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PENGEMBANGAN MEDIA PEMBELAJARAN BERBASIS WEB DENGAN
VISUALISASI 3D MENGGUNAKAN PENDEKATAN SAINTIFIK UNTUK
PEMBELAJARAN STRUKTUR, FUNGSI, DAN PERKEMBANGAN
JARINGAN MUDA TUMBUHAN (Oleh: Cindy Junia Putri; Pembimbing:
Nuruddin Wiranda, Thdalhubbi Maulida; 80 halaman)

ABSTRAK

Materi struktur, fungsi, dan perkembangan jaringan muda tumbuhan bersifat
abstrak dan mikroskopis sehingga siswa memerlukan media pembelajaran yang
mampu menyajikan konsep tersebut secara jelas, dan interaktif. Penelitian ini
bertujuan untuk mengembangkan media pembelajaran berbasis web dengan
visualisasi 3D menggunakan pendekatan saintifik pada materi struktur, fungsi, dan
perkembangan jaringan muda tumbuhan untuk siswa kelas VIII serta mengetahui
tingkat validitas media yang dikembangkan. Penelitian ini menggunakan metode
Research and Development (R&D) dengan model ADDIE yang dibatasi pada tahap
analisis, desain, pengembangan, dan evaluasi. Data penelitian dikumpulkan melalui
angket validasi yang diberikan kepada dua ahli materi dan dua ahli media. Produk
yang dikembangkan memuat materi pembelajaran, visualisasi 3D, aktivitas
saintifik, kuis, evaluasi, ruang diskusi, pemantauan progres belajar, dashboard
siswa, dan halaman guru. Pendekatan saintifik diterapkan melalui kegiatan
mengamati, menanya, mencoba, menalar, dan mengomunikasikan. Hasil validasi
ahli materi memperoleh persentase sebesar 78,7% dengan kriteria tinggi, sedangkan
hasil validasi ahli media memperoleh persentase sebesar 78,2% dengan kriteria
tinggi. Berdasarkan hasil tersebut, media pembelajaran berbasis web dengan
visualisasi 3D yang dikembangkan dinyatakan valid dan dapat digunakan sebagai
alternatif media pembelajaran IPA pada materi struktur, fungsi, dan perkembangan
jaringan muda tumbuhan.

Kata kunci: IPA, jaringan muda tumbuhan, media pembelajaran interaktif, SMP,
visualisasi 3D



DEVELOPMENT OF WEB-BASED LEARNING MEDIA WITH 3D
VISUALIZATION USING A SCIENTIFIC APPROACH FOR LEARNING THE
STRUCTURE, FUNCTION, AND DEVELOPMENT OF YOUNG PLANT
TISSUES (By: Cindy Junia Putri; Supervisors: Nuruddin Wiranda, Thdalhubbi
Maulida; 80 pages)

ABSTRACT

The material concerning the structure, function, and development of young plant
tissues was abstract and microscopic; therefore, students required learning media
that could present these concepts clearly and interactively. This study aimed to
develop web-based learning media with 3D visualization using a scientific
approach for eighth-grade students and to determine the validity level of the
developed media. This study employed the Research and Development (R&D)
method using the ADDIE model, which was limited to the analyze, design, develop,
and evaluate stages. The research data were collected through validation
questionnaires administered to two material experts and two media experts. The
developed product included learning materials, 3D visualizations, scientific
activities, quizzes, evaluations, a discussion forum, learning progress monitoring, a
student dashboard, and teacher pages. The scientific approach was implemented
through observing, questioning, experimenting, reasoning, and communicating
activities. The material expert validation yielded a percentage of 78.7%, which was
categorized as high, while the media expert validation yielded a percentage of
78.2%, which was also categorized as high. Based on these results, the developed
web-based learning media with 3D visualization was declared valid and could be
used as an alternative science learning medium for the material concerning the
structure, function, and development of young plant tissues.

Keywords: 3D visualization, interactive learning media, junior high school,
science, young plant tissues.
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