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ABSTRAK 
 
Pengembangan ini bertujuan menghasilkan video interaktif untuk mata 
pelajaran informatika khususnya pada materi jaringan lokal dan internet 
pada kelas X di SMK Teladan Kertasemaya Indramayu. Mengacu pada 
model Hannafin dan Peck, pengembangan ini melalui tiga tahap utama: 
penilaian kebutuhan, desain, serta pengembangan dan implementasi. 
Video interaktif telah melalui tahap evaluasi formatif oleh ahli materi dan 
media. Berdasarkan data kualitatif dari para ahli dapat disimpulkan bahwa 
video ini layak digunakan sebagai media pembelajaran, yang ditinjau dari 
aspek tampilan dan suara, isi dan materi, kemanfaatan, keterlibatan siswa, 
serta elemen interaktif. Uji coba one to one menunjukkan mayoritas respon 
positif, menyatakan kesesuaian video dengan berbagai aspek dalam 
instrumen evaluasi formatif. Pada uji coba small group, video interaktif 
mendapatkan nilai rata-rata 3,27 (sangat baik). Berdasarkan hasil evaluasi 
formatif, video interaktif informatika pada materi jaringan lokal dan internet 
dinilai layak dan baik sebagai sumber belajar. 
 
 
Kata Kunci : Informatika, Jaringan Lokal dan Internet, Model Hannafin 
dan Peck, Pengembangan, SMK, Video Interaktif 
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ABSTRACT 

This development aims to produce interactive videos for informatics 
subjects, specifically on local network and internet materials for grade X at 
Vocational High School Teladan Kertasemaya Indramayu. Referring to the 
Hannafin and Peck model, this development goes through three main 
stages: needs assessment, design, and development and implementation. 
The interactive video has undergone formative evaluation by subject matter 
and media experts. Based on qualitative data from these experts, it can be 
concluded that the video is suitable for use as a learning medium, viewed 
from aspects of appearance and sound, content and material, usefulness, 
student engagement, and interactive elements. One-to-one trials showed a 
majority of positive responses, indicating the video's suitability with various 
aspects in the formative evaluation instrument. In the small group trial, the 
interactive video received an average score of 3.27 (very good). Based on 
the formative evaluation results, the interactive informatics video on local 
network and internet materials is deemed appropriate and good as a 
learning resource. 
 
 
Keywords : Development, Hannafin and Peck Model, Interactive Video, 
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