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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS 

WEB MENGGUNAKAN MODEL DRILL AND PRACTICE PADA MATERI IP 

ADDRESSING DAN SUBNETTING (Oleh: Rabiatul Adawiah; Pembimbing: 

Nuruddin Wiranda, Rizky Pamuji; 2026; 104 halaman) 

 

ABSTRAK 

IP addressing dan subnetting merupakan salah satu materi dasar dalam bidang 

jaringan komputer yang perlu dikuasai oleh mahasiswa yang mempelajari jaringan 

komputer. Hasil survei menunjukkan bahwa mahasiswa masih mengalami kesulitan 

dalam memahami konsep ip addressing dan menyelesaikan perhitungan subnetting. 

Penelitian ini bertujuan mengembangkan media pembelajaran interaktif berbasis 

web dengan mengimplementasikan model drill and practice, mengetahui validitas 

dan usability media. Metode penelitian yang digunakan adalah Research and 

Development (R&D) dengan model pengembangan ADDIE yang meliputi tahap 

analisis, desain, pengembangan, implementasi, dan evaluasi. Media pembelajaran 

dikembangkan menggunakan HTML, JavaScript, Bootstrap, Laravel, dan MySQL 

serta dilengkapi latihan interaktif, kuis, umpan balik otomatis, dan integrasi 

Excalidraw sebagai fitur coretan digital untuk membantu proses perhitungan. Hasil 

penelitian menunjukkan bahwa media memperoleh rata-rata capaian validitas 

sebesar 4,25 dari ahli materi dan 4,17 dari ahli media dengan kategori sangat tinggi. 

Uji usability terhadap 25 mahasiswa memperoleh rata-rata skor System Usability 

Scale (SUS) sebesar 58,1 yang termasuk kategori OK, Grade Scale D, dan 

Acceptability Range kategori Marginal Low. Dengan demikian, media yang 

dikembangkan dinyatakan valid dan dapat diterima oleh pengguna, meskipun masih 

memerlukan penyempurnaan untuk meningkatkan usability. Penelitian selanjutnya 

disarankan melakukan optimalisasi terhadap performa media dan menguji 

efektivitas terhadap hasil belajar mahasiswa. 

Kata Kunci: ADDIE; drill and practice; ip addressing; media pembelajaran 

interaktif; subnetting; 
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DEVELOPMENT OF A WEB-BASED INTERACTIVE LEARNING MEDIA 

USING THE DRILL AND PRACTICE MODEL ON IP ADDRESSING AND 

SUBNETTING MATERIALS (By: Rabiatul Adawiah; Supervisors: Nuruddin 

Wiranda, Rizky Pamuji; 2026; 104 pages) 

 

ABSTRACT 
 

IP Addressing and Subnetting are fundamental topics in computer networking that 

should be mastered by students studying computer networks. Survey results 

indicated that students still experienced difficulties in understanding the concepts 

of IP Addressing and solving Subnetting problems. This study aimed to develop a 

web-based interactive learning media by implementing the Drill and Practice model 

and to evaluate the validity and usability of the developed media. The research 

employed the Research and Development (R&D) method using the ADDIE 

development model, which consists of the analysis, design, development, 

implementation, and evaluation phases. The learning media was developed using 

HTML, JavaScript, Bootstrap, Laravel, and MySQL and was equipped with 

interactive exercises, quizzes, automatic feedback, and Excalidraw integration as a 

digital scratchpad to support the calculation process. The results showed that the 

learning media achieved validity scores of 4.25 from the material expert and 4.17 

from the media expert, both categorized as very high. The usability test involving 

25 students yielded an average System Usability Scale (SUS) score of 58.1, which 

falls into the OK category, Grade Scale D, and the Marginal Low acceptability 

range. Therefore, the developed learning media was considered valid and 

acceptable to users, although further improvements are still required to enhance its 

usability. Future studies are recommended to optimize the media performance and 

examine its effectiveness in improving students' learning outcomes. 

Keywords: ADDIE; drill and practice; interactive learning media; ip addressing; 

subnetting. 
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