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ABSTRAK 

Ghazzani, Fariz. 201910060311067 Desain Aplikasi Math Plus Berbasis Apps 

Builder Andromo Sebagai Bahan Ajar Dalam Pembelajaran Matematika Di 

Sma. Program Studi Pendidikan Matematika. FKIP. Universitas 

Muhammadiyah Malang. 

Pembimbing: (1) Drs. Hendarto Cahyono, M.Si. (2) Rizal Dian Azmi, M.Sc. 

Kata Kunci: Pengembangan, bahan ajar, Math Plush. 

Penelitian pengembangan ini bertujuan untuk (1) Menghasilkan aplikasi 

bahan ajar Math Plus pada pelajaran Matematika untuk peserta didik kelas 10 di 

SMAN 8 Berau (2) Produk yang dihasilkan ini bermaksud untuk mempermudah 

peserta didik memperoleh materi pembelajaran. Penelitian ini merupakan 

penelitian Research and Development (R&D) dengan model pengambangan 4D 

yaitu (define, design, develop, and disseminate), teknik pengumpulan data 

menggunakan wawancara, observasi, dan angket dengan skala Likert. Validasi 

dilakukan oleh ahli materi dan ahli media serta tanggapan dan respon peserta 

didik. Aplikasi bahan ajar yang dikembangkan di validasi oleh dosen dan guru 

mata pelajaran, lalu aplikasi bahan ajar di uji kepada 31 peserta didik kelas X di 

SMAN 8 Berau. Hasil validasi ahli materi memperoleh rata-rata skor 86,54% 

dengan kriteria sangat layak. Validasi ahli media diperoleh skor rata-rata 89,28% 

dengan kriteria sangat layak. Tanggapan dan Respon peserta didik kelas X dengan 

memperoleh nilai rata-rata skor 75,97% yang merupakan kriteria sangat menarik. 
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ABSTRACT 

Ghazzani, Fariz. 201910060311067 Math Plus Application Design Based on 

Andromo Apps Builder as Teaching Material in Mathematics Learning in 

High School. Mathematics Education Study Program. FKIP. Malang 

Muhammadiyah University. 

Pembimbing: (1) Drs. Hendarto Cahyono, M.Si. (2) Rizal Dian Azmi, M.Sc. 

Keywords: Development, teaching materials, Math Plush. 

This development research aim to (1) Produced an application namely 

Math Plus on Math teaching materials for 10
th

 grade students at SMAN 8 Berau 

(2) The product produced was intended to make it easier for students to obtain 

learning materials. This research was a Research and Development (R&D) study 

with a 4D development model, namely (define, design, develop, and disseminate), 

while the data collection process used was using interviews, observation, and 

questionnaires using a Likert scale. The validation process was carried out by 

material experts and media experts as well as student feedback and responses. The 

teaching materials on the developed application were validated by lecturers and 

the teachers, and then the teaching materials were tested on 31 students of 10
th

 

grade at SMAN 8 Berau. The validation result from material experts obtained 

were an average score of 86.54% with highly decent criteria. While the validation 

result of the media expert obtained an average score of 89.28% with highly decent 

criteria. Feedbacks and Responses of class the 10
th

 grade students obtained an 

average score of 75.97% which fall to very interesting criteria. 
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