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ABSTRAK 

Siswa kelas 10 sering menghadapi hambatan konseptual dan kendala teknis di awal 

pembelajaran algoritma dan pemrograman C++. Keterbatasan waktu bimbingan 

tatap muka juga belum mampu memfasilitasi kebutuhan praktik dan belajar mandiri 

siswa secara optimal. Penelitian ini bertujuan untuk mengembangkan serta 

mengetahui tingkat kevalidan media pembelajaran interaktif berbasis web pada 

materi Algoritma dan Pemrograman C++ menggunakan model tutorial. Jenis 

penelitian ini adalah penelitian dan pengembangan (R&D) dengan mengadaptasi 

model DDD-E (Decide, Design, Develop, Evaluate). Produk ini dikembangkan 

menggunakan framework Laravel dan mengintegrasikan Ace Editor serta 

kompilator g++. Pengumpulan data menggunakan instrumen lembar validasi 

berskala Likert yang dinilai oleh dua ahli materi dan dua ahli media. Hasil uji 

validasi menunjukkan persentase capaian aspek materi sebesar 80,74% (Sangat 

Tinggi) dan aspek media sebesar 85,71% (Sangat Tinggi). Disimpulkan bahwa 

media pembelajaran interaktif berbasis web dengan model tutorial ini sangat valid. 

Implikasi penelitian ini adalah tersedianya inovasi media pembelajaran yang 

memfasilitasi praktik pemrograman langsung melalui fitur auto-grading dan alur 

belajar sekuensial untuk mendukung kemandirian siswa. 

 

 

Kata kunci: DDD-E, media pembelajaran, model tutorial, pemrograman C++, web 

interaktif  
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON 

ALGORITHMS AND C++ PROGRAMMING FOR GRADE 10 USING A 

TUTORIAL MODEL (By: Hendri Yunus Wijaya; supervised: Muhammad Hifdzi 

Adini, Rizky Pamuji; 2026; 118 pages) 

 

 

ABSTRACT 

Grade 10 students often encounter conceptual barriers and technical obstacles when 

beginning to learn algorithms and C++ programming. The limited time for face-to-

face guidance is also insufficient to optimally facilitate students' needs for hands-

on practice and independent learning. This study aims to Develop and determine 

the validity level of a web-based interactive learning media for Algorithms and C++ 

Programming using a tutorial model. This research applies the Research and 

Development (R&D) method by adopting the DDD-E (Decide, Design, Develop, 

Evaluate) model. The product was Developed utilizing the Laravel framework and 

integrates Ace Editor along with the g++ compiler. Data were collected using 

Likert-scale validation sheets evaluated by two material experts and two media 

experts. The validation results achieved a percentage of 80.74% (Very High) for the 

material aspect and 85.71% (Very High) for the media aspect. In conclusion, this 

web-based interactive learning media utilizing a tutorial model is highly valid and 

feasible for use. The implication of this study is the availability of an innovative 

learning media that facilitates direct programming practice through auto-grading 

and sequential learning paths to foster students' independence. 

 

 

Keywords: DDD-E, interactive learning media, tutorial model, C++ programming, 

web-based 
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