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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS
WEB DENGAN PENDEKATAN GAMIFIKASI UNTUK MEMFASILITASI
PEMAHAMAN SISWA SMA KELAS X TERHADAP CARA KERJA
KECERDASAN BUATAN (Oleh: Nur Alifya Zhafira Putri; Pembimbing: Harja
Santana Purba, Delsika Pramata Sari; 2026, 100 halaman)

ABSTRAK

Perkembangan kecerdasan buatan (Artificial Intelligence atau Al) mendorong
pentingnya penguasaan literasi Al sejak jenjang pendidikan menengah. Namun,
pemahaman siswa terhadap cara kerja kecerdasan buatan masih terbatas karena
materi bersifat abstrak dan belum didukung oleh media pembelajaran yang mampu
memvisualisasikan konsep secara interaktif. Oleh karena itu, diperlukan media
pembelajaran yang tidak hanya menyajikan materi secara menarik, tetapi juga
mampu meningkatkan keterlibatan siswa melalui pengalaman belajar yang aktif.
Penelitian ini bertujuan mengembangkan media pembelajaran interaktif berbasis
web dengan pendekatan gamifikasi serta mengetahui validitas media yang
dikembangkan. Kebaruan penelitian ini terletak pada pengintegrasian pendekatan
gamifikasi dalam media pembelajaran berbasis web pada materi cara kerja
kecerdasan buatan untuk siswa SMA kelas X. Penelitian menggunakan metode
Research and Development (R&D) dengan model ADDIE yang dibatasi pada tahap
Analysis, Design, Development, dan Evaluation. Data diperoleh melalui angket
validasi oleh dua ahli materi dan dua ahli media, kemudian dianalisis secara
deskriptif. Hasil penelitian menunjukkan bahwa media berhasil dikembangkan
dengan menerapkan elemen gamifikasi berupa poin, badge, leaderboard, progress
bar, unlocking system, instant feedback, dan time restriction. Hasil validasi
memperoleh skor rata-rata 4,045 pada aspek materi dan 4,083 pada aspek media
dengan kategori sangat tinggi, sehingga media dinyatakan valid sebagai media
pembelajaran interaktif. Media yang dikembangkan diharapkan dapat menjadi
alternatif sumber belajar interaktif bagi guru dan siswa dalam memahami konsep
kecerdasan buatan.

Kata kunci: ADDIE, Gamifikasi, Kecerdasan Buatan, Media Pembelajaran
Interaktif Berbasis Web, Validitas Media



DEVELOPMENT OF A WEB-BASED INTERACTIVE LEARNING MEDIA
WITH A GAMIFICATION APPROACH TO FACILITATE GRADE 10 SENIOR
HIGH SCHOOL STUDENTS' UNDERSTANDING OF HOW ARTIFICIAL
INTELLIGENCE WORKS (By: Nur Alifya Zhafira Putri; Supervisors: Harja
Santana Purba, Delsika Pramata Sari; 2026, 100 pages)

ABSTRACT

The rapid advancement of Artificial Intelligence (Al) has highlighted the importance
of Al literacy at the secondary education level. However, students' understanding of
how artificial intelligence works remains limited because the subject matter is
abstract and is not supported by learning media capable of visualizing concepts
interactively. Therefore, learning media are needed not only to present instructional
content in an engaging manner but also to enhance students' engagement through
active learning experiences. This study aimed to develop a web-based interactive
learning media employing a gamification approach and to evaluate the validity of
the developed media. The novelty of this study lies in the integration of a
gamification approach into a web-based interactive learning media on the topic of
how artificial intelligence works for Grade 10 senior high school students. This
study employed the Research and Development (R&D) method using the ADDIE
model, limited to the Analysis, Design, Development, and Evaluation stages. Data
were collected through validation questionnaires completed by two subject matter
experts and two media experts and were analyzed descriptively. The results showed
that the media was successfully developed by incorporating gamification elements,
including points, badges, leaderboards, progress bars, an unlocking system, instant
feedback, and time restrictions. The validation results yielded average scores of
4.045 for the content aspect and 4.083 for the media aspect, both categorized as very
high, indicating that the developed media is valid as an interactive learning medium.
The developed media are expected to serve as an alternative interactive learning
resource for teachers and students in understanding the concepts of artificial
intelligence..

Keywords: ADDIE, Artificial Intelligence, Gamification, Media Validity, Web-
Based Interactive Learning Media
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