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ABSTRAK 
 

Pada mata pelajaran sistem komputer materi gerbang logika masih melaksanakan 

proses pembelajaran secara konvensional. Perlu adanya teknologi pengajaran 

berbantuan komputer agar materi lebih mudah dimengerti dan dipahami oleh siswa. 

Penelitian ini bertujuan untuk mengembangkan dan mengetahui hasil validitas 

media pembelajaran interaktif berbasis web pada materi gerbang logika kelas X 

SMK TKJ dengan metode drill and practice. Penelitian ini menggunakan metode 

R&D (Research and Development) dengan model pengembangan ADDIE yang 

sudah dibatasi, yaitu analisis (Analyze), perancangan (Design), pengembangan 

(Development), dan evaluasi (Evaluation) pada setiap tahapannya. Teknik 

pengumpulan data dalam penelitian ini menggunakan angket validasi materi dan 

angket validasi media. Teknologi yang digunakan untuk pengembangan media 

pembelajaran interaktif ini adalah HTML, CSS, Bootstrap, JavaScript, Mathjax, 

JSON, Firebase dan Netlify. Hasil penelitian ini berupa media pembelajaran yang 

memuat materi pembelajaran terkait gerbang logika, gambar, video pembelajaran, 

contoh soal, mari mencoba, latihan-latihan, kuis dan evaluasi yang dikemas secara 

interaktif. Berdasarkan hasil uji validitas materi termasuk kriteria sangat tinggi 

dengan persentase capaian sebesar 83% dan validitas media termasuk kriteria tinggi 

dengan persentase capaian sebesar 77% sehingga media yang dikembangkan 

dinyatakan valid. 

 

Kata kunci: media pembelajaran interaktif, web, gerbang logika, metode drill and 

practice, ADDIE  
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON 

CLASS X LOGIC GATE MATERIAL SMK TKJ WITH DRILL AND PRACTICE 

METHOD (By: Siti Rahmah; Advisor: Ati Sukmawati; Mitra Pramita; 2023; 82 

pages) 

 

ABSTRACT 
 

In the subject of computer systems, logic gate material still carries out the learning 

process conventionally. Computer-assisted teaching technology is needed so that 

the material is easier for students to understand and understand. This study aims to 

develop and determine the results of the validity of web-based interactive learning 

media on class X SMK TKJ logic gate material with the drill and practice method. 

This research uses the R&D (Research and Development) method with the ADDIE 

development model which has been limited, namely analysis, design, development, 

and evaluation at each stage. The data collection technique in this study used a 

material validation questionnaire and a media validation questionnaire. The 

technology used for the development of this interactive learning media is HTML, 

CSS, Bootstrap, JavaScript, Mathjax, JSON, Firebase and Netlify. The results of 

this study are in the form of learning media that contains learning materials related 

to logic gates, images, learning videos, sample problems, let's try, exercises, quizzes 

and evaluations that are packaged interactively. Based on the results of the material 

validity test including very high criteria with a percentage achievement of 83% and 

media validity including high criteria with a percentage achievement of 77% so that 

the developed media is declared valid. 

 

Keywords: interactive learning media, web, logic gates, drill and practice method, 

ADDIE   
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