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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS 

WEB PADA MATERI BILANGAN KELAS I SD (oleh : Maria Manurung; 

Pembimbing: R.Ati Sukmawati; Delsika Pramata Sari, 2024; 60 Halaman) 

 

ABSTRAK 

Pembuatan media interaktif materi numerik berbasis web di kelas I SD menjadi 

tujuan proyek ini. Model pengembangan ADDIE terbatas digunakan dalam 

prosedur penelitian dan pengembangan dalam penelitian ini, yang mencakup 

analisis yang di dalam kegiatannya analisis umum, analisis konten, dan analisis 

teknologi,desain yang mencakup adanya perancangan bahan ajar, flowchart, use 

case diagram dan database, dalam pengembangan media pembelajaran berdasarkan 

hasil analisis dan deain, dan evaluasi yang mencakup suatu hasil saran dan 

masukkan setiap tahap. Metode pengumpulan data menggunakan instrumen angket 

yaitu validasi media dan materi. Hasil penelitian menunjukkan bahwa media 

pembelajaran interaktif mencakup berbagai aspek materi bilangan seperti menulis, 

menghitung, dan penjumlahan dan pengurangan, serta latihan, kuis dan evaluasi 

yang dikemas secara interaktif. serta media ini juga menggunakan elemen seperti 

gambar, suara dan video pembelajaran. Teknologi yang digunakan dalam 

pengembangan media ini meliputi HTML, JavaScript, Tailwand CSS, Firebase, 

Canva, Capcut, Netflify, dan Draw.io. Media pembelajaran interaktif berbasis web 

tentang materi bilangan telah terbukti valid sebesar 80% di kategorikan sangat 

tinggi dan validitas media terbukti valid sebesar 75% dikategorikan sangat tinggi. 

Dengan demikian, dapat disimpulkan bahwa media ini layak untuk diuji coba dalam 

proses pembelajaran. Namun, sebagai saran untuk pengembangan selanjutnya, 

disarankan agar media pembelajaran interaktif memiliki fitur yang memudahkan 

guru dalam mengevaluasi pembelajaran siswa, termasuk dalam pembuatan soal 

pilihan ganda maupun esai. Selain itu, media ini diharapkan dapat membantu guru 

dalam manajemen soal dan hasil belajar siswa dengan lebih efisien. 

 

Kata kunci: ADDIE, Bilangan, Media Pembelajaran Interaktif, Research And 

Development. 
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON 

NUMBERS MATERIALS CLASS I SD (by : Maria Manurung; Advisors: R. Ati 

Sukmawati; Delsika Pramata Sari, 2024; 60 Pages) 

ABSTRACT 

Creating interactive media for web-based numerical materials in grade I elementary 

school is the aim of this project. The limited ADDIE development model is used in 

research and development procedures in this research, which includes analysis 

which includes general analysis, content analysis and technology analysis, design 

which includes designing teaching materials, flowcharts, use case diagrams and 

databases, in media development learning based on the results of analysis and 

design, and evaluation which includes a suggestion and input for each stage. The 

data collection method uses a questionnaire instrument, namely media and material 

validation. The research results show that interactive learning media covers various 

aspects of number material such as writing, counting, and addition and subtraction, 

as well as exercises, quizzes and evaluations which are packaged interactively. and 

this media also uses elements such as images, sound and learning videos. The 

technology used in developing this media includes HTML, JavaScript, Tailwand 

CSS, Firebase, Canva, Capcut, Netflify, and Draw.io. Web-based interactive 

learning media regarding number material has been proven to be valid at 80%, 

categorized as very high, and the validity of the media has been proven to be valid 

at 75%, categorized as very high. Thus, it can be concluded that this media is worthy 

of being tested in the learning process. However, as a suggestion for further 

development, it is recommended that interactive learning media have features that 

make it easier for teachers to evaluate student learning, including in creating 

multiple choice questions and essays. Apart from that, it is hoped that this media 

can help teachers in managing questions and student learning outcomes more 

efficiently. 

 

Keywords: ADDIE, Interactive Learning Media, Numbers, Research And 

Development.  
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