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ABSTRAK 

Media pembelajaran interaktif berbasis web dengan pendekatan discovery learning 

merupakan sarana pembelajaran digital yang dirancang untuk mendorong 

eksplorasi dan penemuan konsep secara mandiri oleh peserta didik. Penelitian ini 

bertujuan untuk mengembangkan media pembelajaran interaktif berbasis web pada 

materi Sistem Pertahanan Tubuh terhadap Penyakit untuk siswa kelas XI SMA 

menggunakan model discovery learning. Penelitian ini menggunakan pendekatan 

Research and Development (R&D) dengan model pengembangan ADDIE yang 

dibatasi pada tahap analisis, desain, pengembangan, dan evaluasi. Media 

dikembangkan menggunakan teknologi HTML, CSS, JavaScript, Bootstrap, PHP, 

Laravel, dan MySQL, serta didukung oleh alat bantu untuk desain seperti Figma, 
Lucidchart dan Canva. Media ini juga telah menerapkan enam tahapan model 

discovery learning dan dapat diakses melalui perangkat digital oleh guru dan siswa. 

Hasil validasi yang diperoleh dari asesmen ahli menunjukkan media pembelajaran 

yang dikembangkan mendapatkan persentase validitas materi sebesar 92,27% 

(sangat tinggi) dan persentase validitas media sebesar 78,75% (tinggi), dengan 

demikian media dinyatakan valid digunakan dengan beberapa revisi. 

 

Kata kunci: ADDIE, berbasis web, discovery learning, media pembelajaran 

interaktif, sistem pertahanan tubuh terhadap penyakit 
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DEVELOPMENT OF INTERACTIVE WEB-BASED LEARNING MEDIA ON THE 

MATERIAL OF THE BODY'S DEFENSE SYSTEM AGAINST DISEASE FOR 11TH 

GRADE HIGH SCHOOL STUDENTS USING THE DISCOVERY LEARNING 

MODEL (By: Tio Ezekiel; Supervisors: Andi Ichsan Mahardika, Rizky Pamuji; 

2025; 72 pages) 

ABSTRACT 

Interactive web-based learning media utilizing the discovery learning approach is 

a digital learning tool designed to encourage students' independent exploration and 

conceptual discovery. This research aimed to develop an interactive web-based 

learning medium for the topic of the Body's Defense System Against Disease for 

11th-grade high school students using the discovery learning model. The study 

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

development model, which was limited to the analysis, design, development, and 

evaluation stages. The media was developed using technologies including HTML, 

CSS, JavaScript, Bootstrap, PHP, Laravel, and MySQL, and was supported by 

design tools such as Figma, Lucidchart, and Canva. This medium also implemented 

the six stages of the discovery learning model and can be accessed via digital 

devices by both teachers and students. The validation results obtained from expert 

assessment showed that the developed learning medium achieved a material 

validity percentage of 92.27% (very high) and a media validity percentage of 

78.75% (high). Thus, the media was declared valid for use with some revisions. 

 

Keywords: ADDIE, web-based, discovery learning, interactive learning media, 

body's defense system against diseases  
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