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ABSTRAK 

Program Kunjungan Edukasi Parlemen merupakan salah satu layanan yang dikelola oleh 

Bagian Humas dan Pengelolaan Museum Sekretariat Jenderal DPR RI sebagai bentuk edukasi 

publik mengenai tugas dan fungsi lembaga legislatif Indonesia, yaitu DPR RI. Program ini 

bertujuan untuk meningkatkan pemahaman masyarakat terhadap peran DPR RI sebagai bagian 

dari sistem pemerintahan Indonesia. Sebagai bentuk inovasi dalam layanan kunjungan, proyek 

tugas akhir ini memproduksi media pembelajaran digital berupa e-book dengan menggunakan 

model pengembangan ADDIE (Analysis, Design, Development, Implementation, Evaluation) 

serta metode produksi media yang mencakup praproduksi, produksi, dan pascaproduksi. E-

book yang diproduksi terdiri dari enam bagian utama: pengenalan lembaga legislatif, 

keanggotaan DPR RI, pimpinan DPR RI, komisi-komisi di DPR RI, proses rapat dan sidang, 

serta tahapan pembentukan undang-undang. Selain itu, hasil produksi berupa e-book 

merupakan upaya untuk meningkatkan pelayanan program Kunjungan Edukasi Parlemen. 

Media ini dirancang agar dapat diakses kapan pun dan di mana pun melalui berbagai perangkat, 

sehingga memudahkan masyarakat untuk memeroleh informasi mengenai DPR RI tanpa 

terbatas ruang dan waktu. Hasil uji kelayakan menunjukkan bahwa e-book ini memeroleh skor 

4,85 dengan kategori “sangat layak” dan dapat digunakan sebagai media pembelajaran edukasi 

parlemen. Selain itu, efektivitas e-book sebagai media pembelajaran juga terbukti melalui 

peningkatan pemahaman peserta Kunjungan Edukasi Parlemen sebesar 80%, berdasarkan 

perbandingan antara hasil pre-test dan post-test. Temuan ini menunjukkan bahwa media 

pembelajaran digital berbasis e-book dapat menjadi alternatif strategi komunikasi yang efektif 

dalam meningkatkan pemahaman politik masyarakat, khususnya dalam memahami peran dan 

fungsi DPR RI. 

Kata Kunci: Metode ADDIE, E-book, Kunjungan Edukasi Parlemen, DPR RI, Media 

Pembelajaran Digital 
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ABSTRACT 

The Parliamentary Educational Visit Program is one of the services managed by the Public 

Relations and Museum Management Section of the Secretariat General of the Indonesian 

House of Representatives as a form of public education regarding the duties and functions of 

the Indonesian legislative institution, namely the Indonesian House of Representatives. This 

program aims to improve public understanding of the role of the Indonesian House of 

Representatives as part of the Indonesian government system. As a form of innovation in visit 

services, this final project produces digital learning media in the form of e-books using the 

ADDIE (Analysis, Design, Development, Implementation, Evaluation) development model and 

media production methods that include pre-production, production, and post-production. The 

e-book produced consists of six main parts: introduction to the legislative institution, 

membership of the Indonesian House of Representatives, leadership of the Indonesian House 

of Representatives, commissions in the Indonesian House of Representatives, meeting and trial 

processes, and stages of law formation. In addition, the production results in the form of e-

books are an effort to improve the service of the Parliamentary Educational Visit program. This 

media is designed to be accessible anytime and anywhere through various devices, making it 

easier for the public to obtain information about the Indonesian House of Representatives 

without being limited by space and time. The results of the feasibility test show that this e-book 

scored 4.85 with the category of "very feasible" and can be used as a learning medium for 

parliamentary education. In addition, the effectiveness of e-books as a learning medium is also 

proven through an increase in the understanding of participants in the Parliamentary 

Education Visit by 80%, based on a comparison between the results of the pre-test and post-

test. This finding shows that e-book-based digital learning media can be an alternative effective 

communication strategy in increasing public political understanding, especially in 

understanding the role and function of the Indonesian House of Representatives. 

Keywords: ADDIE Method, E-book, Parliamentary Educational Visit, House of 

Representatives (DPR RI), Digital Learning Media  
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