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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS WEB 

PADA MATA PELAJARAN INFORMATIKA MATERI JARINGAN KOMPUTER 

DAN INTERNET KELAS XI (Oleh Muhammad Fahmi Ridhani;Pembimbing Harja 

Santanapurba, Hifdzi Adini,2025; 80 Halaman) 

ABSTRAK 

Proses pembelajaran Informatika di Sekolah Menengah Atas pada umumnya masih 

didominasi oleh penyampaian materi secara satu arah dan penggunaan media presentasi 

konvensional, seperti Microsoft PowerPoint. Kondisi ini menyebabkan siswa kurang aktif, 

kurang termotivasi, dan memiliki keterbatasan dalam mengeksplorasi materi secara 

mandiri. Salah satu materi yang memerlukan pendekatan pembelajaran lebih interaktif 

adalah Jaringan Komputer dan Internet, karena bersifat konseptual dan memerlukan 

visualisasi. Penelitian ini bertujuan untuk mengembangkan media pembelajaran interaktif 

berbasis web pada mata pelajaran Informatika kelas XI SMA, khususnya pada materi 

Jaringan Komputer dan Internet. Pengembangan media dilakukan dengan metode Research 

and Development (R&D) menggunakan model ADDIE yang dibatasi hingga tapap 

evaluasi, yang meliputi tahapan analisis, desain, pengembangan, dan evaluasi. Media 

pembelajaran dikembangkan dengan memanfaatkan teknologi HTML, CSS, JavaScript, 

Laravel, Visual Studio Code, dan Canva. Hasil validasi oleh ahli materi memperoleh 

persentase capaian sebesar 70,8%, sedangkan hasil validasi oleh ahli media memperoleh 

59,2%, keduanya termasuk kategori tinggi. Berdasarkan hasil tersebut, media pembelajaran 

interaktif yang dikembangkan dinyatakan valid dan dapat digunakan sebagai media 

pendukung dalam proses pembelajaran materi Jaringan Komputer dan Internet. 

Kata kunci: ADDIE, Jaringan Komputer, Media Pembelajaran Interaktif, Research and 

Development.  
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA FOR 

INFORMATICS SUBJECT ON COMPUTER NETWORKS AND INTERNET MATERIAL 

FOR CLASS XI (By Muhammad Fahmi Ridhani; Advisors;Harja Santanapurba, Hifdzi 

Adini, 2025;80 Pages) 

ABSTRACT 

The Informatics learning process in Senior High Schools is generally still dominated by 

one-way delivery methods and the use of conventional presentation media, such as 

Microsoft PowerPoint. This condition causes students to be less active, less motivated, and 

limited in exploring the material independently. One of the subjects that requires a more 

interactive learning approach is Computer Networks and the Internet, as it is conceptual 

in nature and requires visualization to facilitate understanding. This research aims to 

develop interactive web-based learning media for the Informatics subject in Grade XI 

Senior High School, specifically for Computer Networks and the Internet material. The 

media was developed using the Research and Development (R&D) method by applying the 

ADDIE model, which was limited to the stages of analysis, design, development, and 

evaluation.. The learning media was built using HTML, CSS, JavaScript, Laravel, Visual 

Studio Code, and Canva technologies. Validation results from subject matter experts 

obtained an achievement percentage of 70.8%, while media experts obtained 59.2%, both 

of which fall into the high category. Based on these results, the developed interactive 

learning media is declared valid and can be used as a supporting tool in the learning 

process of Computer Networks and the Internet material.  

 

Keywords: ADDIE, Computer Network, Interactive Learning Media,, Research and 

Development. 
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