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ABSTRAK 

 

Kampus merdeka merupakan bagian dari program kebijakan pemerintah merdeka 

belajar oleh Kementerian Pendidikan, Kebudayaan, Riset, dan Teknologi Republik 

Indonesia. Pada setiap kegiatan merdeka belajar terdapat laporan magang dan studi 

independen bersertifikat yang merupakan sebuah draft yang terdiri dari rancangan 

kegiatan, proses, dan hasil akhir dari project yang telah dikerjakan. Magang 

bersertifikat ini berlangsung di Sekretariat Jenderal Dewan Perwakilan Rakyat 

Republik Indonesia. Program magang ini di beri nama Magang di Rumah Rakyat 

DPR RI dengan aktivitas Parliamentary Internship Program (Pattern Pro) yang akan 

dilaksanakan selama 21 (dua puluh satu) pekan setara dengan 900 (sembilan ratus) 

jam pelajaran yang dimulai pada 01 Agustus sampai dengan 23 Desember 2022 

akan mendapatkan hard skills dan soft skills berupa Kompetensi Umum dan 

Kompetensi Khusus. Setjen DPR RI mempunyai tugas mendukung kelancaran 

pelaksanaan wewenang dan tugas DPR RI di bidang administrasi, persidangan dan 

keahlian. Selama kegiatan magang, para internship dibagi menjadi empat divisi 

yaitu Learning Management System (LMS), Website, Media Pembelajaran dan 

Sosial Media. Masing -masing divisi bekerjasama untuk merealisasikan aplikasi 

pengembangan media pembelajaran sesuai target yang telah ditentukan.  

Kata Kunci: Learning Management System (LMS), Website, Media Pembelajaran 

dan Sosial Media 
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ABSTRACT 

 

The independent campus is part of the independent learning government policy 

program by the Ministry of Education, Culture, Research and Technology of the 

Republic of Indonesia. In each independent learning activity there is a certified 

internship and independent study report which is a draft consisting of the activity 

design, process, and final results of the project that has been done. This certified 

internship took place at the Secretariat General of the House of Representatives of 

the Republic of Indonesia. This internship program is named Internship at the 

House of the People of the DPR RI with the Parliamentary Internship Program 

(Pattern Pro) activity which will be carried out for 21 (twenty-one) weeks 

equivalent to 900 (nine hundred) hours of study starting on August 01 to December 

23, 2022 will get hard skills and soft skills in the form of General Competencies 

and Special Competencies. The Secretariat General of the DPR RI has the task of 

supporting the smooth implementation of the authority and duties of the DPR RI in 

the fields of administration, trial and expertise. During the internship, the interns 

are divided into four divisions, namely Learning Management System (LMS), 

Website, Learning Media and Social Media. Each division works together to realize 

learning media development applications according to predetermined targets.  

Keywords: Learning Management System (LMS), Website, Learning Media and 

Social Media


