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ABSTRAK 

 

Penelitian ini bertujuan untuk mengembangkan media pembelajaran interaktif 

berbasis web pada materi sistem koordinasi dan homeostasis manusia kelas IX SMP 

dengan model pembelajaran Discovery Learning. Permasalahan yang diangkat 

adalah rendahnya pemahaman siswa terhadap materi yang bersifat abstrak dan 

kompleks jika hanya disampaikan melalui metode konvensional. Pengembangan 

media ini menggunakan metode Research and Development (R&D) dengan model 

pengembangan ADDIE, yang terdiri dari lima tahapan: analisis, desain, 

pengembangan, implementasi, dan evaluasi. Namun, penelitian ini dibatasi sampai 

pada tahap evaluasi. Media pembelajaran dikembangkan dengan menerapkan enam 

tahapan Discovery Learning, yaitu stimulasi, identifikasi masalah, pengumpulan 

data, pengolahan data, verifikasi, dan generalisasi. Validasi media dilakukan oleh 

dua ahli, yaitu ahli materi dan ahli media. Instrumen validasi materi mengacu pada 

standar BNSP, sementara validasi media mengacu pada instrumen LORI. Teknik 

analisis data dilakukan dengan menghitung skor rata-rata hasil penilaian validator, 

kemudian mengkonversinya menjadi persentase capaian dan menginterpretasikan 

tingkat validitasnya berdasarkan kategori yang telah ditetapkan. Hasil validasi 

menunjukkan bahwa media pembelajaran yang dikembangkan memperoleh 

persentase capaian sebesar 90,5% (materi) dan 63,75% (media), masing-masing 

berada pada kategori Sangat Tinggi dan Tinggi, sehingga dinyatakan valid dan 

layak digunakan dengan beberapa revisi. Dengan demikian, media pembelajaran ini 

dapat menjadi alternatif solusi untuk meningkatkan pemahaman siswa terhadap 

konsep sistem koordinasi dan homeostasis secara lebih interaktif, visual, dan 

bermakna. 

Kata kunci: ADDIE, Discovery Learning, Homeostasis, Media Pembelajaran 

Interaktif, R&D, Sistem Koordinasi, Web-Based Learning. 
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON THE 

HUMAN COORDINATION AND HOMEOSTASIS SYSTEM MATERIAL FOR 

GRADE IX JUNIOR HIGH SCHOOL USING THE DISCOVERY LEARNING 

MODEL (By: Khairul Fuad; Advisor: Andi Ichsan Mahardika, Novan Alkaf 
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ABSTRACT 

 

This study aims to develop interactive web-based learning media for Grade IX 

junior high school students on the topic of the human coordination and homeostasis 

system, using the Discovery Learning model. The problem addressed is students’ 

low understanding of abstract and complex concepts when delivered only through 

conventional methods. The development of this media employed the Research and 

Development (R&D) method with the ADDIE model, which consists of five stages: 

analysis, design, development, implementation, and evaluation. However, this 

research was limited to the evaluation stage. The learning media were designed 

based on the six stages of Discovery Learning: stimulation, problem identification, 

data collection, data processing, verification, and generalization. Media validation 

was carried out by two experts: a subject matter expert and a media expert. The 

validation instrument for content referred to BNSP standards, while media 

validation used the LORI instrument. Data analysis techniques involved calculating 

the mean score of validators’ assessments, converting them into achievement 

percentages, and interpreting the level of validity based on predetermined 

categories. The validation results showed that the developed learning media 

achieved an achievement percentage of 90.5% (content) and 63.75% (media), 

which fall into the Very High and High categories respectively, indicating that the 

media are valid and feasible to use with some revisions. Therefore, this learning 

media can serve as an alternative solution to improve students’ understanding of 

the concepts of the human coordination and homeostasis system in a more 

interactive, visual, and meaningful way. 

Keywords: ADDIE, Coordination System, Discovery Learning, Homeostasis, 

Interactive Learning Media, R&D, Web-Based Learning. 
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