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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS
WEB PADA MATERI PEMROGRAMAN BERORIENTASI OBJEK C++
DENGAN METODE DRILL AND PRACTICE (Oleh: Fatimah Azzahra Maulida,
Pembimbing: Nuruddin Wiranda, Muhammad Hifdzi Adini, 2025; 89 halaman)

ABSTRAK

Pembelajaran Pemrograman Berorientasi Objek (PBO) C++ menuntut peserta didik
memiliki kemampuan pemecahan masalah serta pemahaman konsep yang
mendalam. Namun dalam praktik pembelajaran, mata pelajaran PBO masih sering
disampaikan menggunakan metode yang kurang menerapkan latihan berulang,
sehingga peserta didik mengalami kesulitan dalam memahami konsep PBO secara
optimal. Untuk mengatasi hal tersebut, diperlukan media pembelajaran interaktif
berbasis web untuk materi PBO C++ sebagai alternatif media pembelajaran.
Penelitian ini bertujuan untuk mengembangkan media pembelajaran interaktif
berbasis web pada materi PBO C++ dengan metode drill and practice, serta
mengetahui tingkat validitas media yang dikembangkan. Penelitian menggunakan
metode Research and Development (R&D) dengan model ADDIE yang dibatasi
pada empat tahapan yaitu Analysis, Design, Development, dan Evaluation. Produk
yang dihasilkan berupa media pembelajaran yang menyajikan materi secara
bertahap, dilengkapi latihan interaktif, kuis, evaluasi, dan fitur eksekusi kode
melalui editor daring. Hasil validasi menunjukkan skor ahli materi sebesar 83,75%
(kategori sangat tinggi) dan ahli media sebesar 72,31% (kategori tinggi), sehingga
media dinyatakan valid digunakan sebagai pendukung pembelajaran PBO C++.

Kata kunci: ADDIE, Media Pembelajaran Interaktif, Metode Drill and Practice,
Pemrograman Berorientasi Objek C++, Penelitian dan Pengembangan



DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON
OBJECT-ORIENTED PROGRAMMING C++ MATERIAL USING THE DRILL
AND PRACTICE METHOD (By: Fatimah Azzahra Maulida, Supervisors:
Nuruddin Wiranda, Muhammad Hifdzi Adini, 2025; 89 page)

ABSTRACT

Learning Object-Oriented Programming (OOP) in C++ requires students to possess
strong problem-solving skills and a deep conceptual understanding. However, in
actual instructional practice, OOP is still often taught using methods that do not
adequately incorporate repetitive practice, resulting in students experiencing
difficulties in optimally understanding OOP concepts. To address this issue, web-
based interactive learning media for C++ OOP is needed as an alternative learning
media. This study aims to develop a web-based interactive learning medium for
C++ OOP materials using the drill and practice method, and determine the validity
level of the developed medium. The research employs the Research and
Development (R&D) method with the ADDIE development model, which is limited
to four stages, namely Analysis, Design, Development, and Evaluation. The final
product is a web-based learning medium that presents materials progressively and
is equipped with interactive exercises, quizzes, evaluations, and an online code
editor for direct execution. The validation results show a material expert score of
83.75% (very high category) and a media expert score of 72.31% (high category),
indicating that the developed learning medium is valid for use as a supporting tool
in learning C++ OOP.

Keywords: ADDIE, drill and practice metode, object-oriented programming C++,
research and development, web-based interactive learning media.
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