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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS
WEB PADA MATERI HUKUM NEWTON DENGAN PENDEKATAN
CONTEXTUAL TEACHING AND LEARNING UNTUK SISWA SMA KELAS X
(Oleh:Muhammad Syahrul Ramadani; Pembimbing: Andi Ichsan Mahardika,
Muhammad Hifdzi Adini; 2024; 63 halaman )

ABSTRAK

Media pembelajaran interaktif berbasis web telah menjadi sarana yang efektif
dalam memfasilitasi proses pembelajaran di berbagai jenjang pendidikan.
Teknologi ini memungkinkan siswa untuk mengakses materi pembelajaran secara
fleksibel dan berinteraksi dengan konten secara dinamis. Pendekatan contextual
teaching and learning (CTL) dapat digunakan dalam media pembelajaran interaktif
untuk memperkuat keterlibatan siswa. Pendekatan CTL menekankan pada
pembelajaran yang relevan dengan kehidupan sehari-hari siswa, sehingga materi
yang dipelajari menjadi lebih bermakna dan dapat meningkatkan minat serta
motivasi belajar siswa. Pengembangan ini bertujuan untuk menghasilkan media
yang valid dalam media pembelajaran interaktif berbasis web pada materi hukum
newton dengan pendekatan contextual teaching and learning. Metode
pengembangan yang digunakan adalah Research and Development (R&D) dengan
menggunakan model pengembangan ADDIE yang dibatasi yaitu: Analyze, Design,
Development, and Evaluation. Teknologi yang digunakan yaitu HTML, CSS,
Boostrap, Javascript, Firebase, Canva, Premiere Pro, dan Netlify. Teknik
pengumpulan data yang dilakukan menggunakan lembar validasi materi dan lembar
validasi media yang memperoleh hasil persentase capaian materi sebesar 76%
dengan kriteria kevalidan tinggi dan hasil persentase capaian media sebesar 72%
dengan kriteria kevalidan tinggi. Hasil penelitian ini diperoleh media pembelajaran
interaktif berbasis web materi hukum newton dengan pendekatan contextual
teaching and learning untuk SMA kelas X dan dinyatakan valid.

Kata kunci: ADDIE, hukum newton, media pembelajaran interaktif, pendekatan
contextual teaching and learning, Research & Development.



DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON
NEWTON'S LAW MATERIAL WITH A CONTEXTUAL TEACHING AND
LEARNING APPROACH FOR GRADE X HIGH SCHOOL STUDENTS (By:
Muhammad Syahrul Ramadani; Supervisor: Andi Ichsan Mahardika, Muhammad
Hifdzi Adini; 2024; 63 pages)

ABSTRACT

Web-based interactive learning media has become an effective means of facilitating
the learning process at various levels of education. This technology allows students
to access learning materials flexibly and interact with content dynamically. The
contextual teaching and learning (CTL) approach can be used in interactive
learning media to strengthen student engagement. The CTL approach emphasizes
learning that is relevant to students' daily lives, so that the material learned
becomes more meaningful and can increase students' interest and motivation to
learn. This development aims to produce valid media in web-based interactive
learning media on Newton's law material with a contextual teaching and learning
approach. The development method used is Research and Development (R&D)
using the ADDIE development model which is limited to: Analyze, Design,
Development, and Evaluation. The technologies used are HTML, CSS, Bootstrap,
Javascript, Firebase, Canva, Premiere Pro, and Netlify. The data collection
technique used was a material validation sheet and a media validation sheet which
obtained a percentage of material achievement of 76% with high validity criteria
and a percentage of media achievement of 72% with high validity criteria. The
results of this study obtained interactive web-based learning media for Newton's
law material with a contextual teaching and learning approach for grade X high
school and were declared valid.

Keywords: ADDIE, Newton's laws, interactive learning media, contextual
teaching and learning approach, Research & Development.
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