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ABSTRAK

Konsep abstrak pada materi Gerak dan Gaya sering menimbulkan miskonsepsi pada
siswa, sehingga diperlukan media pendukung pembelajaran yang interaktif.
Penelitian ini bertujuan mengembangkan media pembelajaran interaktif berbasis
web menggunakan model tutorial pada materi Gerak dan Gaya untuk siswa SMP,
serta menguji tingkat validitasnya. Metode penelitian menggunakan Research and
Development (R&D) dengan tahapan model ADDIE yang dibatasi hingga tahap
evaluasi. Pengumpulan data dilakukan melalui angket validasi oleh dua ahli materi
dan dua ahli media. Produk yang dikembangkan memuat uraian materi, visualisasi
animasi dan video, aktivitas latihan, kuis, serta evaluasi akhir. Proses pembelajaran
menerapkan delapan tahapan model tutorial: pengenalan, penyajian informasi,
pertanyaan dan respon, penilaian respon, pemberian respon balik, pengulangan,
segmen pengaturan pelajaran, hingga penutup. Hasil pengujian validitas oleh ahli
materi memperoleh persentase capaian 87,50% dengan kriteria sangat tinggi,
sedangkan ahli media memperoleh 85,34% dengan kriteria sangat tinggi, sehingga
web dinyatakan sangat valid. Hasil penelitian ini diharapkan dapat menjadi
alternatif media pembelajaran interaktif yang memandu alur belajar secara
sistematis. Mengingat penelitian ini terbatas pada uji validitas produk, studi
berikutnya disarankan untuk menguji efektivitas terhadap hasil belajar peserta
didik.

Kata kunci : ADDIE, gerak dan gaya, media pembelajaran interaktif, model

tutorial, web



DEVELOPMENT OF WEB-BASED LEARNING MEDIA ON MOTION AND
FORCE MATERIAL USING TUTORIAL MODEL FOR JUNIOR HIGH
SCHOOL STUDENTS (By: Fajar Aulia; Supervisor: Andi Ichsan Mahardika;
Novan Alkaf Bahraini Saputra; 2026; 97 pages)

ABSTRACT

Abstract concepts in the Motion and Force material often cause misconceptions
among students, thus requiring an interactive learning support media. This study
aims to develop a web-based interactive learning media using a tutorial model on
Motion and Force material for Junior High School students, as well as to test its
validity level. The research method used is Research and Development (R&D) with
the ADDIE development model, limited to the evaluate stage. Data collection was
conducted through validation questionnaires by two material experts and two media
experts. The developed product contains material descriptions, animation and video
visualizations, practice activities, quizzes, and a final evaluate. The learning process
applies eight stages of the tutorial model: Introduction, Presentation of Information,
Question and Responses, Judging of Responses, Providing Feedback about
Responses, Remediation, Sequencing Lesson Segment, and Closing. The validity
test results by material experts obtained an achievement percentage of 87.50% with
very high criteria, while media experts obtained 85.34% with very high criteria,
thus the web is declared highly valid. The result of this study is expected to provide
an alternative interactive learning media that systematically guides the learning
flow. Considering this study is limited to testing product validity, future research is
advised to examine its effectiveness on student learning outcomes.

Keywords:  ADDIE, interactive learning media, motion and force, tutorial
model, web
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