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ABSTRACT 

Interactive learning media is a learning technique that is applied with a two-way 

communication system. In the interactive learning method, the teacher when 

presenting teaching materials, the teacher becomes the main actor in forming 

educative interactive situations. In this study, the authors continue the research 

conducted previously, in developing interactive learning media. In previous studies, 

the development of interactive learning media has been carried out.The purpose 

of this research is to develop interactive learning media on computer introduction 

materials using the ADDIE model. The development model used is the ADDIE model 

(analyze, design, development, implement, evaluate). Research is development 

research. The subjects in this study were students of class X TKJ at SMKN5 

Samarinda by calculating eligibility using a Likert scale. 
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