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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS
WEB MATERI OBJECT-ORIENTED PROGRAMMING PHP DENGAN MODEL
TUTORIAL (Oleh: Risalatul Husna; Pembimbing: Harja Santana Purba, Novan
Alkaf Bahraini Saputra; 2025; 122 halaman)

ABSTRAK

Perkembangan teknologi pendidikan mendorong penggunaan media pembelajaran
berbasis web yang tidak hanya menyampaikan informasi, tetapi juga mendorong
interaksi aktif dan konstruktif. Dalam pembelajaran Object-Oriented Programming
(OOP) menggunakan PHP, mahasiswa menghadapi dua tantangan utama: kesulitan
memahami konsep abstrak seperti enkapsulasi, pewarisan, dan polimorfisme, serta
kendala teknis seperti instalasi server lokal dan text editor. Hambatan ini dapat
mengalihkan fokus belajar dari pemahaman konsep ke persoalan teknis. Oleh
karena itu, diperlukan media pembelajaran interaktif berbasis web yang mampu
menyederhanakan aspek teknis melalui sistem siap pakai, serta menyajikan materi
OOP secara visual dan bertahap untuk memudahkan pemahaman konsep abstrak.
Penelitian ini bertujuan mengembangkan media pembelajaran interaktif berbasis
web pada materi OOP PHP dengan model tutorial, serta mengetahui tingkat
validitasnya. Metode yang digunakan adalah Research and Development (R&D)
dengan model ADDIE terbatas pada tahap Analysis, Design, Development, dan
Evaluation. Media dikembangkan menggunakan HTML, CSS, JavaScript, PHP,
dan Laravel. Hasil validasi oleh dua ahli materi dan dua ahli media menunjukkan
nilai 73,4% dan 77,9% yang masuk kategori tinggi. Pengujian fungsionalitas
menggunakan metode Black Box Testing oleh lima mahasiswa menunjukkan hasil
100% berfungsi dengan sangat baik. Hasil tersebut menunjukkan bahwa media
pembelajaran telah memenuhi aspek validitas dan fungsionalitas, serta siap
digunakan dengan penyesuaian berdasarkan masukan validator.

Kata Kunci: ADDIE, media pembelajaran interaktif, model tutorial, Object-
Oriented Programming PHP, validitas.
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON
OBJECT-ORIENTED PROGRAMMING PHP MATERIAL USING THE
TUTORIAL MODEL (Oleh: Risalatul Husha; Pembimbing: Harja Santana Purba,
Novan Alkaf Bahraini Saputra; 2025; 122 halaman)

ABSTRACT

The advancement of educational technology has encouraged the use of web-based
learning media that not only delivers information but also promotes active and
constructive interaction. In learning Object-Oriented Programming (OOP) using
PHP, students faced two major challenges: difficulty in understanding abstract
concepts such as encapsulation, inheritance, and polymorphism, and technical
issues such as installing local servers and text editors. These obstacles often
diverted students’ focus from conceptual understanding to technical problems.
Therefore, a web-based interactive learning medium was needed—one that could
simplify technical aspects through a ready-to-use platform and present OOP
materials visually and gradually to facilitate comprehension of abstract concepts.
This study aimed to develop a web-based interactive learning medium on OOP PHP
material using the tutorial model and to determine its level of validity and
functionality. The research method employed was Research and Development
(R&D) using the ADDIE model, limited to the stages of Analysis, Design,
Development, and Evaluation. The media was developed using HTML, CSS,
JavaScript, PHP, and Laravel. Validation results from two subject matter experts
and two media experts reached 73.4% and 77.9%, categorized as high.
Functionality testing using the Black Box method by five students showed that
100% of the features worked properly. These results indicate that the learning
medium met validity and functionality criteria and is ready for use with adjustments
based on expert feedback.

Keywords: ADDIE, interactive learning media, tutorial model, Object-Oriented
Programming PHP, validity.
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