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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS WEB
PADA TEMA BENDA DI SEKITARKU KELAS Il DENGAN PENDEKATAN
SAINTIFIK (Oleh: Tiara Cahya Kumala; Pembimbing: R Ati Sukmawati, Mitra
Pramita; 2022; 82 halaman)

ABSTRAK

Media pembelajaran interaktif berbasis web merupakan media pembelajaran yang
dapat digunakan kapan saja dan di mana saja dengan adanya koneksi internet dan
tentunya juga selaras dengan perkembangan teknologi saat ini. Penggunaan media
pembelajaran interaktif berbasis web pada tingkat pendidikan SD masih sangat jarang
ditemui, rata-rata pembelajaran di kelas hanya menggunakan media konvensional
yakni buku cetak. Oleh sebab itu, penelitian ini bertujuan untuk: (1) menghasilkan
media pembelajaran interaktif berbasis web pada tema benda di sekitarku kelas 111
dengan pendekatan saintifik; (2) mengetahui kelayakan dari media pembelajaran yang
dikembangkan. Penelitian ini menggunakan metode R&D (Research and
Development) dan model ADDIE (Analysis, Design, Development, Implementation,
Evaluation). Teknik pengumpulan data dalam penelitian ini dilakukan melalui
observasi, wawancara, kuesioner, dan tes hasil belajar. Teknik analisis data yang
digunakan yaitu analisis statistika deskriptif. Subjek uji coba media pembelajaran yaitu
sebanyak 19 orang siswa kelas 11 dan 1 orang guru SD Muhammadiyah 8 Banjarmasin.
Hasil penelitian dan pengembangan, yaitu telah dihasilkan media pembelajaran
interaktif berbasis web pada tema benda di sekitarku kelas 111 dengan pendekatan
saintifik mengunakan teknologi HTML, CSS, Bootstrap, Javascript, JQuery, Firebase
Realtime Database, dan Netlify, serta media pembelajaran yang dikembangkan
dinyatakan layak karena telah memenuhi Kkriteria valid, praktis, dan efektif.
Berdasarkan hasil penelitian dan pengembangan tersebut dapat ditarik kesimpulan
bahwa media pembelajaran interaktif berbasis web pada materi tema benda di sekitarku
kelas 11l dengan pendekatan saintifik dinyatakan layak dan dapat digunakan dalam
pembelajaran.

Kata kunci: Media Pembelajaran Interaktif, Tematik SD, Pendekatan Saintifik,
Research & Development, ADDIE



WEB-BASED INTERACTIVE LEARNING MEDIA DEVELOPMENT FOR THEME
THINGS AROUND ME CLASS 11 WITH SCIENTIFIC APPROACH (By: Tiara
Cahya Kumala; Supervisor: R. Ati Sukmawati, Mitra Pramita; 2022; 82 pages)

ABSTRACT

Web-based interactive learning media is learning media that can be used anytime and
anywhere with an internet connection and of course also in line with current
technological developments. The use of web-based interactive learning media at the
elementary education level is still very rare, the average classroom learning only uses
conventional media, namely printed books. Therefore, this study aims to: (1) produce
web-based interactive learning media on theme things around me class Ill with a
scientific approach; (2) know the feasibility of the developed learning media. This
research uses the R&D (Research and Development) method and the ADDIE model
(Analysis, Design, Development, Implementation, Evaluation). Data collection
techniques in this study were carried out through observation, interviews,
questionnaires, and learning achievement tests. The data analysis technique used is
descriptive statistical analysis. The subjects of the learning media trial were 19 class
Il students and 1 teacher at SD Muhammadiyah 8 Banjarmasin. The results of
research and development, namely that web-based interactive learning media have
been produced on the theme things around me class 111 with a scientific approach with
technology HTML, CSS, Bootstrap, Javascript, JQuery, Firebase Realtime Database,
and Netlify, the learning media developed are declared feasibility because it have
reached the criteria of valid, practice, and, effective Based on the results of the
research and development it can be concluded that web-based interactive learning
media on theme things around me class Il material with a scientific approach is
declared feasible and can be used in the learning.

Keywords: Interactive Learning Media, Elementary School Thematic, Scientific
Approach, Research & Development, ADDIE
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