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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS
WEB PADA MATERI ALGORITMA DAN PEMROGRAMAN UNTUK KELAS
VII SMP DENGAN MODEL TUTORIAL (Oleh: Rizky Amelia Putri;
Pembimbing: Muhammad Hifdzi Adini, Rizky Pamuji; 2026; 100 halaman)

ABSTRAK

Penelitian ini bertujuan untuk mengembangkan media pembelajaran interaktif
berbasis web pada materi Algoritma dan Pemrograman dengan model tutorial serta
mengetahui tingkat validitas media yang dikembangkan. Penelitian menggunakan
metode Research and Development (R&D) dengan model DDD-E yang meliputi
Decide, Design, Develop, dan FEvaluate. Media yang dikembangkan telah
menerapkan sintaks model tutorial, yaitu pendahuluan, penyajian informasi,
pertanyaan dan respons, penilaian respons, pemberian umpan balik, pengulangan,
pengaturan urutan pembelajaran, dan penutup. Tahap Decide mencakup penentuan
tujuan, materi, karakteristik pengguna, interaktivitas, serta kebutuhan teknologi.
Tahap Design meliputi perancangan konten, alur sistem, basis data, dan antarmuka.
Tahap Develop merealisasikan rancangan menjadi media berbasis web yang
memuat materi, latihan interaktif, kuis, umpan balik, progres belajar, sistem
penguncian materi, dan Scratch sebagai sarana praktik pemrograman visual. Tahap
Evaluate dilakukan melalui evaluasi formatif dan validasi oleh dua ahli materi serta
dua ahli media. Data dianalisis enggunakan persentase capaian. Hasil validasi ahli
materi memperoleh persentase sebesar 79,81% dengan kategori validitas tinggi,
sedangkan validasi ahli media memperoleh persentase sebesar 86,82% dengan
kategori validitas sangat tinggi. Dengan demikian, media dinyatakan valid untuk
mendukung pembelajaran Algoritma dan Pemrograman secara interaktif, bertahap,
dan terstruktur.

Kata kunci: algoritma dan pemrograman, media pembelajaran interaktif, model
tutorial, pembelajaran berbasis web, scratch.
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON
ALGORITHM AND PROGRAMMING MATERIALS FOR SEVENTH-GRADE
JUNIOR HIGH SCHOOL STUDENTS USING THE TUTORIAL MODEL
(By: Rizky Amelia Putri; Supervisors: Muhammad Hifdzi Adini, Rizky Pamuji;
2026, 100 pages)

ABSTRACT

This study aimed to develop web-based interactive learning media for Algorithm
and Programming using the tutorial model and to determine the validity of the
developed media. The study employed the Research and Development (R&D)
method using the DDD-E model, which consists of Decide, Design, Develop, and
Evaluate. The developed media implemented the tutorial model syntax, including
introduction, information presentation, questions and responses, response
assessment, feedback provision, repetition, lesson sequencing, and closing. The
Decide stage involved determining the objectives, materials, user characteristics,
interactivity, and technological requirements. The Design stage included designing
the content, system flow, database, and interface. The Develop stage transformed
the design into web-based media containing learning materials, interactive
exercises, quizzes, feedback, learning progress, a material-locking system, and
Scratch as a visual programming practice tool. The Evaluate stage was conducted
through formative evaluation and validation by two material experts and two media
experts. The data were analyzed using achievement percentages. The material
expert validation obtained 79.81%, which was categorized as high validity, while
the media expert validation obtained 86.82%, which was categorized as very high
validity. Therefore, the media was declared valid for supporting interactive,
gradual, and structured learning of Algorithm and Programming.

Keywords: algorithm and programming, interactive learning media, tutorial model,
scratch, web-based learning.
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