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Abstract

This research aimed to develop a valid, practical, and effective website-based learning media to support
Information and Communication Technology extracurricular activities at SMP Muhammadiyah Tanjung
Selor. The study employed Research and Development methodology using the ADDIE model (Analyze,
Design, Development, Implementation, Evaluation) with a purposive sampling technique involving 25
students participating in ICT extracurricular activities. Data collection was conducted through
questionnaires, observations, interviews, and literature studies, while data analysis utilized descriptive
qualitative and statistical descriptive techniques. The research results demonstrated that the developed
website-based learning media achieved a material expert validation score of 77% (Good category) and a
media expert validation score of 80% (Very Good category), indicating valid criteria. Student responses
during implementation showed positive feedback with average percentages of 92.7% for the first meeting,
81.6% for the second meeting, and 85.3% for the third meeting, all categorized as Very Good. Teacher
responses reached 90% (Very Good category), confirming the media's practicality. Effectiveness was
proven through significant improvement in pre-test and post-test results, showing enhanced student
understanding of ICT concepts, hardware-software identification, word processing applications, and
digital design using Canva.

Keywords: Website-Based Learning Media Ict Extracurricular; Addie Model; Digital Learning
Innovation.
Abstrak

Penelitian ini bertujuan mengembangkan media pembelajaran berbasis website yang valid, praktis, dan
efektif untuk mendukung kegiatan ekstrakurikuler Teknologi Informasi dan Komunikasi di SMP
Muhammadiyah Tanjung Selor. Penelitian menggunakan metode Research and Development dengan
model ADDIE (Analyze, Design, Development, Implementation, Evaluation) dan teknik purposive
sampling melibatkan 25 siswa peserta ekstrakurikuler TIK. Pengumpulan data dilakukan melalui angket,
observasi, wawancara, dan studi literatur, sedangkan analisis data menggunakan teknik deskriptif
kualitatif dan statistik deskriptif. Hasil penelitian menunjukkan bahwa media pembelajaran berbasis
website yang dikembangkan memperoleh skor validasi ahli materi sebesar 77% (kategori Baik) dan skor
validasi ahli media sebesar 80% (kategori Sangat Baik), menunjukkan kriteria valid. Respon siswa pada
saat implementasi menunjukkan tanggapan positif dengan rerata persentase sebesar 92,7% pada
pertemuan pertama, 81,6% pada pertemuan kedua, dan 85,3% pada pertemuan ketiga yang semuanya
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berkategori Sangat Baik. Tanggapan guru mencapai 90% (kategori Sangat Baik), mengkonfirmasi
kepraktisan media. Keefektifan terbukti melalui peningkatan signifikan hasil pre-test dan post-test yang
menunjukkan peningkatan pemahaman siswa terhadap konsep TIK, identifikasi perangkat keras-lunak,
aplikasi pengolah kata, dan desain digital menggunakan Canva.

Kata Kunci: Media Pembelajaran Berbasis Situs Web, TIK Ekstrakurikuler; Model Addie; Inovasi
Pembelajaran Digital.
Introduction

Digital transformation in the world of education has presented a new paradigm in the
implementation of learning, especially in extracurricular activities that aim to develop the
potential of students holistically. Extracurricular activities as an integral part of the national
education system have a strategic role in realizing the educational goals as mandated in Law
Number 20 of 2003 Article 3 concerning the National Education System, namely developing the
potential of students to become human beings who believe in and fear God Almighty, have noble
character, are healthy, knowledgeable, capable, creative, independent, and become democratic
and responsible citizens. In this context, extracurricular activities function as a forum for
developing the potential of students through complementary intracurricular, co-curricular, and
extracurricular activities. Regulation of the Minister of Education and Culture of the Republic of
Indonesia Number 62 of 2014 concerning Extracurricular Activities in Primary and Secondary
Education emphasizes that extracurricular activities have a vital function in discovering and
developing the potential of students, providing significant social benefits in developing
communication and cooperation skills, and facilitating the development of diverse talents,
interests, and creativity of students. This shows that extracurricular activities are not just
supplementary activities, but rather essential components in the formation of character and
overall competence of students.

Recent research shows that participation in extracurricular activities has a significant
positive impact on the holistic development of students. (Yahya & Amirzan, 2020) emphasizes
that extracurricular activities are an important instrument for achieving educational goals, where
extracurricular activities function not only as a means of entertainment, but as structured
activities carried out outside of regular school hours with the aim of expanding students'
knowledge, introducing various learning activities, channeling talents and interests, and
complementing efforts to develop character as a whole. Furthermore, (Shilviana & Hamami,
2020) explain that learning in extracurricular activities is a learning process that occurs outside
the main school curriculum, which not only focuses on the development of specific skills, but
also on the personal, social, and emotional growth of students through diverse experiences
outside the classroom, with guidance from the school to meet the needs of skill development in
the cognitive, affective, and psychomotor domains.

In the era of the Industrial Revolution 4.0, developments in information and
communication technology have fundamentally transformed the educational landscape. The
integration of digital technology into the learning process has become an urgent need to prepare
students for increasingly complex future challenges. This impacts not only formal classroom
learning but also expands opportunities and enriches experiences in various extracurricular
activities, particularly in the field of Information and Communication Technology. The use of
learning media in this context is crucial to supporting the effectiveness and efficiency of
achieving extracurricular learning objectives.

Learning media is defined as anything that can be used to convey messages, stimulate
the thoughts, feelings, attention, and will of students so that it can encourage a meaningful
learning process (Novitasari, Adrian, & Kurnia, 2021). The use of various types of learning
media aims to improve learning experiences to be more concrete, so that learning outcomes
become more meaningful for students (Saputra & Febriyanto, 2020). In the context of
extracurricular learning in Information and Communication Technology, website-based learning
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media offers a comprehensive solution to meet the needs for accessibility, flexibility,
interactivity, and learning efficiency. Empirical research on the effectiveness of website-based
learning media shows very positive results. Meduri, Firdaus, & Fitriawan (2022), in their
research revealed that the use of interactive website media plays a significant role in increasing
student motivation and interest in the learning process, with an increase in learning motivation of
3.5 percent due to the interactive nature of website learning media that can be used
independently by students. Meanwhile, Amin et al. (2022) explained that website learning media
can be developed with an attractive appearance, contain audiovisual content, and facilitate
students to interact with various learning content, including materials, quizzes, and practice
questions, so that learning becomes more effective and interactive.

Rijal & Jaya (2020) define website-based learning as various types of information on
several computer servers interconnected in an internet network, while Karyati (2023) emphasizes
that learning websites can increase student learning motivation because they can contain many
features that can be utilized by students. The advantages of website-based learning media include
easy-to-understand design and navigation displays, diverse interactive content, ease of access,
and the ability to integrate various types of learning media in one integrated platform. Initial
observations at Muhammadiyah Tanjung Selor Middle School indicate that this school has
organized an extracurricular program in Information and Communication Technology with a
frequency of two meetings per week. This program aims to equip students with relevant
technological skills through learning graphic design and multimedia using software such as
Adobe Photoshop and Canva, learning about computer hardware, and developing general digital
skills, including digital literacy, productive use of the internet, the application of technology in
everyday life, and ethics in using technology.

However, there is a gap between the potential of Information and Communication
Technology (ICT) extracurricular programs and the implementation of learning media that
optimally support the achievement of learning objectives. Comprehensive learning requires the
support of learning media that can accommodate the needs for accessibility, flexibility,
interactivity, and efficiency. Conventional learning media that have been used so far have not
been able to meet the complex and diverse learning needs in accordance with the characteristics
of ICT materials that require visual demonstrations, simulations, and direct practice. This gap
includes limited access to learning materials outside of extracurricular hours, minimal
interactivity in material delivery, limited media variety that can accommodate various student
learning styles, and the suboptimal use of technology to support ICT extracurricular learning.
This condition has the potential to hinder the achievement of established extracurricular learning
objectives and is not in line with the latest developments in educational technology.

To address this gap, this research aims to develop website-based learning media that can
support the delivery of material and improve students' skills in Information and Communication
Technology extracurricular activities. The development of website-based learning media is
expected to address the need for accessible, flexible, interactive, and efficient learning media,
thereby making the learning process more engaging and meaningful for students. The
contribution of this research is for the development of educational science includes the
development of a website-based learning media model specifically for Information and
Communication Technology extracurricular activities, providing alternative solutions to increase
the effectiveness of extracurricular learning through the use of technology, and providing an
empirical basis for the implementation of digital learning media in the context of formal
education at the junior high school level.

Based on the background and gaps that have been described, this study formulates the
main problem, namely, how to develop valid, practical, and effective website-based learning
media to support Information and Communication Technology extracurricular activities at
Muhammadiyah Tanjung Selor Junior High School. Specifically, this study aims to analyze the

pAs
EJT (Educational Technology Journal) | Volume 5 | Issue 2 | 2025 |26-37



Sahid Setiawan et al.,
Development of Website-Based Learning Media in Information and Communication Technology Extracurricular Activities at
Muhammadiyah Tanjung Selor Middle School

description and level of need for website-based learning media development, design
website-based learning media that are in accordance with the characteristics of Information and
Communication Technology extracurricular learning, and measure the level of wvalidity,
practicality, and effectiveness of the developed learning media. Theoretically, the benefits of this
research are expected to enrich the treasury of knowledge in the field of educational technology,
especially the development of digital learning media for extracurricular activities. Practically,
this research is expected to help students recognize and utilize Information and Communication
Technology optimally, increase learning motivation, assist educators in using more interesting
and interactive learning media, and become a recommendation material for improving the quality
of learning and education in schools.

Research Methodology

This research is classified as a type of development research or Research and
Development that adapts the ADDIE model developed by Lee, W.W., and Owens, D.L. (Rusdi,
2020). Seels & Richey (Nusa, 2020) define development research as "Developmental research,
as opposed to simple instructional development, has been defined as the systematic study of
designing, developing, and evaluating instructional programs, processes, and products that must
meet the criteria of internal consistency and effectiveness". Based on this definition,
development research is a systematic design study in developing and evaluating educational
programs, processes, and products that meet the standards of internal consistency and
effectiveness. The ADDIE model was chosen because it has easy-to-understand procedures and
is suitable for the development of website-based learning media. This model provides a strong
foundation for developing research with a foundation of phenomena that occur between
expectations and gaps through fundamental problem identification to determine the next steps.

The research was conducted at Muhammadiyah Tanjung Selor Middle School, which is
located in Bulungan Regency, North Kalimantan. The research began on August 12, 2024,
focusing on the Information and Communication Technology extracurricular activities organized
by the school. The target of this research is the development of website-based learning media to
support the implementation of Information and Communication Technology extracurricular
activities. The research subjects consisted of students participating in ICT extracurricular
activities at Muhammadiyah Tanjung Selor Junior High School as the main research subjects. In
addition, it involved ICT extracurricular teachers, material experts, and media experts as
validators of the developed products. The research subject determination technique used a
purposive sampling technique, where subjects were selected based on their characteristics and
predetermined research objectives. The subject selection criteria included students who actively
participate in ICT extracurricular activities, have basic skills in operating digital devices, and
teachers who have competency in the field of information and communication technology. The
research procedure followed the stages of the ADDIE model, which consists of five main phases:

Analysis stage: This stage includes literature studies and field studies to find references
related to ICT extracurricular learning. Design stage: designing a website design by creating a
storyboard containing an overall picture of interactive learning media as a guide for creating
learning media. Development stage: Producing website media in accordance with the design plan
that has been made about ICT extracurricular learning. Product validation consists of material
validation by material experts and media validation by media experts. Product practicality testing
is carried out through the implementation of validated learning media in the learning process by
conducting small group trials and large group trials. Implementation stage: the website-based
learning media that has been developed is tested in ICT extracurricular learning to determine the
level of practicality and effectiveness of the product. Evaluation stage: testing the effectiveness
of the website-based learning media that has been developed to see the influence of using the
media as a learning medium in the implementation of ICT extracurricular activities.
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The data obtained in this study are grouped into qualitative and quantitative data.
Qualitative data were obtained through questionnaire responses from media expert reviews,
material expert reviews, educator reviews on ICT extracurricular activities, and student
responses in the form of criticism and suggestions on the developed learning tools. Quantitative
data were obtained from the accumulated values converted with a scale of 5 and the average
achievement level of the presentation of the questionnaire responses from material expert
reviews, media experts, extracurricular teachers, and user responses. The data collection
instrument used a questionnaire containing written questions to material experts, media experts,
educators, and students to obtain the necessary answers, responses, and information. The
questionnaires created were a product feasibility questionnaire for material experts and media
experts, a questionnaire of extracurricular teachers' responses to the developed product, and a
questionnaire of students' responses before and after learning the developed product.

Data collection techniques are carried out in several techniques, namely (1) Literature
study: Carried out by searching for concepts and theoretical foundations related to website
development as a learning medium to deepen the researcher's knowledge and understanding of
the process of developing learning media in ICT extracurricular activities. (2) Observation:
Researchers directly observe the learning process in the field to analyze the needs that are used
as initial material for developing a website as a learning medium. Observations are carried out
before and during the product trial to obtain initial data in the form of school environmental
conditions, needs analysis, characteristics of educators and students, and learning tools available
at the school. (3) Questionnaire: Data collection techniques in the form of questionnaires are
carried out during problem identification, needs analysis, product trials, and after product
demonstrations. Media validation questionnaires are given to media experts and material experts,
educator response questionnaires are given to ICT extracurricular teachers, and student response
questionnaires are distributed during the initial needs analysis and after participating in the
product trial. (4) Interviews: Using unstructured interviews where researchers do not use
systematic and complete interview guidelines for data collection. Interviews were conducted
during initial observations regarding the ICT extracurricular learning process and learning about
ICT taught in schools.

Data analysis was conducted during and after data collection using descriptive analysis,
which aims to provide a description of the research subjects based on the data obtained. This
study used two data analysis techniques:

1. Qualitative descriptive analysis
Used to process data from reviews of ICT extracurricular materials and media by
grouping information from qualitative data in the form of input, responses, criticism, and
suggestions for improvement contained in the questionnaire. The results of the data analysis are
then examined and selected as a reference for product improvement.
2. Descriptive statistical analysis
Used to process data obtained through questionnaires in descriptive form from
questionnaires on needs, responses from subject matter and media experts, responses from ICT
extracurricular participants, and ICT extracurricular teachers, which are presented in the form of
scores. The results of the data analysis were used to determine the feasibility, practicality, and
effectiveness of the website-based learning media developed to support the implementation of
Information and Communication Technology extracurricular activities at SMP Muhammadiyah
Tanjung Selor. The data obtained in this study were grouped into qualitative and quantitative
data. Qualitative data was obtained through questionnaires on the responses of media experts,
subject matter experts, educators in ICT extracurricular activities, and students in the form of
criticism and suggestions on the learning tools developed. Quantitative data was obtained from
the accumulated scores converted to a 5-point scale and the average achievement level from the
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response questionnaires of material experts, media experts, extracurricular teachers, and user
responses.

Research Findings and Discussion

The development of website-based learning media in the Information and
Communication Technology extracurricular at Muhammadiyah Tanjung Selor Middle School
was carried out using the ADDIE development model, which consists of five stages: Analysis,
Design, Development, Implementation, and Evaluation.

Based on a needs questionnaire completed by 25 students, it was found that most had
never used website-based learning media before. However, all students agreed with the
development of learning media to support extracurricular ICT learning. Most students also stated
that ICT learning has not been fully supported by engaging teaching materials and media,
especially in digital and interactive formats. This indicates a significant need for the
development of adaptive technology-based media.

Table 1. Summary of Learning Media Needs Identification Results
Number of answers obtained

Question Indicators

Yes Occasionally  No

Is informatics learning supported by the use of

) . 6 19 0
teaching materials?
Is ICT extracurricular learning supported by the

. . 6 19 0

use of learning media?
Do you enjoy studying informatics? 17 8 0

When delivering theoretical material in class, do
you always pay close attention to what the 7 18 0
teacher is saying?

Are you always enthusiastic about participating

. . . 12 13 0
in practical learning?
Do you like the teacher's delivery during the 2 17 0
learning process?
Is the extracurricular ICT learning process not
only about the material but also teaching the

; . . 4 5 16
material and values contained in the learning
material being taught?
Have you ever studied using learning media

: 0 2 19
websites?
Are you studying Information and 75 0 0
Communication Technology?
Do you agree if learning media regarding
Information and Communication Technology are 25 0 0

developed?

Media Validation by Experts
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Validity assessment was conducted by two experts: a material expert and a media expert.
The material expert's validation obtained a score of 77% (Good category), while the media
expert's validation obtained a score of 80% (Very Good category). This indicates that the
learning media product is suitable for use at the implementation stage without the need for
significant revisions. The learning media was assessed as being able to explain ICT material
clearly, interestingly, and in accordance with student characteristics. Aspects assessed included
content clarity, narrative flow, appropriate use of audio-visuals, and the potential to increase
student interest and participation.

SMP MUHAMMADIYAH b

TANJUNG SELOR

EKSKUL

TIKOM

ABSENSI GRUP WA

Sahid Setiawan, S.pd

Figure 1. Example of the Canva Website Learning Media Interface

Table 2. Assessment Results by Content Experts

No Rated aspects Score
1 The suitability of the material presented with basic competencies 4
) Thg suitability of the story to the learning objectives to be 4

achieved
3 Relevance of material to student characteristics 4
4 The suitability of the material presented with scientific truth 4
5 The scenario sequence is clear and easy to follow. 4
6 The clarity of the video delivered 4
7 The interestingness of stories in learning 4
8 This learning can be used in the learning process. 4
9 The learning is easy to use 4
10 The language used in learning is easy to understand 4
11 Encourage students' curiosity 4
12 Encourage students to construct their own knowledge 3
13 Encourage students to learn independently 3
14 This learning can motivate students to pay attention to learning 4

messages.

Total 54

Implementation and Evaluation of Learning Media
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The learning media trial was conducted in three extracurricular meetings. Student
responses to the developed media showed an average positive response across all indicators. The
first meeting achieved an average percentage of 92.7%, the second meeting 81.6%, and the third
meeting 85.3%. This means that all implementations were in the very good category.

Product effectiveness was measured through student pre- and post-test results. Pre-test
results indicated a low mastery of basic ICT concepts, such as hardware and software
identification, word processing application operation, and design skills using Canva. After using
the learning media, there was a significant improvement in post-test results. Students
demonstrated a better understanding of technology components, internet functions, and digital
media design.

Teachers' Responses to Learning Media

Subject teachers gave positive responses to the media developed, with an achievement
percentage 0f90%(Very Good category). This media is considered effective in supporting the
achievement of learning objectives and is able to adapt to the characteristics and learning
environment of students at Muhammadiyah Tanjung Selor Middle School. The results of the
study indicate that the developed website-based learning media has met the aspects of validity,
practicality, and effectiveness. This media not only increases students' interest and motivation to
learn but also has a positive impact on learning outcomes and student understanding in the field
of Information and Communication Technology.

The final results

The development of website-based learning media in the Information and
Communication Technology (ICT) extracurricular program has shown significant results in
improving the quality of learning. The findings of this study provide a new contribution to the
use of digital technology as a learning medium that functions not only as a conveyor of
information but also as a facilitator of more dynamic learning interactions. The developed
website-based learning media has substantial significance as an educational technology
innovation that integrates visual, audio, and interactive aspects in a single platform. Unlike
research (Larisu, Irwansyah, & Djuhardi, 2022) that utilizes learning as an alternative medium
with a focus on Islamic values and the education of children with special needs, this study
develops learning media specifically designed for the characteristics of junior high school
students, using an engaging game and quiz approach. The advantage of this website-based
learning media lies in its accessibility, which students can use anytime and anywhere, thereby
increasing learning flexibility. This aligns with the opinion of the Association of Education and
Communication Technology (AECT) in (Fikri & Madonna, 2020), which states that learning
media is a medium for conveying messages in a more engaging, easy, and interactive way.
However, this research provides a new dimension by integrating a website platform that allows
for both self-directed and collaborative learning simultaneously.

The validation results of the learning media indicate a valid category based on the
assessments of media experts and subject matter experts. This validity is not limited to technical
aspects but also includes the suitability of the learning content to basic competencies and
learning objectives. The principle of relevance proposed by Rusman et al., 2020, regarding the
suitability of learning media to objectives, subject matter characteristics, student potential and
development, and available time, has been met in the development of this media. This finding
differs from the research of Nugrahensy and Mariono (2021), which focused solely on learning
accessibility in informatics subjects. This research further develops it by considering the
characteristics of junior high school students who prefer practical and interactive activities, so
that the learning media is designed with a more engaging approach through educational games
and quizzes. A unique aspect of this research is the development of media that not only meets
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scientific standards but is also adapted to the student environment at Muhammadiyah Tanjung
Selor Junior High School, which has an Information and Communication Technology
extracurricular activity. This demonstrates a contextualization of learning media not found in
previous research.

The practicality of website-based learning media has been proven to stimulate the senses
of sight and hearing simultaneously, thus focusing students' attention as a medium that helps
convey learning messages more engagingly. Unlike conventional approaches that still rely on
lecture methods, this media provides interactive learning content in the form of modules, video
tutorials, quizzes, and discussion forums. The criteria for selecting appropriate learning media,
according to Setyosari (Zahwa & Syafi'i, 2022), include understanding the material with the
appropriateness of the media used, ease of presentation, and good technical quality, all of which
have been met in the development of this media. A distinguishing advantage of this research is
the use of the Canva website and the Filmora Pro video editor application, which allow access
via devices and laptops, providing greater flexibility than conventional learning media. This
learning media also supports collaboration between students through group projects and online
discussions, where students are invited to work together to create digital content such as
presentations, infographics, and videos that can be published on the website platform. This
collaborative aspect is an innovation not found in previous similar research, thus making a new
contribution to the development of 21st-century skills.

The effectiveness of using website-based learning media is proven by the increase in
student learning interest and learning outcomes, as measured by pre- and post-test
questionnaires. These findings support the statement (Mannan, Wulandari, Romadhoni, &
Fitriyah, 2023) that the use of audio-visual media to increase student learning interest shows
positive results, with indicators of enjoyment, engagement in learning, interest, and attention in
listening to the media or material provided. However, this study provides a new dimension by
showing that website-based learning media not only increases learning interest but also develops
digital literacy skills, problem-solving, and the ability to adapt to constantly changing
technology. This is a significant contribution in preparing students to face the challenges of the
digital world. The fundamental difference from previous research lies in the teacher's changing
role from a knowledge provider to a learning facilitator, coach, collaborator, knowledge
navigator, and learning partner, as stated (Febriati, 2022). Website-based learning media
facilitates this role transformation by providing a platform that enables both independent
learning and focused guidance.

This research contributes to innovation in technology learning through the integration of
websites as a learning platform that combines cognitive, affective, and psychomotor aspects.
Unlike previous research that tends to focus on one aspect, this learning medium develops a
holistic approach that enables students not only to understand Information and Communication
Technology concepts but also to apply them in real-world contexts. The main advantage of this
learning medium is its ability to overcome the limitations of conventional learning, which often
leaves students bored due to its reliance on verbal explanations without adequate visualization.
Website-based learning media provides a diverse and varied learning experience, thereby further
stimulating student interest in learning, in line with the objectives of learning media stated by
Sumantri (Fikri & Madonna, 2020). The aspect of learning continuity is also a strength of this
medium, where students can access materials anytime and anywhere, enabling learning at their
own pace. This creates a culture of independent learning that is not limited to a specific time and
place, contributing to the development of lifelong learning character.

The findings of this study have theoretical implications for the development of learning
media theory that integrates digital technology with a student-centered pedagogical approach.
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Website-based learning media not only functions as a tool, but also as an active mediator that
facilitates students' knowledge construction through interaction with systematically designed
digital content. Practically, this study provides a model for developing learning media that can be
adapted for other subjects by considering student characteristics, learning materials, and the
learning environment. This model shows that technology integration in learning requires careful
planning, not just the digitization of conventional materials, but the reconstruction of meaningful
learning experiences. The limitation of this study lies in the measurement of effectiveness which
only uses pre-test and post-test questionnaires. Therefore, further research can develop more
comprehensive measurement instruments to assess the long-term impact of website-based
learning media on the understanding and mastery of Information and Communication
Technology.

Conclusions and Recommendations

The development of website-based learning media for the Information and
Communication Technology extracurricular at Muhammadiyah Junior High School Tanjung
Selor has successfully produced digital learning innovations that meet the criteria of validity,
practicality, and effectiveness. The main findings of this study indicate that the integration of
website technology in extracurricular learning not only serves to digitize conventional materials
but also reconstructs the learning experience to be more interactive, accessible, and meaningful.

The developed learning media has proven capable of transforming the role of educators
from information providers to learning facilitators who optimize the potential of technology to
create a collaborative and independent learning environment. A significant contribution of this
research lies in the development of a hybrid learning model that integrates cognitive, affective,
and psychomotor aspects through a digital platform that is responsive to the characteristics of
junior high school students. The successful implementation of website-based learning media
demonstrates a new paradigm in organizing extracurricular activities that is not limited to
conventional learning space and time, allowing students to access materials flexibly while
maintaining the quality of educational interactions.

Further research is recommended to develop more comprehensive -effectiveness
measurement instruments to assess the long-term impact of website-based learning media on
students' mastery of digital skills and technological literacy. The implementation of this learning
media can be adapted for other subjects by making modifications according to the characteristics
of the material and specific learning needs. Educational institutions are recommended to
integrate the development of website-based learning media into teacher training programs to
improve educators' digital competencies and optimize the use of learning technology. Further
development can be directed at the integration of artificial intelligence and learning analytics to
create personalized learning that is more adaptive to individual student needs, as well as the
implementation of more complex gamification to increase engagement and motivation in the
context of sustainable extracurricular learning.
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