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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS WEB 

PADA GELOMBANG BUNYI DAN CAHAYA MENGGUNAKAN MODEL 

TUTORIAL (Oleh: Fauzia ‘Uddin; Pembimbing: Andi Ichsan Mahardika; Novan 

Alkaf Bahraini Saputra; 101 halaman) 

ABSTRAK 
Peserta didik masih mengalami kesulitan dalam memahami konsep gelombang, bunyi, 

dan cahaya karena sebagian besar materi bersifat abstrak dan sulit diamati secara 

langsung. Oleh karena itu, diperlukan media pembelajaran yang mampu 

memvisualisasikan fenomena fisika sekaligus membimbing peserta didik mempelajari 

materi secara sistematis. Penelitian ini bertujuan mengembangkan media pembelajaran 

interaktif berbasis web pada materi gelombang, bunyi, dan cahaya menggunakan model 

tutorial serta menguji validitas media yang dikembangkan. Metode penelitian 

menggunakan Research and Development (R&D) dengan model pengembangan 

ADDIE yang dilaksanakan tanpa tahap Implementation. Data penelitian dikumpulkan 

melalui angket validasi oleh dua ahli materi dan dua ahli media. Produk yang 

dikembangkan memuat materi gelombang, bunyi, dan cahaya, simulasi interaktif, 

video pembelajaran, kuis, serta evaluasi yang terintegrasi dalam media berbasis web. 

Model tutorial diterapkan melalui tahapan pengenalan, penyajian informasi, pemberian 

pertanyaan, respons peserta didik, pemberian umpan balik, penilaian respons, 

pengulangan, dan penutup. Hasil validasi ahli materi memperoleh persentase sebesar 

90,91% dengan kriteria sangat tinggi, sedangkan validasi ahli media memperoleh 

persentase sebesar 73,71% dengan kriteria tinggi, sehingga media yang dikembangkan 

dinyatakan valid. Implikasi penelitian ini adalah tersedianya alternatif media 

pembelajaran interaktif berbasis web yang dapat membantu memvisualisasikan 

konsep-konsep fisika dan mendukung pembelajaran secara bertahap melalui model 

tutorial. Penelitian ini terbatas pada pengujian validitas media, sehingga penelitian 

selanjutnya disarankan menguji kepraktisan dan efektivitas media terhadap hasil 

belajar peserta didik. 

Kata kunci:  ADDIE, gelombang, bunyi dan cahaya, media pembelajaran berbasis 

web, model tutorial.  
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DEVELOPMENT OF INTERACTIVE WEB-BASED LEARNING MEDIA ON 

WAVES, SOUND, AND LIGHT USING THE TUTORIAL MODEL (By: Fauzia 

'Uddin; Supervisors: Andi Ichsan Mahardika; Novan Alkaf Bahraini Saputra; 101 

pages) 

ABSTRACT  

Students still experience difficulties in understanding the concepts of waves, sound, 

and light because most of the material is abstract and cannot be directly observed. 

Therefore, learning media capable of visualizing physical phenomena while guiding 

students through systematic learning are needed. This study aimed to develop an 

interactive web-based learning media on the topics of waves, sound, and light using the 

tutorial model and to examine the validity of the developed media. The study employed 

the Research and Development (R&D) method using the ADDIE Development model 

without conducting the Implementation stage. Data were collected through validation 

questionnaires completed by two subject matter experts and two media experts. The 

developed product includes learning materials on waves, sound, and light, interactive 

simulations, learning videos, quizzes, and evaluations integrated into a web-based 

learning environment. The tutorial model was implemented through the stages of 

introduction, information presentation, questioning, learner response, feedback, 

response assessment, repetition, and closing. The validation results showed that the 

material experts gave a score of 90.91%, categorized as very high, while the media 

experts gave a score of 73.71%, categorized as high, indicating that the developed 

media is valid. The implication of this study is the availability of an alternative 

interactive web-based learning media that can help visualize physics concepts and 

support step-by-step learning through the tutorial model. This study was limited to 

validity testing; therefore, future studies are recommended to examine the practicality 

and effectiveness of the developed media in improving students' learning outcomes. 

Keywords:   ADDIE, interactive web-based learning media, tutorial model, waves, 

sound and light.  
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