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ABSTRAK 

Interaktivitas mahasiswa merupakan salah satu faktor penting dalam mendukung 

keberhasilan pembelajaran. Namun, pembelajaran pada mata kuliah Perencanaan 

Pengajaran Pendidikan Biologi (P3BIO) masih memerlukan media yang mampu 

memfasilitasi keterlibatan aktif mahasiswa. Oleh karena itu, dikembangkan media 

Google Sites berbasis Project Based Learning (PjBL) pada materi Model 

Pembelajaran Biologi. Penelitian ini menggunakan metode Research and 

Development (R&D) dengan model pengembangan ADDIE. Subjek penelitian 

terdiri atas validator ahli, dosen pengampu, dan 11 mahasiswa Program Studi 

Pendidikan Biologi Universitas Lambung Mangkurat. Instrumen penelitian 

meliputi lembar validasi, angket kepraktisan, tes hasil belajar, lembar observasi 

interaktivitas, serta penilaian afektif dan psikomotorik. Hasil penelitian 

menunjukkan bahwa media yang dikembangkan memenuhi kriteria sangat valid, 

sangat praktis, dan efektif dengan nilai N-Gain sebesar 0,67 (kategori sedang). 

Setelah direvisi, implementasi media menghasilkan nilai N-Gain sebesar 0,76 

(kategori tinggi), rata-rata interaktivitas mahasiswa sebesar 92,94, serta aspek 

afektif dan psikomotorik sebesar 94,32 dengan kategori sangat baik. Dengan 

demikian, media Google Sites berbasis PjBL layak digunakan untuk mendukung 

pembelajaran dan meningkatkan interaktivitas mahasiswa. 

Kata kunci: Google Sites, Project Based Learning (PjBL), interaktivitas mahasiswa, 

ADDIE 
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DEVELOPMENT OF PROJECT-BASED LEARNING (PjBL)-BASED GOOGLE 

SITES MEDIA FOR THE BIOLOGY EDUCATION TEACHING PLANNING 

COURSE ON BIOLOGY LEARNING MODELS TO ENHANCE STUDENT 

INTERACTIVITY 

(By: Rif’atul Mahmudah; Supervisor: Prof. Dr. H. Aminuddin Prahatama Putra, 

M.Pd.; 2026; 227 Pages) 

 

ABSTRACT 

Student interactivity is an important factor in achieving successful learning 

outcomes. However, the Biology Education Lesson Planning (P3BIO) course still 

requires instructional media that can facilitate active student engagement. 

Therefore, a Google Sites based Project Based Learning (PjBL) media was 

developed for the Biology Learning Models topic. This study employed the 

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

The research subjects consisted of expert validators, the course lecturer, and 11 

Biology Education students at Lambung Mangkurat University. The instruments 

included validation sheets, practicality questionnaires, learning achievement tests, 

student interactivity observation sheets, and affective and psychomotor 

assessments. The results showed that the developed media was highly valid, highly 

practical, and effective, with an N-Gain score of 0.67 (moderate category). After 

revision, the implementation stage produced an N-Gain score of 0.76 (high 

category), a student interactivity score of 92.94, and affective and psychomotor 

scores of 94.32, all categorized as very good. Therefore, the Google Sites-based 

PjBL media is suitable for supporting learning and improving student interactivity. 

Keywords: Google Sites, Project-Based Learning (PjBL), student interactivity, 

ADDIE. 
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