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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS 

WEB MENGGUNAKAN MODEL TUTORIAL PADA MATERI DASAR-

DASAR KECERDASAN BUATAN DAN MACHINE LEARNING DENGAN 

GOOGLE TEACHABLE MACHINE (Oleh: Muhammad Azimi; Pembimbing: 

Harja Santana Purba, Novan Alkaf Bahraini Saputra; 2026; 127 halaman) 

ABSTRAK 

Perkembangan kecerdasan buatan (Artificial Intelligence /AI) dan machine 

learning mendorong perlunya media pembelajaran yang mampu 

memvisualisasikan konsep serta proses kerja AI secara interaktif untuk mendukung 

pembelajaran mandiri. Penelitian ini bertujuan mengembangkan media 

pembelajaran interaktif berbasis web menggunakan model tutorial pada materi 

dasar-dasar kecerdasan buatan dan machine learning dengan Google Teachable 

Machine serta mendeskripsikan tingkat kevalidan media yang dikembangkan. 

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

model pengembangan ADDIE yang dibatasi pada tahap Analyze, Design, 

Development, dan Evaluation. Media dikembangkan menggunakan HTML, CSS, 

JavaScript, Bootstrap, PHP, Laravel, MySQL, TensorFlow.js, WebRTC, MoveNet, 

dan Web Audio API. Media yang dihasilkan menyajikan materi pembelajaran, 

demonstrasi konsep AI dan machine learning, simulasi pelatihan model 

menggunakan Google Teachable Machine, latihan interaktif, serta evaluasi 

pembelajaran yang disusun sesuai tahapan model tutorial. Pengumpulan data 

dilakukan melalui validasi ahli materi dan ahli media yang masing-masing 

melibatkan dua validator. Hasil penelitian menunjukkan bahwa media 

pembelajaran berhasil dikembangkan sesuai tujuan penelitian. Hasil validasi ahli 

materi memperoleh persentase sebesar 76,1% dan ahli media sebesar 75,9%, yang 

keduanya berada pada kategori tinggi. Dengan demikian, media pembelajaran 

interaktif berbasis web yang dikembangkan dinyatakan valid digunakan sebagai 

media pembelajaran setelah dilakukan revisi sesuai masukan dari para validator. 

Kata kunci : google teachable machine, kecerdasan buatan, machine learning, 

media pembelajaran interaktif berbasis web, model tutorial. 
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA 

USING THE TUTORIAL MODEL FOR TEACHING BASIC ARTIFICIAL 

INTELLIGENCE AND MACHINE LEARNING USING GOOGLE 

TEACHABLE MACHINE (By: Muhammad Azimi; Supervisors: Harja Santana 

Purba, Novan Alkaf Bahraini Saputra; 2026; 127 pages) 

ABSTRACT 

The rapid advancement of Artificial Intelligence (AI) and machine learning has 

increased the need for learning media capable of visualizing AI concepts and 

processes interactively to support independent learning. This study aimed to 

develop web-based interactive learning media using the Tutorial Model for teaching 

basic Artificial Intelligence and machine learning with Google Teachable Machine 

and to describe the validity of the developed media. This study employed the 

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

model, limited to the Analyze, Design, Development, and Evaluation phases. The 

learning media was developed using HTML, CSS, JavaScript, Bootstrap, PHP, 

Laravel, MySQL, TensorFlow.js, WebRTC, MoveNet, and the Web Audio API. The 

resulting media provides learning materials, interactive demonstrations of Artificial 

Intelligence and machine learning concepts, machine learning model training 

simulations using Google Teachable Machine, interactive exercises, and learning 

assessments designed according to the Tutorial Model. Data were collected through 

expert validation involving two subject matter experts and two media experts. The 

results indicate that the learning media was successfully developed in accordance 

with the research objectives. The subject matter expert validation yielded a score of 

76.1%, while the media expert validation achieved 75.9%, both of which were 

categorized as high validity. Therefore, the developed web-based interactive 

learning media was considered valid for use as a learning medium after revisions 

were made based on the validators' recommendations. 

Keywords: artificial intelligence, Google Teachable Machine, interactive learning 

media, machine learning , tutorial model. 
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