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ABSTRAK 

Pembelajaran Pemrograman Berorientasi Objek (PBO) di SMK menuntut adanya 

materi dan media pembelajaran yang tidak hanya efektif dan kontekstual, tetapi 

juga terjamin validitasnya agar mampu membantu peserta didik memahami konsep 

secara konkret serta mengaplikasikannya melalui praktik pemrograman. Namun, 

proses pembelajaran sering kali terbatas oleh kebutuhan perangkat lunak 

pendukung dan keterbatasan akses belajar di luar laboratorium komputer. Oleh 

karena itu, diperlukan media pembelajaran berbasis web yang fleksibel, sehingga 

peserta didik dapat belajar dan berlatih pemrograman kapan pun dan di mana pun 

tanpa harus melakukan instalasi perangkat tambahan. Penelitian ini bertujuan untuk 

(1) mengembangkan media pembelajaran interaktif berbasis website pada materi 

Pemrograman Berorientasi Objek Java dengan metode tutorial untuk kelas XI 

SMK/MAK, dan (2) mengetahui tingkat validitas media yang dikembangkan. 

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

model pengembangan ADDIE yang dibatasi pada empat tahap, yaitu Analysis, 

Design, Development, dan Evaluation. Produk yang dihasilkan bernama J-OOP 

Learning, yaitu media pembelajaran interaktif berbasis web yang memfasilitasi 

pembelajaran PBO secara mandiri dan terstruktur. Hasil validasi menunjukkan 

bahwa J-OOP Learning memperoleh nilai validasi ahli materi sebesar 82,29% dan 

ahli media sebesar 81,74%, keduanya termasuk kategori sangat tinggi. Dengan 

demikian, media ini dinyatakan valid dan layak digunakan sebagai media 

pembelajaran PBO di SMK. 

 

Kata kunci: ADDIE, media pembelajaran interaktif berbasis web, metode tutorial, 

pemrograman berorientasi objek java, penelitian dan pengembangan. 
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ABSTRACT 

Learning Object-Oriented Programming (OOP) in vocational high schools requires 

material and learning media that are not only efective and contextual but also 

proven valid to effectively help students understand concepts concretely and apply 

them through programming practice. However, the learning process is often limited 

by the need for supporting software and restricted access outside the computer 

laboratory. Therefore, a web-based learning medium that offers flexibility is 

needed, allowing students to learn and practice programming anytime and 

anywhere without requiring additional software installation. This study aims to (1) 

develop an interactive web-based learning medium on the topic of Java Object-

Oriented Programming using a tutorial method for Grade XI vocational students, 

and (2) determine the validity level of the developed learning medium. The research 

employed the Research and Development (R&D) method with the ADDIE 

development model, limited to four stages: Analysis, Design, Development, and 

Evaluation. The resulting product, named J-OOP Learning, was an interactive 

web-based learning medium designed to facilitate independent and structured 

learning of OOP. The validation results showed that J-OOP Learning obtained a 

material expert validation score of 82.29% and a media expert score of 81.74%, 

both categorised as very high. Thus, the developed medium is declared valid and 

feasible for use in OOP learning at vocational schools. 

 

Keywords: ADDIE, interactive web-based learning media, Java object-oriented 

programming, tutorial method, research and development.  
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