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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS 
WEB PADA MATERI NODE.JS DASAR DENGAN MODEL TUTORIAL 
MENGGUNAKAN PENDEKATAN GAMIFIKASI (Oleh Muhammad 
Ramadhani; Pembimbing: Nuruddin Wiranda, Novan Alkaf Bahraini Saputra; 
2025; 144 halaman) 

ABSTRAK 

Permasalahan yang diangkat dalam penelitian ini adalah terpisahnya sumber belajar 
dan lingkungan praktik, sehingga mengganggu fokus serta menurunkan motivasi 
belajar. Oleh karena itu, penelitian ini bertujuan untuk mengembangkan media 
pembelajaran interaktif berbasis web pada materi Node.js dasar dengan model 
tutorial menggunakan pendekatan gamifikasi, serta mengukur validitas dan 
pengalaman pengguna. Penelitian menggunakan metode Research and 
Development (R&D) dengan model Rapid Application Development (RAD), serta 
analisis data dilakukan secara deskriptif kuantitatif melalui angket dan kuesioner. 
Hasil validasi ahli menunjukkan skor 77,8% untuk materi dengan kategori tinggi 
dan 86,4% untuk media dengan kategori sangat tinggi. Pengalaman pengguna diuji 
menggunakan model Hedonic Motivation System Adoption Model (HMSAM) 
dengan hasil pada aspek behavioral intention to use sebesar 89,7% dan immersion 
sebesar 83,9%. Gamifikasi telah diterapkan dalam media melalui elemen poin, 
papan peringkat, lencana, progress bar, winstate, countdown timer, dan sertifikat. 
Berdasarkan hasil tersebut, media dinyatakan valid, memberikan pengalaman 
belajar yang imersif, dan berpotensi untuk dilanjutkan ke tahap uji efektivitas. 
 
Kata kunci: Media Pembelajaran Interaktif, Model Tutorial, Node.js Dasar, 
Pendekatan Gamifikasi, Pengalaman Pengguna.
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON 
BASIC NODE.JS MATERIAL USING A TUTORIAL MODEL WITH A 
GAMIFICATION APPROACH (By: Muhammad Ramadhani; Advisors: Nuruddin 
Wiranda, Novan Alkaf Bahraini Saputra; 2025; 144 pages) 

ABSTRACT 

The problem addressed in this study is the separation between learning resources 
and the practice environment, which disrupts focus and reduces learning 
motivation. Therefore, this research aims to develop a web-based interactive 
learning media on basic Node.js material using a tutorial model with a gamification 
approach, as well as to assess its validity and user experience. The study adopts a 
Research and Development (R&D) method with the Rapid Application 
Development (RAD) model, and data analysis is conducted using quantitative 
descriptive techniques through surveys and questionnaires. Expert validation 
results show a score of 77.8% for content (categorized as high) and 86.4% for 
media (categorized as very high). User experience was measured using the Hedonic 
Motivation System Adoption Model (HMSAM), yielding results of 89.7% in the 
behavioral intention to use aspect and 83.9% in immersion. Gamification was 
implemented in the media through elements such as points, leaderboards, badges, 
progress bars, win states, countdown timers, and certificates. Based on these 
findings, the media is considered valid, provides an immersive learning experience, 
and has the potential to proceed to the effectiveness testing stage. 
 
Keywords: Basic Node.js, Gamification Approach, Interactive Learning Media, 
Tutorial Model, User Experience.
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