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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS WEB MATERI
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ABSTRAK

Media pembelajaran berfungsi sebagai sarana penyampaian materi, dan pembawa pesan,
dengan demikian media pembelajaran juga merupakan alat pembelajaran yang digunakan
untuk untuk membantu menyampaikan materi pelajaran dalam proses belajar mengajar
sehingga memudahkan pencapaian tujuan tujuan pembelajaran yang sudah dirumuskan.
Program pembelajaran dikemas dengan menggunakan metode tutorial berbasis web dapat
membantu menyelesaikan masalah-masalah pembelajaran matematika materi pecahan
desimalyang bersifat abstrak. Metode ini peserta didik dapat terlayani secara individu sehingga
masalah-masalah spesifik dapat diselesaikan sesuai dengan kecepatan belajarnya di mana saja
dan kapan saja. Penelitian ini menggunakan model pengembangan ADDIE yang terdiri dari
lima tahapan, antara lain:analysis, design, development, implementation dan evaluation.
Teknologi yang digunakan HTML, CSS, Javascript, JSON dan Firebase. Hasil validitas materi
diperoleh: aspek isi kategori sangat tinggi, aspek penyajian sangat tinggi, aspek bahasa sangat

tinggi dan aspek keterkaitan dalam kehidupan sehari — hari termasuk kategori tinggi.

Kata Kunci: Media Pembelajaran, Pecahan Desimal, Metode Tutorial.



DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA DECIMAL
FRACTION MATERIAL USING TUTORIAL METHOD FOR PHASE C STUDENTS (By:
Gadis Kitnanti Radjikan; Supervisor: R. Ati Sukmawati; Delsika Pramata Sari; 2023; 66 page)

ABSTRACT

Learning media functions as a means of delivering material and as a messenger, thus learning
media is also a learning tool that is used to help convey subject matter in the teaching and
learning process so as to facilitate the achievement of the learning objectives that have been
formulated. The learning program is packaged using a web-based tutorial method to help solve
mathematics learning problems regarding abstract decimal fractions. In this method, students
can be served individually so that specific problems can be solved according to their learning
speed anywhere and at any time. This research uses the ADDIE development model which
consists of five stages, including: analysis, design, development, implementation and
evaluation. The technologies used are HTML, CSS, Javascript, JSON and Firebase. The results
of the validity of the material were obtained: the content aspect was in the very high category,
the presentation aspect was very high, the language aspect was very high and the connection

aspect in daily life was in the high category.

Keywords: Learning Media, Decimal Fractions, Tutorial Method.
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