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MEDIA PEMBELAJARAN INTERAKTIF TOPIK ALJABAR KELAS VII 

BERKONTEKS LAHAN BASAH DENGAN STRATEGI REACT (Oleh 

Muhammad Yulian; Pembimbing:  Harja Santana Purba,  Muhammad Hifdzi Adini; 

2024; 87 halaman) 

ABSTRAK 

 
Keberadaan media pembelajaran sangat membantu keefektifan proses 

pembelajaran serta penyampaian pesan dan isi pelajaran. Ditambah  dengan 

interaktifitas memungkinkan peserta didik belajar secara mandiri, melakukan 

interaksi untuk mempelajari materi, dan membangun pemahaman mengenai materi 

secara mendalam. Oleh karena itu, penelitian dan pengembangan ini bertujuan 

untuk membuat produk media pembelajaran interaktif topik aljabar dengan strategi 

REACT yang valid sehingga dapat digunakan dalam proses pembelajaran.  

Penelitian dan pengembangan ini dilaksanakan berdasarkan model pengembangan 

Rapid Application Development (RAD) dengan menggunakan teknologi HTML, 

CSS, Mathjax, MathLive, JavaScript, Laravel, MySQL, Pusher, dan Agora.io. 

Berdasarkan hasil uji validitas materi dan media oleh para ahli, diperoleh nilai 

persentase capaian untuk validitas materi sebesar 88,02% dengan kriteria sangat 

tinggi, sedangkan nilai persentase untuk validitas media mencapai 83,75% dengan 

kriteria sangat tinggi. Sehingga dengan kedua hasil uji validitas tersebut, dapat 

disimpulkan bahwa media pembelajaran yang telah dikembangkan adalah valid dan 

bisa digunakan sesuai dengan revisi yang diberikan oleh ahli materi maupun ahli 

media. 

Kata kunci: Aljabar, lahan basah, media pembelajaran interaktif, rapid application 

development, strategi REACT 
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INTERACTIVE LEARNING MEDIA FOR GRADE VII ALGEBRA TOPICS IN THE 

CONTEXT OF WETLANDS WITH REACT STRATEGIES (By: Muhammad Yulian; 

Supervisor: Harja Santana Purba, Muhammad Hifdzi Adini; 2024; 87 pages) 

ABSTRACT 

The existence of learning media really helped the effectiveness of the 

learning process and the delivery of messages and lesson content. Coupled with 

interactivity, it allowed students to learn independently, interact to learn the 

material, and build an in-depth understanding of the material. Therefore, this 

research and development aimed to create an interactive learning media product 

on algebra topics with the REACT strategy that was valid so that it was suitable for 

use in the learning process. This research and development was carried out based 

on the Rapid Application Development (RAD) development model using HTML, 

CSS, Mathjax, MathLive, JavaScript, Laravel, MySQL, Pusher, and Agora.io 

technology. Based on the results of material and media validity tests by experts, the 

achievement percentage value for material validity was 88.02% with very high 

criteria, while the percentage value for media validity reached 83.75% with very 

high criteria. So with these two validity test results, it could be concluded that the 

learning media that had been developed was valid and could be used in accordance 

with the revisions provided by material experts and media experts. 

Keywords: Algebra, interactive learning media, rapid application development, 

REACT strategy, wetlands
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