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INTISARI

Penelitian ini bertujuan mengembangkan media pembelajaran interaktif
berbasis web untuk mendukung pembelajaran tata surya di SDN Tegalkamulyan
03. Media ini dirancang agar pembelajaran lebih menarik, interaktif, dan mudah
dipahami oleh siswa kelas 6. Penggunaan teknologi web memberikan kemudahan
akses bagi siswa dan guru dalam proses belajar, baik di kelas maupun di luar
kelas.

Pengembangan media dilakukan menggunakan model R&D dengan langkah
ADDIE (Analysis, Design, Development, Implementation, dan Evaluation).
Analisis kebutuhan dilakukan untuk mengidentifikasi kendala pembelajaran.
Selanjutnya, media dirancang dengan elemen multimedia, dikembangkan menjadi
prototipe, diimplementasikan, dan dievaluasi melalui uji coba serta kuesioner
untuk mengukur efektivitasnya. Media ini bertujuan mengatasi keterbatasan media
pembelajaran konvensional yang sering membuat materi tata surya terasa abstrak.

Hasil penelitian menunjukkan bahwa media ini mampu meningkatkan
minat dan pemahaman siswa terhadap konsep tata surya, ditunjukkan melalui
partisipasi aktif dan peningkatan nilai siswa. Guru juga merasakan manfaat dalam
menyampaikan materi secara lebih efektif dan efisien. Uji kelayakan menunjukkan
media ini sangat layak diterapkan dan berkontribusi  signifikan terhadap
peningkatan kualitas pembelajaran di SDN Tegalkamulyan 03.

Kata kunci : Media Pembelajaran Interaktif, Web, Tata Surya, Sekolah Dasar,
Teknologi
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ABSTRACT

This study aims to develop an interactive web-based learning media to
support the teaching of the solar system at SDN Tegalkamulyan 03. This media is
designed to make learning more engaging, interactive, and easier to understand
for 6th-grade students. The use of web technology provides convenient access for
both students and teachers in the learning process, whether in the classroom or
outside.

The development of the media was conducted using the R&D model with
the ADDIE steps (Analysis, Design, Development, Implementation, and
Evaluation). Needs analysis was carried out to identify learning challenges.
Subsequently, the media was designed with multimedia elements, developed into a
prototype, implemented, and evaluated through trials and questionnaires to
measure its effectiveness. The media aims to overcome the limitations of
conventional learning tools, which often make the solar system topic feel abstract.

The study results indicate that this media effectively enhances students'
interest and understanding of the solar system concept, as evidenced by active
participation and improved student scores. Teachers also benefited from
delivering material more effectively and efficiently. The feasibility test shows that
this 'media is highly suitable for implementation and significantly contributes to
improving the quality of learning at SDN Tegalkamulyan 03.

Keywords: Interactive Learning Media, Web-Based, Solar System, Elementary
School, Technology
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