan Pengamatan

Pﬂdy ?ubu( 1230 <M‘ Qo/b\.‘qj“do\ botay Xt A.’ukqu,\

Bunatoan  frde buwkh  SRwuws  VMMaci o koo oo
\‘@\N\W'alwm- Sug wia M Rqate  fpaaoaiay e v
ensons  sheave €S0P Masaun A@7delret \epWtnare
avsuoes g puaromd  foked  Sowt M Sgresbean oM~
duvt,  bayoues  yickrowrygamiik . beiata PR o yure v
Mo gk orn ‘Mnh»)sf (VoA Soja, NWA,AW
Rt Stgseni  POWbpefcnvan g re

(e SV
w.¢) bmuw kquees MM S ures |

2. Komentar Pengamatan

F‘QQ“‘O\*“V\ MM%MM et esanon Mdﬂ”\
Warin vavgunat an Mg AP ks U@ g sm0m
(ﬂuv\ W‘}wu'ﬁow\ POM" Povaiant /av'

Wam~  Powak  <asuuse  buajow  fuvearns
obones  fayerna e batesan  wag Arte

N9 higumorkennn  (anoien v (v forte  adarves
WMol b Waun buad  malwen  ~9) Jiubon

Lwhuls '?&\M\’}"@"’J oMentn v Ha'w
\utrve ke,

131



Lampiran 9 Transkip Wawancara Guru

TRANSKIP WAWANCARA

Nama Sekolah : SMA Bodhisattva

Alamat Sekolah : JI. Doktor setia Budi No. 7/8
Nama Guru kelas : Dwi Prayogi, S.Pd

Hari/ tanggal wawancara : Kamis 25 Juli 2024

Tempat : Ruang Pratima

1. Apakah dalam pembelajaran Pendidikan Agama Buddha guru selalu menggunakan
media?
Jawab:
Untuk di sma sendiri saat ini ya saya selaku guru agama sebisa mungkin membuat
pembelajaran yang menarik dengan menggunakan media power point simple dan

mudah dibuat dan memasukan materi yang akan dipaparkan.

2. Apakah kamu senang jika dalam pembelajaran Pendidikan Agama Buddha
menggunakan media?
Jawab:
Tentunya ada perbedaan ketika menggunakan media mereka antusias melihat gambar
tidak hanya tulisan ketika menggunakan media dengan gambar audio atau istilahnya ada
suara pastinya antusias atau partisipasi peserta didik lebih cenderung memperhatikan
materi tersebut, Kalau tidak mungkin cenderung bosan karena apa ya tekniknya teknik

ceramah.
3. Apa saja media yang pernah digunakan?

Jawab:

Untuk saat ini masih baru PowerPoint karena lebih simpel dan mudah dibuat.
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4. Apakah kalian ikut aktif dalam menggunakan media?
Jawab:
Dalam pembelajaran sendiri saya menggunakan hyperlink nanti apa siswanya juga

mencoba tombol-tombol yang ada di toko kalau dalam pembelajaran.

5. Apakah guru kalian melakukan evaluasi setelah pembelajaran menggunakan media?
Jawab:

Setiap kali pembelajaran pasti saya memberikan evaluasi mengenai pembelajaran yang
telah disampaikan.
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Lampiran 10 Transkip Wawancara Siswa

TRANSKRIP WAWANCARA

Nama Sekolah : SMA Bodhisattva

Alamat Sekolah : JI. Doktor setia Budi No. 7/8
Nama Siswa : Maytriana

Hari/ tanggal wawancara . Kamis 25 Juli 2024

Tempat : Ruang Pratima

1. Apakah dalam pembelajaran Pendidikan Agama Buddha guru selalu menggunakan
media?
Jawab:
Untuk saat ini bisa dikatakan sering tapi kadang juga tidak kadang ya.

2. Apakah kamu senang jika dalam pembelajaran Pendidikan Agama Buddha
menggunakan media?
Jawab:
Senang karena kita bisa melihat secara langsung dan bisa merasakannya lebih jelas
tentang materi yang disampaikan itu.

3. Apa saja media yang pernah digunakan?
Jawab:
Proyektor dan Power point

4. Apakah kalian ikut aktif dalam menggunakan media?
Jawab:
lya

5. Apakah guru kalian melakukan evaluasi setelah pembelajaran menggunakan media?
Jawab:
Setelah selesai pembelajaran setiap guru pasti memberikan evaluasi mengenai
pembelajaran.
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BANDAR LAMPUNG

LAMPIRAN DESAIN PRODUK
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Lampiran 11 Silabus

Materi Empat Kebenaran Mulia

Kompetensi Materi Kegiatan Penilaian | Alokasi | Sumber
Dasar (KD) |Pembelajaran|Pembelajaran Waktu | Belajar
3.4. Hukum Empat | Mengamati: Sikap 6 JP e Buku
Menganalisis | Kebenaran e Siswa e Observasi Teks
berbagai Mulia. memulai kegiatan Pelajaran
fenomena dan dengan peserta didik PAB
kejadian menonton dalam proses SMA
berdasarkan video atau mengumpulka Kelas XI
proses kerja animasi dari n data, analisis
hukum Empat sumber lain data, dan eAplikasi
Kebenaran yang membuat Catra
Mulia. menjelaskan laporan.

konsep dasar e Buku-
4.4, Hukum Empat | Pengetahuan buku
Menerapkan Kebenaran e Tes, menilai lainnya
konsep Mulia dan kemampuan
hukum-hukum membaca peserta didik
Kebenaran materi tahapl | dalam
dalam aktivitas pada aplikasi. | menganalisis
sehari-hari Menanya: dan

e Siswa mengidentifika

menjawab sik an hukum-

pertanyaan hukum

kuis di dalam | kebenaran.

aplikasi

setelah Keterampilan

mengamati e Portofolio,

skenario, yang | menilai

menguji laporan/karya

pemahaman
mereka.
Mengumpulk
an Informasi:

e Siswa
menjalankan
misi untuk
mengumpulka
n informasi
lebih lanjut
dari sumber
lain.

Mengasosia:
e Siswa
menganalisis
informasi yang
ditemukan dari
sumber lain,
menghubungk
an data

peserta didik
tentang hasil
pengamatan
dan analisa
fenomena dan
kejadian
berdasarkan
proses kerja
hukum-hukum
kebenaran
(tugas
kelompok)
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tersebut
dengan konsep
Hukum Empat
Kebenaran
Mulia.
Mengkomuni
kasikan:

¢ Siswa
menyusun
hasil analisis
dalam bentuk
presentasi.

3. Kompetensi Inti

a.

b.

Menghayati dan mengamalkan ajaran agama yang dianutnya

Menghayati dan mengamalkan perilaku jujur, disiplin, bertanggung jawab,
peduli (gotong royong, kerjasama, toleran, damai), santun, responsif dan pro-
aktif dan menunjukkan sikap sebagai bagian dari solusi atas berbagai
permasalahan dalam berinteraksi secara efektif dengan lingkungan sosial dan
alam serta dalam menempatkan diri sebagai cerminan bangsa dalam pergaulan
dunia

Memahami, menerapkan, dan menganalisis pengetahuan faktual, konseptual,
prosedural, dan metakognitif berdasarkan rasa ingin tahunya tentang ilmu
pengetahuan, teknologi, seni, budaya, dan humaniora dengan wawasan
kemanusiaan, kebangsaan, kenegaraan, dan peradaban terkait penyebap
fenomena dan kejadian, serta menerapkan pengetahuan prosedural pada bidang
kajian yang spesifik sesuai dengan bakat dan minatnya untuk memecahkan
masalah

Mengolah, menalar, dan menyaji dalam ranah konkret dan ranah abstrak terkait
dengan pengembangan dari yang dipelajarinya di sekolah secara mandiri,
bertindak secara efektif dan kreatif, serta mampu menggunakan metoda sesuai

kaidah keilmuan

137



4. Tujuan Pembelajaran

a. Menghayati hukum kebenaran

o

Menghayati perilaku disiplin berdasarkan hukum kebenaran

c. Memahami pengertian empat kebenaran mulia

o

Menyajikan materi tentang enpat kebenaran mulia

138



Lampiran 12 Flowchart

Rancangan dan Desain Produk

Menu
! T 1
Intruksi Tentang ) '
Game Kami Materi Silabus
Intraktif
| T
Identitas Tujuqn
Pengembang Pembelajaran

i

> | Lenyapnya | p Jalan Menuju
Dukkha Sebab Dukkha Dukkha Lenyapnya Dukkha
T 1 | 1
Sub Sub Sub Sub
Materi Materi Materi Materi
T T T T
Quis || Quis || Quis | Quis
Game Game Game Game

Konfirmasi
keluar

Tidak

Selesai
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Lampiran 13 Storyboard

No. Tampilan Keterangan

1. | Intro dan menu Berisi tentang intro, narasi salam pembuka, teks
dan animasi gerak.

2. | Intruksi Game Dalam Petunjuk berisi tentang cara untuk

Intraktif

., D
oo oM

L 1] ca

mengakses aplikasi dan terdapat sumber dari
desain pengembangan media.

3. | Tentang Kami Berisi tentang data penulis dan penjelasan
oumass =} tentang sumber dari pembuatan media yang di
a kembangkan.
& M
4. | Silabus Terdiri dari silabus penjelasan mengenai
Indikator Pencapaian Kompetensi tentang materi
[e===re & Empat Kebenaran Mulia (Cattari Ariya Saccani)
= yaitu teks dan narasi.
- £3
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Materi

Terdapat penjelasan mengenai Empat Kebenaran
Mulia (Cattari Ariya Saccani), yang terdiri dari
Kebenaran Arya dari Dukkha, Kebenaran Arya
Asal Munculnya Dukkha, Kebenaran Ariya
Lenyapnya Dukkha, Kebenaran Ariya Jalan
Menuju Lenyapnya Dukkha dan disertakan
dengan kuis game

(Sumber: Data Peneliti, 2024)
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BANDAR LAMPUNG

LAMPIRAN VALIDASI PRODUK
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Lampiran 14 Validasi Ahli Media

STIAB
JINARAKKHITA

Moving Tawnrds a Mindful Joeiely

Nomor : 626/UJSTIAB-J/IX/2024 Lampung, 18 September 2024
Lampiran ‘.
Perihal : Permohonan Validator Media
Kepada Yth,
Dedi Kundana, S.Pd.B., M.Tl
di
Tempat
Dengan Hormat,
Sehubungan dengan akan dilaksanakannya penelitian skripsi mahasiswa kami:
Nama : Jiny Dhama Ditha
NPM : 2020101029
Semester : VIl (Delapan)

Judul Penelitian : Pengembangan "CATRA" Modul belajar berbasis Android
dengan pendekatan Gamification di kelas XI SMA
Bodhisattva.

Dengan ini, kami memohon kepada Bapak/Ibu untuk berkenan menjadi validator

media pada produk penelitian mahasiswa lersebut.

Demikian surat permohonan inl kami sampaikan, atas kerjasamanya kami
ucapkan terima kasih,

Tembusan

Disampaikan Kepada Yth,

1. Ketua STIAB Jnarakkhita

2.Waki Ketu |l Bidang Kemahasiswaan dan Alummnl

OOOOOO | s1148 Jinarakkhitz
B e |
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INSTRUMEN VALIDASI

Instrumen Uji Kelaynkan Aspek Media Dalam Pembelajaran

Pengisian angket ini dilakukan untuk mengumpulkan data dalam rangka penulisan skripsi
untuk menyelesaikan studi sarjana (S1) program studi pendidikan agama Buddha, dan bukan
untuk kepentingan yang lain. Sehubungan hal tersebut di atas, mohon bantuan Bapak/lbu
untuk memberikan penilaian terhadap media pembelajaran yang dikembangkan, Jawaban
Bapak/Ibu akan berpengaruh terhadap kelayakan media pembelajaran yang dikembangkan.
Judul : Pengembangan “CATRA" Modul Belajar Berbasis Android.
Dengan Pendekatan Gamification Kelas 11
SMA Boddhisattva,
Mata Pelajaran/ Materi  : Pendidikan Agama Buddha/Empat Kebenaran Mulia.
Sasaran Pengembangan  : Peserta Didik Kelas 11

Pengembang : Jiny Dharma Ditha.
Tujuan : Untuk Mengetahui Kelayakan Media Pembelajaran yang
dikembangkan.

Angket ini dimaksudkan untuk menilai dan mengetahui kelayakan media pembelajaran
“CATRA" Modul Belajar Berbasis Android dengan Pendekatan Gamification.

Petunjuk Pengisian Angket :
|. Mohon validator berkenan memberikan penilaian terhadap desain  media
pembelajaran “CATRA" yang saya buat,
2. Berdasar pendapat validator, berikan tanda ceklist (¥) pada kolom yang disediakan.
3. mmdkmmmmngidmbaikmundamdmmﬁ)pdakdmm
4. Jika ada yang perlu dikomentari mohon menuliskan dikolom komentar atau saran,

5. Atas perhatian serta kerjasamanya saya ucapkan terimakasih.

INSTRUMEN VALIDASI AHLI MEDIA

No. Indikator Penilaian sk
Sa1e4ala3t2 i
1. | Kemudahan pengoprasian media W 4
2. | Kelancaran media saat digunakan o
Penerapan aplikasi menggunakan waktu yang efektif
3. | dan efisien dalam menyelesaikan tugas atau \/
memahami materi.
" Fitur dan fungsi aplikasi yang digunakan untuk
" | mencapai tujuan pembelajaran secara tepat. \/
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No.

Indikator Penilaian

Aplikasi mendukung komunikasi yang baik antara
pengguna dengan konten atau antara pengguna
dengan pengguna lain,

Aplikasi memiliki Home yang intuitif dan mudah
dioperasikan oleh pengguna.

Aplikasi mendorong pengguna untuk berpartisipasi
secara aktif dalam proses pembelajaran.

Pengguna merasa puas dengan kinerja dan hasil yang
diperoleh dari penggunaan aplikasi.

Aplikasi membantu pengguna dalam
mengoptimalkan waktu yang tersedia untuk belajar
ataupun mengajar.

10.

Aplikasi mendukung pengguna dalam belajar secara
mandin tanpa memerlukan bantuan cksternal.

1.

Media yang digunakan dalam aplikasi mampu
menyampaikan informasi atau materi dengan efektif.

S

12

Aplikasi menyediakan semua fungsi yang diperlukan
untuk mencapai tujuan penggunaan,

13.

Aplikasi beroperasi dengan efisien sehingga
meminimalkan penggunaan sumber daya tanpa
mengorbankan kinerja

14,

Aplikasi beroprai secara efesien.

15.

Penggunaan aplikasi menghasilkan pencapaian hasil
yang optimal sesuai dengan tujuan yang diinginkan.

16.

Aplikasi menawarkan solusi yang efektif dengan
biaya yang rendah bagi pengguna.

17.

Desain dan navigasi aplikasi konsisten di seluruh
bagian aplikasi.

Aplikasi memiliki desain visual yang menarik dan
memikat pengguna untuk tetap menggunakannya.

A ENES S
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No.

Indikator Penilaian

19.

Aplikasi memiliki struktur yang jelas dan logis serta
memudahkan pengguna dalam memahami alur
penggunaan.

20.

Teks yang digunakan dalam aplikasi mudah
dipahami.

21

Konten dalam aplikasi disusun secara teratur serta
memudahkan pengguna dalam menemukan informasi
yang diperlukan.

Aplikasi dirancang dan digunakan sesuai dengan
tujuan pembelajaran.
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..........

Saran: (o4 Sink-l  digseafon divton  eimlal - Sembel pada
ket o g dumaen.... fond. Jotos.... kosis ... Tombal. ey

.u.l'n.....ﬁnln...&lu.’tx.s ..... 40‘,'@ ‘

2

Untuk kesimpulan menyeluruh mohon berikan tanda ceklist

Keterangan:
(V) pada salah satu kolom yang disediakan: 1 = Tidak layak
2 = Kurang layak
Lo:[] Lor: [ o [] e deee
Keterangan: S Rapa ek
LD :Layak Digunakan
LDP : Layak Digunakan Dengan Perbaikan
TLD : Tidak Layak Digunakan
Bandar lampungn3.., September 2024
Validator
NIPY: 20201010 01 024
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Lampiran 15 Validasi Ahli Materi

| Oessre—cmER
9

Yampus 2L Rays Suban Mo, 85, Kel, Pidada,
Kec. Pargang, Kota Bandar Lampung - 35241
Tel. 462 21 3911 4444 Fax, +62 7217 11263
Emal kampus @ sUab-Franaiiivta.ac i | wwi.stiab- frarakkhita ac id

STIAB
JINARAKKHITA

Meving Towards o Mindful Secirly

Nomor 1 627/UISTIAB-J/1X/2024 Lampung, 18 September 2024
Lampiran i-
Perihal : Permohonan Validator Ahli Materi
Kepada Yth,
Taridl, S.Ag., M.Pd., M.Pd.B
di
Tempat
Dengan Hormat,
Sehubungan dengan akan dilaksanakannya penelitian skripsi mahasiswa kami:
Nama : Jiny Dharma Ditha
NPM 12020101029

Semester : Vill (Delapan)
Judul Penelitian : Pengembangan "CATRA" Modul belajar berbasis Android
dengan pendekatan Gamification di kelas XI SMA

Bodhisattva.

Dengan inl, kami memohon kepada Bapak/ibu untuk berkenan menjadi validator
materi pada produk penelitian mahasiswa tersebut.

Demikian surat permohonan inl kami sampaikan, atas kerjasamanya kami
ucapkan terima kasih.

NIDN' 2925069001

Tembusan

Disampaikan Kepada Yth,
1.Ketua STIAB Anarmkkhita

2. Walil Kebua Il Bidang Kemahasiswsan dan Alumal
3 Kepala Bagian Administrasi

OOOOOO | STIAB Sinarakkhitz
Y ]
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INSTRUMEN VALIDASI
Instrumen Uji Kelayakan Aspek Materi Pembelajaran
Dalam Media Pembelajaran

Pengisian angket ini dilakukan untuk mengumpulkan data dalam rangka penulisan skripsi
untuk menyelesaikan studi sarjana (S1) program studi pendidikan agama Buddha, dan bukan
untuk kepentingan yang lain. Sehubungan hal tersebut di atas, mohon bantuan Bapak/Ibu
untuk memberikan penilaian terhadap materi pembelajaran yang dikembangkan. Jawaban
Bapak/Ibu akan berpengaruh terhadap kelayakan materi pembelajaran yang dikembangkan.
Judul : Pengembangan “CATRA " Modul Belajar Berbasis Android.
Dengan Pendekatan Gamification Kelas 11
SMA Boddhisattva.
Mata Pelajaran/ Materi  : Pendidikan Agama Buddha/Empat Kebenaran Mulia.
Sasaran Pengembangan  : Peserta Didik Kelas 11

Pengembang : Jiny Dharma Ditha.
Tujuan : Untuk Mengetahui Kelayakan Materi Pembelajaran yang
dikembangkan.

Angket ini dimaksudkan untuk menilai dan mengetahui kelayakan materi pembelajaran
“CATRA " Modul Belajar Berbasis Android dengan Pendekatan Gamification.

Petunjuk Pengisian Angket :
1. Mohon validator berkenan memberikan penilaian terhadap desain media

pembelajaran "CATRA” yang saya buat.
2. Berdasar pendapat validator, berikan tanda ceklist (¥) pada kolom yang disediakan.
3. Jika terdapat kesalahan pengisian berikan tanda sama dengan (=) pada kolom yang

telah terisi.
Jika ada yang perlu dikomentari mohon menuliskan dikolom komentar atau saran.

Atas perhatian serta kerjasamanya saya ucapkan terimakasih.

oo

INSTRUMEN VALIDASI AHLI MATERI

Jawaban
No. Indikator Penilalan
S v4,1:3.1:27 |01

1. | Materi yang disajikan jelas dan menarik. v~

Cangkupan tujuan pembelajaran v

Kesesuaian materi dengan tujuan pembelajaran (V4
" Materi pembelajaran yang disajikan mudah dipahami

oleh pengguna. i

Teks yang digunakan dalam aplikasi mudah
5. 1. ; v’

dipahami.
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No. Indikator Penilaian Jaaabes
5 3
Konten dalam aplikasi disusun sccara teratur serta
6. | memudahkan pengguna dalam menemukan informasi |
yang diperlukan.
Materi yang disajikan sesuai dengan kompetensi
7. o v
Contoh yang diberikan dalam aplikasi sesuai dengan
8. | materi yang dibahas dan membantu dalam v
pemahaman penguna
o Materi yang disajikan dalam aplikasi akurat dan 7
dapat dipercaya.
10. Aplikasi dirancang dan digunakan sesuai dengan -
tujuan pembelajaran.
Konten yang disajikan dalam aplikasi sesuai dengan
11. . v
topik pembelajaran.
il Materi yang disajikan dalam aplikasi mencakup -
semua aspek yang dibutuhkan siswa dan guru.
1; Konten yang disajikan dalam aplikasi konsisten -
dengan topik yang dibahas.
14. | Intruksi pembelajaran dalam aplikasi jelas. v
is Materi yang disajikan dalam aplikasi menarik dan
" | memotivasi pengguna dalam belajar. v
16. | Kesesuaian game dengan materi Vs
17. | Kualitas game v
18. | Cangkupan game dengan materi v
. Menjadikan pembelajaran lebih menarik dan
"| menyenangkan v
20. | Memberikan bantuan belajar bagi siswa Vv
21. | Mendorong motivasi belajar siswa v
22.| Memberikan pembelajaran secara mandiri v
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- Ueilihan OW‘]U‘W ddn Sl GQaxl,

Saran:

Untuk kesimpulan menyeluruh mohon berikan tanda ceklist
(V) pada salah satu kolom yang disediakan:

Lp: [ LDP: @/ TLD: [

Keterangan:

LD :Layak Digunakan

LDP : Layak Digunakan Dengan Perbaikan
TLD : Tidak Layak Digunakan

Keterangan:

1 = Tidak layak
2 = Kurang layak
3 = Cukup layak
4 = Layak

5 = Sangat layak

Bandar lampung,27.., September 2024

Validator

e

Taridi, S.Ag., M.Pd., M.Pd.B
NIDN: 2908078501
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Lampiran 16 Validasi Guru Pendidikan Agama Buddha

. TR
9

Karmpus 1. Rays Suban Mo, 85, Kal, P,
Kec. Pargang, Kota Bandar Lampung - 35241
Tel +62 21 3911 4444 Fax. +82 7217 81261
Emall kampus@stildfrarakhiita.acid | www.stiab-frarakihita ac id

STIAB
JINARAKKHITA

Meving Towards w Mind[ul Secirty

Nomor : 701/UJSTIAB-J/IX/2024 Lampung, 30 September 2024
Lampiran i-
Perihal : Permohonan Validator Media Pembelajaran

Kepada Yth,
Guru Agama Buddha SMA Boddhisattva

di

Tempat

Dengan Hormat,

Sehubungan dengan akan dilaksanakannya penelitian skripsi mahasiswa kami:
Nama : Jiny Dharma Ditha

NPM 12020101029

Semester : VIIl (Delapan)

Judul Penelitian : Pengembangan "CATRA" Modul belajar berbasis Android
dengan pendekatan Gamification di kelas X SMA
Bodhisattva.

Dengan ini, kami memohon kepada Bapak/lbu untuk berkenan menjadi validator

media pada produk penelitian mahasiswa tersebut.

Demikian surat permohonan inl kami sampaikan, atas kerjasamanya kami
ucapkan terima kasih,

Tembusan
Yth,

Disampaikan Kepada

1. Ketua STIAB Jinarakihita

2 Wakil Kelua Il Bidang Kemahasiswaan dan Alumni
3. Kepala Bagion Administrosi

4. Kaprodi pendidikan Keagamaan Buddha

5 Arsip

OOOOOO | STIAB Sinarakkhitz
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INSTRUMEN VALIDASI
Instrumen Uji Kelayakan Aspek Materi Pembelajaran
Dalam Media Pembelajaran

Pengisian angket ini dilakukan untuk mengumpulkan data dalam rangka penulisan skripsi
untuk menyelesaikan studi sarjana (S1) program studi pendidikan agama Buddha, dan bukan
untuk kepentingan yang lain. Sehubungan hal tersebut di atas, mohon bantuan Bapak/Ibu
untuk memberikan penilaian terhadap media pembelajaran yang dikembangkan. Jawaban
Bapak/Ibu akan berpengaruh terhadap kelayakan media pembelajaran yang dikembangkan.

Judul : Pengembangan “CATRA " Modul Belajar Berbasis Android.
Dengan Pendckatan Gamification Kelas 11
SMA Boddhisattva.
Mata Pelajaran/ Materi  : Pendidikan Agama Buddha/Empat Kebenaran Mulia.
Sasaran Pengembangan : Peserta Didik Kelas 11

Pengembang : Jiny Dharma Ditha.
Tujuan : Untuk Mengetahui Kelayakan Media Pembelajaran yang
dikembangkan.

Angket ini dimaksudkan untuk menilai dan mengetahui kelayakan media pembelajaran
“CATRA" Modul Belajar Berbasis Android dengan Pendekatan Gamification.

Petunjuk Pengisian Angket :

1. Mohon validator berkenan memberikan penilaian terhadap desain media
pembelajaran “CATRA" yang saya buat.

2. Berdasar pendapat validator, berikan tanda ceklist (Y) pada kolom yang
disediakan.

3. Jika terdapat kesalahan pengisian berikan tanda sama dengan (=) pada kolom yang
telah terisi.

4. Jika ada yang perlu dikomentari mohon menuliskan dikolom komentar atau saran.

5. Atas perhatian serta kerjasamanya saya ucapkan terimakasih.

Contoh pengisian:
Jawaban
No. Indikator Penilaian 3 3 3 3 i
1. | Media Sistematis v
2. | Kesesuaian Materi v
Contoh penggantian respon:
< Jawaban
No. Indikator Penilaian sTal3la 1
1. | Media Sistematis v =
2. | Kesesuaian Materi
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INSTRUMEN VALIDASI AHLI BAHASA

No.

Indikator Penilaian

Jawaban

-

3|2

Materi yang disajikan jelas dan menarik.

Penerapan aplikasi menggunakan waktu yang efektif
dan cfisicn dalam menyelesaikan tugas atau
memahami materi.

Fitur dan fungsi aplikasi yang digunakan untuk

mencapai tujuan pembelajaran secara tepat.

Aplikasi mendukung komunikasi yang baik antara
pengguna dengan konten atau antara pengguna
dengan pengguna lain.

Aplikasi memiliki Home yang intuitif dan mudah
dioperasikan oleh pengguna.

Materi pembelajaran yang disajikan mudah dipahami
oleh pengguna.

Aplikasi mendorong pengguna untuk berpartisipasi
secara aktif dalam proses pembelajaran,

Pengguna merasa puas dengan kinerja dan hasil yang
diperoleh dari penggunaan aplikasi.

Aplikasi membantu pengguna dalam
mengoptimalkan waktu yang tersedia untuk belajar

ataupun mengajar.

Aplikasi mendukung pengguna dalam belajar secara
mandiri tanpa memerlukan bantuan eksternal.

11.

Media yang digunakan dalam aplikasi mampu
menyampaikan informasi atau materi dengan efektif.

12,

Aplikasi mudah diakses oleh pengguna kapanpun.

13.

Aplikasi menyediakan semua fungsi yang diperlukan
untuk mencapai tujuan penggunaan,
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Jawaban
No. Indikator Penilaian

SHIR4RIE3 52

Aplikasi beroperasi dengan efisien schingga
14. | meminimalkan penggunaan sumber daya tanpa v
mengorbankan kinerja

15. | Aplikasi beroprai secara efesien. v

Penggunaan aplikasi menghasilkan pencapaian hasil
yang optimal sesuai dengan tujuan yang diinginkan. v

Aplikasi menawarkan solusi yang efektif dengan
biaya yang rendah bagi pengguna.

Aplikasi menyediakan panduan penggunaan yang

18.( . 3 R v
jelas dan mudah dipahami

Desain antarmuka dan navigasi aplikasi konsisten di

19. ; o
seluruh bagian aplikasi.

Aplikasi memiliki desain visual yang menarik dan
memikat pengguna untuk tetap menggunakannya.

20.

Aplikasi memiliki struktur yang jelas dan logis serta
21. | memudahkan pengguna dalam memahami alur
penggunaan.

Teks yang digunakan dalam aplikasi mudah

22,
dipahami. v

Konten dalam aplikasi disusun secara teratur serta
23. | memudahkan pengguna dalam menemukan informasi v
yang diperlukan.

Materi yang disajikan sesuai dengan kompetensi
24, v
dasar.

Contoh yang diberikan dalam aplikasi sesuai dengan
25. | materi yang dibahas dan membantu dalam v

pemahaman penguna

2% Materi yang disajikan dalam aplikasi akurat dan
1 dapat dipercaya. v

Aplikasi dirancang dan digunakan sesuai dengan

27.
tujuan pembelajaran. b
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No. Indikator Penilaian
4 (3
18 Konten yang disajikan dalam aplikasi sesuai dengan
; topik pembelajaran. v
2 Materi yang disajikan dalam aplikasi mencakup
| semua aspek yang dibutuhkan siswa dan guru. w
30 Konten yang disajikan dalam aplikasi konsisten
¢ dengan topik yang dibahas. e
31. | Intruksi pembelajaran dalam aplikasi jelas. v
Materi yang disajikan dalam aplikasi menarik dan
32. i V2
memotivasi pengguna dalam belajar.
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Untuk kesimpulan menyeluruh mohon berikan tanda ceklist Keterangan:
(V) pada salah satu kolom yang disediakan: 1 = Tidak layak
2 = Kurang layak
! 3 = Cukup layak
LD: [V] Lop: [] TLD: [ 2SRk
5 = Sangat layak
Keterangan:

LD :Layak Digunakan
LDP : Layak Digunakan Dengan Perbaikan
TLD : Tidak Layak Digunakan

Bandar lampung, 9/ 9KTOER 2024
Validator

(oWl Pepyocr, SR
NP
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Lampiran 17 Surat Izin Uji Coba Produk

N i asminms e i
9

STIAB Kot arors, s e Lo
"N ARAKKHITA Tel. 462 21 3911 4444 Fax. 462 7217 81263
ST Meving Tewards o Mindful Seciely

. - e ——

Nomor 1 710/U./STIAB-J/X/2024 Lampung, 08 Oktober 2024
Lampiran -
Perihal : Surat Izin Uji Coba Produk Penelitian

Kepada Yth,

Kepala SMA Boddhisattva

di .

Tempat

Dengan Hormat,

Sehubungan dengan penyelesaian tugas akhir, maka mahasiswa kami akan
melaksanakan Uji Coba Produk penelitian di SMA Bodhisattva. Mahasiswa

tersebut adalah:

Nama : Jiny Dharma Ditha
NPM 12020101029
Semester : VIII (Delapan)

Judul Penelitian : Pengembangan "CATRA" Modul belajar berbasis Android
dengan pendekatan Gamification di kelas XI SMA
Bodhisattva.

Dengan ini, kami memohon kepada Kepala SMA Bodhisattva, agar dapat
memberikan izin kepada mahasiswa kami untuk melaksanakan uji coba produk

penelitian tersebut. ,

Demikian surat permohonan ini kami sampaikan, atas kerjasamanya kami
ucapkan terima kasih.

Tembusan

Disampaikan Kepada Yth,

1.Ketua STIAB Jinarakkhita

2. Walkil Ketua |l Bidang Kemahasiswaan dan Alumni
3, Kepala Bagian Administrasi

4. Kaprodi pendidikan Keagamaan Buddha

5.Arsip

OOOOOO | sTAB Jinarakkhitz
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Lampiran 18 Surat Balasan Izin Uji Coba Produk

Telp

Yayasan BODHISATTVA

01 0052.6750 1349 Fax 1 0721.406790 Emall 1 smobodattva

SEKOLAN MENENGAH ATAS (SMA) BODHISATTVA
NSS: J02 126008043 NPSN : 10807027 NIS 300430 AKREDITASI: B
Alomah Jin, Dr, Sefla Dudi No.7 /D Kel, Kwlpon Kec. Toluk Betung Borat Sondar Lampung 35232

Nomor
Perihal
Lampiran

: 2B/UISMA-YBS/X/2024
: Surat Balasan lzin Observasi

Kepala Sekolah Menengah Atas (SMA) Bodhisattva, dengan ini
memberikan izin kepada:

Nama

NPM

Semester

1

Jiny Dharma Ditha

2020101029

Vil

Untuk melakukan Uji Coba Produk Penelitian di SMA Bodhisattva oleh
Mahasiswa Sekolah Tinggl llmu Agama Buddha Jinarakkhita dengan judul
Pengembangan *CATRA" Modul belajar berbasis Android dengan
pendekatan Gamification di kelas XI SMA Bodhisattva,

Demikian surat balasan inl dibuat, Agar digunakan sebagaimana mestinya.
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BANDAR LAMPUNG

LAMPIRAN PERSYARATAN SKRIPSI
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Lampiran 19 Kartu Proses Bimbingan Skripsi

Tanggal

Komentar Pimpinan Akademik dan
Pembimbing
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Lampiran 20 Lembar Partisipasi Seminar







BANDAR LAMPUNG

LAMPIRAN LEMBAR PENERIMAAN ARTIKEL DAN
CERTIFICATE INTERNATONAL CONFERENCE
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Lampiran 21 Surat Undangan Konferensi Internasional

KEMENTERIAN AGAMA REPUBLIK INDONESIA

FNR, UNIVERSITAS ISLAM NEGERI RADEN MAS SAID SURAKARTA ‘
AL rg° POSTGRADUATE PROGRAM .‘)
-3 COMMITTEE INTERNATIONAL CONFERENCE ON ISLAMIC STUDIES AND EDUCATIONAL RESEARCH (ICISER) .
C,] a Jakn Pakis-Wonosan Keparjen Kisten Telp, (0272} 5533410
Jw Wabstn Waw Destanannon unsd oc E-mat pancasarjereursat ocid _ICISER
RADEN MAS SAID
The 12 ICISER 2024 22" October 2024
Conference Email: Jiny Dharma Dhita
iciser@uinsaid.acid

STIAB Jinarakkhita Lampung, Indonesia

Subject; Letter of Invitation

Conference Chair ’ .
Heldy Ramadhan Putra Dear Jiny Dharma Dhita

ot @ Lkt il

[T We are pleased to inform you that your paper entitled:
The Development of the "CATRA"™ Android-based learning
Module with a Gamification Approach

has been reviewed and accepted to be presented at the
International Conference on Islamic Studies and Educational
Research (ICISER) 2024 held on 29'" October 2024 in Surakarta,
Central Java Province, by the Postgraduate Program UIN Raden
Mas Said Surakarta,

Should you have any questions about either this invitation or our
conference, please do not hesitate to contact us via official email

at jciser@uinsaid.acid

We look forward to hearing from you.

Sincerely

ICISE

Prof. Dr. Islah Gusmian, M.Ag Dr. Heldy Ramadhan Putra P., M.Pd
Director of Postgraduate Program Conference Chair

The 1+ International Conference on Islamic Studies and Educational Research (ICISER)
29% Oktober 2024, the city of Surakarta, Central Java Province, Indonesia
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Lampiran 22 Sertifikat Presenter Internatonal Conference

- u.ﬁ

g O,
} v ,,'4 nAD[N l‘Ab 5A|0 @
TN s huh

This is to certify that:

INTERNATIONAL CONFERENCE ON IBLAMIC
STUDIES AND FDUCATIONAL RESEARCH

Jiny Dharma Ditha

Has been actively participated as a PRESENTER

CERTIFICATE OF : s
APRECIATION Eoucatonal Reseoreh GISCR] 2024, with the arond.theme

“Bridging Istam and Education: Advancing Islamic Studies
and Educational Innovation in Digital Era”™ Organized by the
Postgraduate Program, UIN Raden Mas Said Surakarta,

October 29th, 2024, Surakarta, Indonesia.

ICIS
Prof, Dr. Islah, M.Ag Dr, Heldy Ramadhan Putra P., M.Pd
Divector of Postgraduate Pregram Chief of Committee
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Lampiran 23 Sertifikat Penghargaan BEST PAPER Internatonal Conference

X S o . =
5 'igb RADEN MAS SAID @ (;)
C‘D SRR - .

This is to certify that:
INTEANATIONAL CONFERENCE ON ISLAMIC

STUDEES AND EDUCATIONAL RESEARCH 1"ny Dharma Dh"ta

Has been actively participated as a BEST PAPER

CERT' F|CATE OF In the International Conference on Islamic Studies and
APRECIATION Educational Research (ICISER) 2024, with the grand theme

“Bridging Islam and Education: Advancing Islamic Studies
Numboe 8. 489/Un 024 and Educational Innovation in Digital Era”. Organized by the
- Postgraduate Program, UIN Raden Mas Said Surakarta.

October 29th, 2024, Surakarta, Indonesia,

g

Prof. Dr, Islah, M.Ag Dr. Heldy Ramadhan Putra P, M.Pd
Director of Postgraduate Program Chief of Committee
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Lampiran 24 International Journal of Science and Applied
Science Conference Senes

Intemnaticnal Journal of Science and Applied Science: Conference Series P-ISSN: 2549-4635
Int. J. Sci. Appl. Sci. Conf. Ser, Vol. 8 No, 2 (2024) E-ISSN. 2549-4627
https /fjurnal uns. ac.idfjsascs doi: 10.20961/jsascs.v8i2.95119

The Development of ‘CATRA’ Android-Based
Learning Module with Gamification Approach for

Students: A Research and Development on Learning
Media

Jiny Dharma Ditha', Susanto®, Hendri Ardianto®, Vike Aprilianin Marwintaria
Saputri®, Dittha Winyana Putra®, Candra Kusuma®

Jinarakkhita Buddhist College of Lampung, Suban Main Road, Pidada. Panjang District. Bandar
Lampung City, Lampung, Indonesia, 35241

jiny.dhama.ditha@sekha kemenag. go.id

Abstract: CATRA learning media is an Android-based leaming module with a
gamification appreach, This study is motivated by the dominance of conventional
methods in Senior High Schools, which shows the need for an innovative approach
to learming. CATRA s designed as a multidimensional projection instrument to
present the Four Noble Truths (Cattari Ana Saccani) material to create a more
interactive and motivating leamning environment. The methodology applied 1s
research and development (R&D), with data collection procedures including
observation, interviews, literature studies, and validation. The validation results from
media experts, material experts, and Buddhist religious education teachers showed a
very high level of feasibility, with a total score of 334, an average of 44, and a
percentage of 88%, Based on these parameters, CATRA is classified as "Very
feasible” and should be implemented in learning in senior high schools. Statistical
analysis using the Paired Sample T Test showed a significant difference between
leaming outcomes before and after the use of media, with a calculated t value (-
8.428) smaller than the t table (-2.2009) and a P value (0.00) smaller than 0.05, These
findings indicate the effectiveness of CATRA in improving students' understanding
of the material being taught. The significant difference between the average pre-test
and post-test scores validates the positive impact of this leaming media. Based on
the study's results, further studies are recommended to éxplore the development of
similar media for other learming materials 1o expand the scope and improve the
effectiveness of educational innovation in a broader leaming context,

Keywords: CATRA Application, Mobile Learning, Gamification, Android-based,
Module Leaming Media

1. Introduction

The rapid development of information and communication technology has changed
various aspects of life, especially in education. Based on the We Are Social report in
January 2024, Indonesia has recorded a stable increase in internet users, reaching 185
million users, showing a growth of 0.8% from January 2023 [1]. This digital
transformation has created new opportunities in the leaming process, shifting the
educational paradigm beyond the boundaries of traditional classrooms to online learning
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platforms [2] Integrating technology-based learning media has become mcreasingly
important in modern education [3] [4]. Recent research has shown the significant potential
of technology-based leaming media 1n improving students' understanding of educational
matenals [5]. However, the current implementation of technology mn education faces
several challenges, especially regarding how teachers effectively utilize technology in
their teaching methods. Although PowerPoint presentations have become a standard
teaching tool, their use is often limited to an information transmission model, resulting in
minimal two-way interaction during learning [6] [7].

The emergence of gamification-based leaming media i1s a promising solution to
address these challenges {8]. Gamification in education involves applying game elements
to create an engaging learning environment, aiming to increase student motivation in the
teaching and leaming process [9], [10]. Previous studies have shown promising results in
this area. Research by [ 1 1]showed that Android-based learning media achieved a validity
level of 91.04% and a practicality level of 80.28%, with students showing learning
independence of 83.56%. Likewise. [12]reported a feasibility level of 92.37% for their
Android-based leaming platform. Recent observations at Bodhisattva High School in July
2024 revealed several significant challenges in the learning process, including limited
innovation i the development of learning media, minimal student participation, and the
dominant use of smartphones for social media rather than for educational purposes. These
findings highlight a clear gap between the technology available and its practical use in
the teaching and learning process. This research gap indicates an opportunity to develop
more interactive and engaging learning solutions [13].

This research aims to overcome these challenges by developing and implementing
"CATRA," an Android-based learning module with a gamification approach. This
research specifically focuses on two main objectives: (1) determining the steps in
developing CATRA leaming media with a gamification approach and (2) assessing the
suitability of this learning media as a learning resource. The significance of this research
lies in 1ts innovative approach to combining mobile technology with gamification
elements, particulady in religious education, a field where such applications are still
limited. This research contributes to the existing body of knowledge by providing
practical solutions to improve student engagement and learming outcomes through
technology-facilitated learning experiences and gamification [14], The novelty of this
study lies in the unique application of gamification principles in religious education,
particularly in teaching the Four Noble Truths (Cartari Ariva Saccani) [15]. Unlike
previous studies that have mainly focused on science, programming, and literacy. this
study explores the intersection of traditional Buddhist teachings with modern educational
technology. offering a new perspective on the delivery of religious education in the digital
age [16][17].

2. Method

The development of this android-based learning media uses research and development
methods. Research and development is a method used to produce specific products and
test the effectiveness of those products. Research and development aims to create new
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products through the development process [18]. So, in general, research and development
aims to produce new products and test their effectiveness. Procedures used in Research
and Development research (R&D) are researching and testing to create products that do
not yet exist™ using the theory developed by [19] [20]. The research procedures presented
in Chart 3.1 are as follows,

Literature
Study ;
Design
Potential and Product 229 Design
Problems Design B Vah:axm ™1 Revision
Information
gathering l
Final " Product |} Limited
Product Revision Trial

Figure 1. Research and Development Research (R & D) Procedures
(Source: Sugiyono, 2021: 768)

Data Collection Instruments. Data were obtained through research mstruments in the
form of observation and interviews. Observation 1s a biological and psychological
observation process related to human behavior, work processes, and natural phenomena,
especially if the number of respondents observed 1s not too many [21]. Then, the interview
1s a data collection method where researchers collect information by asking questions of
those interviewed [20], [22]. This data collection technique is used to identify problems
at the preliminary study stage in high schools. The research stage uses Data collection
using an instrument in the form of a questionnaire as a measurement tool. This evaluative
instrument aims to measure the quality of the media developed by involving assessments
from validators consisting of learning media experts, material experts, Buddhist religious
education teachers. and researchers as intemal evaluators in the leaming media
development process. This study used the Likert Scale to measure the feasibility level of
the Android-based "CATRA" mobile application with a gamification approach.
According to Riduwan (2008: 12), in the research of [23], the Likert Scale is a
measurement instrument used to quantify the attitudes, opinions, and perceptions of
individuals or groups toward certain social phenomena [24]. This mstrument uses a
gradation of assessment with five categories, namely: very feasible (score 5). possible
(score 4), quite feasible (score 3), less feasible (score 2), and not viable (score 1), which
shows the gradation of answers from very positive to very negative [25]. The data analysis
technique used to manage data from the results of validator analysis and trials in
developing Android-based "CATRA" learning media with a gamification approach uses
descniptive percentage analysis using a Likert scale [26].

3. Results

Based on a preliminary study conducted in Semor High Schools, it was found that
there was a lack of innovation in the development of learning media, with the majority of
teachers still relying on conventional methods that are less interesting to students, active
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student participation in learning is very limited with class interactions dominated by
teachers and many students tend to be passive, the use of smartphones by students 1s more
focused on social media activities, ignoring its potential as a learning tool so that
researchers have mnnovations to develop learning media [27]. The preliminary study
results are the basis for determining the direction of the development of leaming media
design. Creating a leaming media design is a stage of a design application with the
program. This program is based on a carefully designed pre-design. and necessary
programming is done in Microsoft PowerPoint, The following 1s a display of the CATRA
learning media that was developed.

Figure 2. Android-Based Learming Media

The application of media in this research mcludes carrying out media validation tests,
which are carried out by testing by leaming media experts, Buddhist education material
experts, and validation by Buddhist teachers. After product validation tests by three
experts, product revisions were camed out to address product deficiencies. The results of
the validation test of media experts, material experts, and validation of Buddhst religious
education teachers. Based on the results of media expert validation. researchers have
obtained data on the assessment of the design of learning media products that have been
created. The evaluation results from media experts are calculated based on the question
items in the observation questionnaire in product validation.

Table 1. Recapitulation of Media Expert Validation Results

No Indicator X

1 Rules 4.1
2 Govemance 4.7
3 CATRA Application 4.3

4 Content Relevance 4.3
Amount 17
Average 4.4

(Source: Processed from the results of distributing questionnaires in September 2024)
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I Not Eligible I Less Viable I Feasible I Eligible I Very Feasible I
Enough
1 1.8 2.6 34 4.2 5
Figure 3. Rating Scale Continuum Line Recapitulation of Media Expert Validation
Results (Source: Researcher Data, 2024)

R

Based on Table 4.5 regarding the validation recapitulation by media experts, it can be
seen that the average value of 4.4 includes the aspect of rules: 4.1, the Aspect of
implementation: 4.7, the Aspect of CATRA application: 4.3, the Aspect of content
relevance: 4.3, and the percentage 15 following the continuum line above, including i the
very feasible category. However, there are revision notes: "Adjust the symbols and
replace the buttons that match the application in general, then get suggestions to adjust
the appropriate font and to be consistent and reduce buttons that do not work.” Based on
comments and suggestions from media experts, revisions were made to the layout and
display change scheme in the leaming media as follows.

= S VS

CT — [ e 5 -
Pre-Revision Display After Revision Display

Figure 4. Display Change Scheme

The revisions were to adjust the writing and replace the appropriate buttons. The button
before the revision showed that the Nexs button was used the same way as the play button
in general. Furthermore, based on the results of the matenial expert validation, the
researcher obtained data on the assessment of the matenal concept in the learming media
created. The results of the materal expert's recapitulation of the validation results are
based on three indicators, the indicator components analyzed, and the results described in
the table below.

Table 2. Recapitulation of Material Expert Validation Results

NO Indicator X
1 Rules 4.8
2 Govemnance 45
2 Content Relevance 4.6
Amount 139
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Average 4.6
(Source: Processed from Expert Validation Results in September 2024)

'
1
| | | | ¢ ]
v
INot Eligible LessViableI Feasible I Eligible IVeryFensibleI
Enough

1 1,8 2,6 34 4,2 5

Figure 5. Rating Scale Continuum Line Recapitulation of Material Expert Validatuon
Results (Source: Researcher Data, 2024)

Based on Table 4.9 regarding the validation recapitulation by matenial experts, it can
be seen that the average value of 4.6 includes the aspect of rules; 4.8, the Aspect of
implementation: 4.5, the Aspect of content relevance: 4.6. and the percentage is included
in the very feasible category. Based on the validation review by learning material experts,
comments and notes were found regarding this CATRA media, and comments given by
matenal experts revealed that. The matenal must be made simpler, create appropriate
distractor questions, and add images that follow the matenal discussed mn the application
fo attract students’ interest in learning,

WS e w e
L L J ‘e [=="1 an .
Pre-Revision Display After Revision Display
Figure 6. Display Change Scheme

The revisions made were adding images to make it look attractive and making
appropriate question distractors, The material before the revision looked plain and less
appealing. Furthermore, based on the results of the validation of the Buddhist religious
teacher, the researcher has obtained assessment data on the concept of the matenial and
learning media that have been developed. The results of the recapitulation of the
validation results by the Buddhist religious education teacher are based on four indicators,
the indicator components analyzed. and the results described 1n the table below.
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Table 3. Recapitulztion of Validation Results of Buddhist Religious Education

Teachers
NO Indicator X
1 Rules 44
2 Govemance 43
3 CATRA Application 44
4 Content Relevance 4.1
Amount 172
Average 3

(Source: Processed from Expert Validation Results in Sep!émber 2024)

I I ‘

l Not Eligible I LessViable | Feasible Eligible | Very Feasible
Enough

1 1,8 2.6 34 4.2 5

Figure 7. Continuum Line of Rating Scale Recapitulation of Validation Results of
Buddhist Religious Education Teachers (Source: Researcher Data, 2024)

Based on Table 3 regarding the recapitulation of validation by Buddhist religious
education teachers, it can be seen that the average value of 4.3 includes the aspect of rules:
4.4, the aspect of implementation: 4.3, the Aspect of CATRA application: 4.4, the Aspect
of content relevance: 4.1, and the percentage is included in the very feasible category.

Product Trial Results.
The test design will be conducted on 11 students in class XI of SMA Bodhisattva

Bandar Lampung. Data from the results of the tnal usage will be used as a basis for
revising the *“CATRA" learning media product and 15 the final result in the development
of the ‘CATRA" teaching media. The results of the product trial are described below,

Table 4 Pretest and Posttest Values of Trial Implementation

No Pretest Postrest

1 30 90
2 40 80

3 30 100
4 S0 80

5 50 100
6 30 80
7 S0 70

8 40 100

9 70 100

10 80 100

11 40 100

Amount 510 1000
Average 46 91
Min 30 70
Max 80 100

(Source: Researcher data)
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The results of the product tnal from 11 students obtained a score before using the
media getting a total score of 510 with an average score of 46 and the most minzature
score of 30 obtained by students with serial numbers | and 3, and the most significant
score obtained by 80 then the researcher applied the media to Buddhist religious learning
in the hope of mncreasing the scores obtained by students. The media applied to 11 grade
XI students did not differentiate between genders. The scores obtained after using the
press got a total of 1000, with an average of 91, and the highest score obtained by students
was 70, with the most significant score being 100. The difference in the number of scores
obtamed was 490 from 510-1000 = 490, The researcher used the Paired Sample t-test to
determine the cntical difference between the scores obtained before and after using the
media. Determining Hypothesis

Ho: CATRA leaming media 1s not suitable for use as learmng media in Senior High
Schools.
Ha: CATRA learning media is suitable for leaming media in Senior High Schools.

The test uses a two-sided test with a significance level of a = 5%. The level of
significance, in this case, means that the researcher risks being wrong in deciding to reject
the correct hypothesis as much as 5% (1mportance of 5% or 0.05 1s a standard measure
often used in research) [28], [29]. The results are obtained in the table below.

Table 5. Paired Samples Statistics

Paired Samples Statistics
Mean N Std. Deviation Std, Error Mean
Pair 1  Before being given
treatment 4636 11 16.29 4.91
After being given treatment 9090 11 1136 3.42

(Source: SPSS data processing for Windows)

Based on Table 4,16, the data processing results in the paired samples statistics table
show the standard deviations before and after using 16.29 and 11.36 with a sample size
of 11, an average of 46.36 and 90.90. The cormrelation table is then described:

Table 6. Paired Samples Correlations
Paired Samples Correlations
N Correlation  Sig.
Before being given treatment & after being 5
given treatment i 236 483
(Source: SPSS data processing for Windows)

Pair |

Based on Table 4.17, the results of data processing before and after the use of media
are described. The correlation value is 0.236 with a significance of 0.485, so 1t can be said
that between the two vanables, The result of 0.236 means a solid and positive relationship
with a significance level of 0.05, which is greater than 0.000 in the table.
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Table 7. Paired Samples Test
Paired Samples Test
Sig.
_ Paired Differences t df (2-tailed)
95% Confidence

Std. Interval of the
Std. Error _ Difference
Mean Deviation Mean Lower Upper

Pair Before

1 being
given -4454 17.52 528 -56.32 -3276 -8,428 10 000
treatment
treatment

(Source: SPSS data processing for Windows)

Table 7 shows the results of the t-value test. From the table above, the calculated t-
value is -8.428, The t-distribution table is searched at a=5%: 2 = 2.5% (2-sided test) with
degrees of freedom (df) n-1 or 11-1 = 10. With a 2-sided test (significance = 0.025), the
results obtained for the t table were 2.2009.

Testing criteria:

Ho is accepted if -t Bble < ¢ count < ¢ table

Ho s rejected if -t * < . e qp t ot -, ¢ able
Based on probability:

Ho saccepted if P value > 0.05

Ho is rejected if P value < 0.05

Next, to compare the calculated t with the t table and the probability according to the
testing criteria with the computed t value < t table ( -8.428 <-2.2009) and P value (0,00 <
0.05), then H 18 rejected, and Ha . accepted. Therefore, from the test results based on the
criteria that have been made with the comparative value of -t calculated < -t table ( -8.428
<-2.2009) and P value (0.00 < 0.05), it can be concluded that there is a difference between
the average value before using the media and the average value after using the press.

The results of the product validation test by learning media and matenial experts and
the validation of Buddhist religious education teachers have been carried out. The results
of the recapitulation of the validation results by media experts are based on four
indicators, This validation js intended to anticipate errors in users. Material experts
provide assessments of learning aspects and material content: media experts assess
appearance and programming aspects; and Buddhist religious education teachers assess
the overall media.
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Table 8. Recapitulation of Validation Results

Media Expert  Subject Matter Religion Total
No Aspect Expert teacher
Score Mean KT Score Mean KT Score MeanKT ST MT KT
1  Rules 37 4.1 L 19 48 SL 61 44 SL 11744 SL
2 Govemance 14 47 SL I8 45 SL 13 43 SL 45 45 SL
CATRA 9 o
3 Application 30 43 SL - - - 35 44 SL 65 44 SL
g, Soutont 13 43 SL 65 46 SL 29 41 L 10743 SL
Relevance

94 44 SL 102 46 SL 138 4.3 SL 33444 SL
(Source: 2024 Researcher Data Processing Microsoft Excel 2019)

The results of the product validation test obtained the results for the validation test by
media expents, who got an average score of 4.4 with a total score of 94 and a percentage
of 88%. Meanwhile, the material expert test gave an average score of 5 with a total score
of 102 with a rate of 92%, and the Buddhist religious education teacher gave an average
score of 4.3 with a score of 138, with a percentage of 86%, from the three validation tests
then totaled to get a comprehensive picture of the three internal tests that have been
carried out. The results of the third number of tests received a total score of 334 with an
average answer score of 4.4 with a percentage of 88%:; then. the media passed the
validation test with an average assessment that the media is classified as 'very decent.’
The overview of the results of the analysis of indicators with the product validation test
obtained results with 4.4 aspects that were analyzed with an average result of 88% test
presentation included in the very feasible category. The feasibility aspect of the rules in
the intemal test of the product 1s included in the very feasible category with a percentage
of 88%. so the developed media can be said to have an excellent category in the feasibility
of the material aspect with a total score of 117 and an average of 4.4, So, there are
indications that learning has shown comprehensive success in various aspects. The
content presented is self-explanatory, making it easier for students to understand. Time
management runs effectively, maximizing the leaming process. The learning matenals
are proven to be appropriate and follow students’ needs. Effective communication has
been established between teachers and students, supported by ¢asy-to-use leaming media.

The attraction of the matenal succeeded in arousing interest in leaming, encouraging
active participation of students in each session. The enthusiasm and positive feedback
reflect the high level of user satisfaction. Time efficiency i$ optimally achieved, allowing
for a comprehensive coverage of material without sacrificing the quality of
comprehension. This program has also encouraged students’ independent learning ability,
increasing independence in knowledge exploration. The examples presented are relevant
and follow the material, reinforcing conceptual and practical understanding. The truth of
the material is guaranteed, providing a solid foundation of knowledge. The ability of the
media to convey infonmation has proven to be very effective, increasing the retention and
application of knowledge. This achievement has resulted in a comprehensive, practical,
and meaningful leaming experience for all students. The feasibility of the governance
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aspect in the intemal test of the product is included in the very feasible category (SL) with
a percentage of 90%. So, the media developed can be said to have a very feasible category
in the feasibility of the governance aspect, with a total score of 45 and an average of 4.5.
There are indications that the leaming objectives are well met, with effective indicators
to support the achievement of the goals. Conformity with Basic Competencies (KD) 1s
optimally realized, resulting in better mastery of competencies by students, The suitability
of the content is achieved perfectly. presenting relevant material according to the needs
of students. This success results in a more effective and efficient learning process,
positively impacting overall student learning outcomes.

The feasibility of the CATRA application aspect in the internal test of the product is
included in the excellent category with a percentage of 88%, so the media developed can
be said to have a very feasible category in the feasibility of the CATRA application aspect
with a total score of 65 and an average of 4.4. So, there are indications that the
implementation of the leaming system has achieved comprehensive excellence,
characterized by ease of access, completeness of functions, and optimal operational
efficiency. Effective system performance produces optimal learning outcomes with low
operational costs. In his research on Android-based healthcare services with clear
guidelines and consistent interface design, Rohman makes it easy to use, significantly
improving the user experience{30). The system blends accessibility, functionality, and
efficiency, creating a productive and effective leaming environment. This success meets
and exceeds expectations. delivering superior and high-value learning solutions for all
stakeholders while maintaining cost efficiency and ease of use[30], [31].

The feasibility of the relevance aspect of content in the internal test of the product is
included in the category of very feasible with a percentage of 86%, So the media
developed can be said to have a very feasible category in the feasibility of the content
relevance aspect with a total score of 107 and an average of 4.3, So, there are indications
that the learning design has achieved extraordinary excellence in vanous aspects. Clear
instructions are the main foundation, making it easier for students to understand each
stage of learming correctly. Engaging visual design successfully increases engagement
and maintains learners’ focus, while consistency with the topic ensures the relevance of
every learming element. The clear structure provides a logical flow, making navigating
the matenal accessible. Comprehensive coverage of the material ensures complete
mastery of the subject being studied. Easy-to-read text improves information
accessibility, supporting faster and more profound understanding [32]. The orderly
arrangement of all learning components creates a cohesive and effective learning
experience[33]. Overall, this achievement results in an optimal learning environment that
supports an eflicient and enjoyable learning process for all students with good leaming
conditions and increases motivation in learning [34]. The product development process
in the form of CATRA learning media 1s carried out through a series of systematic stages
to produce optimal leaming media. These stages include a) Technical preparation, b) Data
collection or prelimmary study, and ¢) Analysis of data findings in the preliminary study.
Furthermore, the implementation stage includes: a) Analysis of development needs,
meluding dentification of hardware, software, and media design b) Media design,
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including the preparation of an outline of material content, creation of floweharts, and
wnting of manuscripts or stervboards ¢) Realization of media design, including
background creation and android application development.

The validation results show an excellent level of feasibility for CATRA learning media.
The validation of media experts resulted in a score of 4.4 with a percentage of 88%, which
is included in a very feasible category. The subject matter expert gave validation with a
score of 4.6 and a rate of 92%, which was also included in the very feasible category.
Buddhist teachers gave validation with a score of 4.3 and a percentage, also included in
the very decent category. Overall, the validators gave an average score of 4.4, which 15
respectable. Therefore, this study's results align with several recent studies related to this
research in improving student leaming outcomes, Research by [35] indicates that the
results of the validation of Android-based learming media have a feasibility level with a
very feasible category from the detailed results of material validation experts with a score
of 94%. The results of the validation of media experts with a score of 94% received very
feasible crteria. The results of the validation of social studies teacher leaming experts
received very feasible criteria with a score 0f 92%. The results of the questionnaire on the
attractiveness of Android-based learming media received very feasible criteria with a score
of 98%. Decent media conditions leaming more effectively and efficiently [36]

Based on research conducted [37]by with the title Development of android-based
Ispring suite 10 learning media on adjustment journal materials at vocational school
obtamned a result of 92.37% with a very feasible interpretation from material, media, and
language experts. The percentage of scores obtamned from matenal experts was 99.28%,
media experts 87.19%, and linguists 90.66%. Meanwhile, the results of the students’
responses received a percentage score of 90.6%, which 1s a very feasible interpretation.
These results strengthen the feasibility and potential of CATRA leaming media in
improving the quality of leaming in Buddhist education. Improving the quality of learning
also depends on more responsive and adaptive learning [38].

In the next stage, field testing uses the product revision results from experts and
researchers to apply the product to actual conditions. The test design uses one group
pretest and posttest. The data generated is used to determine the results before and after
using the learning media to determine the significant difference between the scores
obtained before and after using the press, and then the researcher uses the Paired Sample
t-test. The test uses a double-sided test with a significance level of a=5%. In this case, the
significance level means that the researcher risks making the wrong decision to reject the
correct hypothesis by as much as 5% (a significance of 5% or 0.05 is the standard measure
often used in research). So that the test results are obtained based on the criteria that have
been made with the comparative value of -t calculation < -t table (-8.428 <-2.2009) and
P value (0.00 < 0,05), then it can be concluded that there is a difference between the
average score before using the media and the average value after using the press

4. Conclusion
Based on the comprehensive analysis described in Chapter IV regarding the research
and development of CATRA leaming media (Android-based learning modules with a
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gamification approach) in Senior High Schools, the following conclusions can be drawn.
The product development process in the form of CATRA learning media 1s carried out
through a senes of systematic stages to produce optimal learming media. These stages
include: a) Technical preparation b) Data collection or preliminary studies, and ¢)
Analysis of data findings in preliminary studies. Furthermore, the implementation stage
includes; a) Analysis of development needs, including identification of hardware,
software, and media design needs b) Designing media designs, including compiling
outlines of material content, making flowcharts, and wri'ting scripts or storyboards ¢)
Realization of media designs, including making backgrounds and developing Android
applications. Media validation, product trial stages, and validation of leaming media
involve internal testing of the media developed and revisions based on input from media
experts, material experts, and Buddhist religious education teachers in senior high
schools. The results of the media expert validation were 4.4 with a percentage of 88% in
the very feasible category, the results of the material expert validation were 4.6 with a
rate of 92% in the very feasible category. and the results of the Buddhist religious teacher
validation were 4.3 with a percentage of 86% in the very feasible category. Overall, the
validator gave an average score of 4.4, a very feasible category. Although there were
several revisions from the expert validator, the CATRA leaming media comprehensively
met the eligibility criteria with an average score of 4.4 and a percentage of 88%, which is
included in the very high category. Based on the results of this evaluation, it can be
concluded that the developed leaming media 1s feasible to implement in the leaming
process according to the assessment of the expert validator. Furthermore, the results of
the 'CATRA’ learning media product trial proved feasible and effective for use in senior
high schools. Field tnals with a one-group pretest-posttest design on 11 Buddhist students
showed a significant difference between the scores before and after using the media, They
have paired Sample T-Test analysis produced -1 (-8.428) < 1™ (-2.2009) and P"™™*
(0.00) < 0.05, confirming the positive impact of media on student leaming outcomes. This
finding supports the acceptance of the hypothesis that “"CATRA" is worthy of being used
as a leaming medium, indicating the success of media development in improving the
effectiveness of Buddhist learning, especially for high school students.
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