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MEDIA PEMBELAJARAN INTERAKTIF BERBASIS WEB PADA MATERI 

EKSPONEN DAN LOGARITMA UNTUK SISWA KELAS X DENGAN 

METODE DRILL AND PRACTICE (Oleh: Nurkhalisha Humaira ; Pembimbing: 
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ABSTRAK  
 

Penelitian ini dilakukan dengan tujuan menciptakan serta menilai keefektifan dari 

sebuah aplikasi yang menggunakan platform web, khususnya untuk mempelajari 

materi eksponen dan logaritma bagi siswa kelas X. Dalam penelitian ini, digunakan 

metode drill and practice. Proses pengembangan media pembelajaran tersebut 

menggunakan pendekatan Research and Development (R&D) dengan menerapkan 

model ADDIE. Media pembelajaran interaktif yang dikembangkan telah selesai 

dibuat, namun belum diimplementasikan di lapangan. Beragam teknologi telah 

dipergunakan dalam proses pengembangan ini antara lain JSON, CSS, Firebase, 

HTML, Netlify, Javascript, Mathjax, Netlify, Geogebra, Mathjax dan JSON. 

Temuan penelitian mengindikasikan bahwa media pembelajaran telah terbukti 

valid, dengan materi yang memperoleh nilai validitas pada kategori yang sangat 

tinggi, mencapai 87% serta validitas media yang juga tinggi, mencapai 80%. 

Karena itu, penerapan platform web untuk materi eksponen dan logaritma di kelas 

X menggunakan metode drill and practice telah terkonfirmasi valid dan dapat 

diadopsi atau diterapkan di lingkungan sekolah sebagai bahan pembelajaran bagi 

siswa kelas X di SMA. 

 

Kata kunci:  media pembelajaran, berbasis web, metode drill and practice, 

eksponen dan logaritma, ADDIE. 
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WEB-BASED INTERACTIVE LEARNING MEDIA ON EXPONENT AND 

LOGARITHM MATERIALS FOR CLASS X STUDENTS USING DRILL AND 

PRACTICE METHODS (By: Nurkhalisha Humaira ; Advisor: Harja Santana 

Purba, ; Delsika Pramata Sari ; 2023 ; 78 pages.  

 

ABSTRACT 

This research was conducted with the aim of creating and evaluating the 

effectiveness of a web-based application, specifically designed for the study of 

exponentials and logarithms among 10th-grade students. The study employed the 

drill and practice method. The development process of the learning media utilized 

the Research and Development (R&D) approach, implementing the ADDIE model. 

The interactive learning media developed has been completed but has not yet been 

implemented in the field. Various technologies were utilized in this development 

process, including JSON, CSS, Firebase, HTML, Netlify, Javascript, Mathjax, 

Netlify, Geogebra, and JSON. The research findings indicate that the learning 

media has proven to be valid, with the material achieving a significantly high 

validity score of 87%, and the media's validity also registering high at 80%. 

Therefore, the application of the web platform for exponentials and logarithms in 

10th-grade classes, utilizing the drill and practice method, has been confirmed as 

valid and can be adopted or implemented within the school environment as a 

learning resource for 10th-grade high school students. 

Keywords: learning media, web-based, drill and practice method, exponential and 

logarithm, ADDIE. 
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