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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS
WEB PADA MATERI SISTEM TATA SURYA DENGAN MODEL TUTORIAL
MELALUI PENDEKATAN GAMIFIKASI (Oleh: Zainal Ilmi; Pembimbing: Andi
Ichsan Mahardika, Rizky Pamuji; 2026; 159 halaman)

ABSTRAK

Permasalahan yang diangkat dalam penelitian ini adalah masih terbatasnya
pengembangan media pembelajaran interaktif berbasis web pada materi Sistem Tata
Surya yang mengintegrasikan model tutorial berbasis komputer dan pendekatan
gamifikasi secara terpadu dalam satu alur pembelajaran. Penelitian terdahulu
umumnya mengembangkan multimedia interaktif, media berbasis web, atau media
dengan pendekatan gamifikasi secara terpisah. Oleh karena itu, penelitian ini
bertujuan mengembangkan media pembelajaran interaktif berbasis web pada materi
Sistem Tata Surya dengan model tutorial melalui pendekatan gamifikasi serta
mendeskripsikan tingkat validitasnya. Penelitian menggunakan metode Research
and Development (R&D) dengan model ADDIE yang dibatasi pada empat tahap,
yaitu analyze, design, development, dan evaluation. Data dianalisis secara deskriptif
kuantitatif berdasarkan hasil validasi dua ahli materi dan ahli media. Media
dikembangkan menggunakan HTMLS5, CSS3 (Bootstrap), JavaScript, PHP
(Laravel), dan MySQL. Gamifikasi diterapkan melalui elemen point, progress,
instant feedback, eksperimen interaktif, unlocking system, mini quest, countdown
timer, dan leaderboard. Hasil validasi menunjukkan persentase capaian materi
sebesar 92,6% dan media sebesar 85,3%, keduanya berkategori sangat tinggi.
Penelitian dibatasi pada pengembangan dan validasi ahli sehingga belum menguji
kepraktisan dan keefsektifan pada peserta didik. Media yang dihasilkan dapat
menjadi alternatif pendukung pembelajaran yang terarah dan dasar pelaksanaan uji
coba lanjutan.

Kata kunci: gamifikasi, media berbasis web, media pembelajaran interaktif, model
tutorial, sistem tata surya



DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON
SOLAR SYSTEM MATERIAL WITH A TUTORIAL MODEL THROUGH A
GAMIFICATION APPROACH (By: Zainal Ilmi; Supervisors: Andi Ichsan
Mahardika, Rizky Pamuji; 2026; 159 pages)

ABSTRACT

The problem addressed in this study is the limited development of web-based
interactive learning media for the Solar System topic that integrates the computer-
based tutorial model with a gamification approach in a unified learning process.
Previous studies generally developed interactive multimedia, web-based learning
media, or learning media employing a gamification approach separately. Therefore,
this study aims to develop web-based interactive learning media for the Solar
System topic using the tutorial model through a gamification approach and to
describe its validity. This study employed the Research and Development (R&D)
method using the ADDIE model, which was limited to four stages: analyze, design,
development, and evaluation. The data were analyzed descriptively using
quantitative analysis based on the validation results from two material experts and
media experts. The learning media were developed using HTMLS, CSS3
(Bootstrap), JavaScript, PHP (Laravel), and MySQL. Gamification was
implemented through the elements of points, progress, instant feedback, interactive
experiments, an unlocking system, mini quests, a countdown timer, and a
leaderboard. The validation results showed material and media validation scores of
92.6% and 85.3%, respectively, both of which were categorized as very high. This
study was limited to the development and expert validation stages and did not
examine the practicality and effectiveness of the media with students. The resulting
learning media can serve as an alternative instructional support tool and provide a
basis for further implementation and evaluation studies.

Keywords: gamification, interactive learning media, solar system, tutorial model,
web-based learning media
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