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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS 

WEB PADA MATERI BANGUN DATAR UNTUK KELAS IV SD DENGAN 

METODE DRILL AND PRACTICE (Oleh: Egyn Terescova Nadia; Pembimbing: 

Ati Sukmawati, Delsika Pramata Sari; 2026; 74 halaman)   

 

ABSTRAK 

Pembelajaran materi bangun datar di kelas IV Sekolah Dasar seringkali 

menghadapi kendala karena konsep yang bersifat konseptual serta minimnya 

pemanfaatan media pembelajaran interaktif, sehingga siswa mengalami kesulitan 

dalam memahami materi secara mendalam. Penelitian ini bertujuan untuk 

mengembangkan serta mengetahui tingkat kevalidan media pembelajaran interaktif 

berbasis web pada materi bangun datar yang mengintegrasikan metode drill and 

practice serta pemanfaatan fitur teachable machine berbasis kecerdasan buatan 

sebagai sarana interaktif dalam proses pengenalan bentuk. Penelitian ini 

menggunakan pendekatan penelitian dan pengembangan dengan model ADDIE 

yang dibatasi, meliputi tahapan analisis, perancangan, pengembangan, dan 

evaluasi. Data penelitian diperoleh melalui kuesioner validasi yang diisi oleh dua 

ahli materi dan dua ahli media. Instrumen penilaian disusun berdasarkan standar 

BSNP untuk aspek materi dan LORI versi 2.0 untuk aspek media. Hasil penelitian 

menunjukkan bahwa media pembelajaran interaktif berbasis web yang 

dikembangkan telah dinyatakan valid, ditunjukkan oleh skor rata-rata aspek materi 

sebesar 4,1 dan aspek media sebesar 4,0. Media pembelajaran ini valid digunakan 

sebagai penunjang pembelajaran matematika di sekolah dasar. Keterbatasan 

penelitian ini terletak pada belum dilakukannya implementasi kepada peserta didik, 

sehingga penelitian selanjutnya disarankan untuk menguji keefektifan media 

terhadap peningkatan hasil belajar serta melakukan penyempurnaan dan 

optimalisasi fitur teachable machine pada media pembelajaran. 

Kata kunci: ADDIE, Bangun Datar, Drill and Practice, Media Pembelajaran 

Interaktif, Teachable Machine 
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA FOR 

GEOMETRIC SHAPES MATERIAL FOR GRADE IV ELEMENTARY SCHOOL 

STUDENTS USING THE DRILL AND PRACTICE METHOD (By: Egyn Terescova 

Nadia; Supervised: Ati Sukmawati, Delsika Pramata Sari; 2026; 74 pages) 

 

ABSTRACT 

 

Learning plane geometry in fourth-grade elementary school often faces challenges 

due to the conceptual nature of the material and the limited use of interactive 

learning media, causing students to experience difficulties in achieving a deep 

understanding of the concepts. This study aims to develop and determine the 

validity of a web-based interactive learning media for plane geometry that 

integrates a structured drill and practice method and utilizes a Teachable Machine 

feature based on artificial intelligence as an interactive tool for shape recognition 

activities. This study employed a research and development approach using a 

limited ADDIE model, consisting of the analysis, design, development, and 

evaluation stages. The research data were obtained through validation 

questionnaires completed by two subject-matter experts and two media experts. The 

assessment instruments were developed based on BSNP standards for the material 

aspect and LORI version 2.0 for the media aspect. The results indicate that the 

developed web-based interactive learning media is valid, as shown by an average 

score of 4.1 for the material aspect and 4.0 for the media aspect. Therefore, this 

learning media is considered valid for use as a supporting tool in elementary school 

mathematics learning. The limitation of this study lies in the absence of 

implementation involving students; thus, future research is recommended to 

examine the effectiveness of the media in improving learning outcomes and to 

further refine and optimize the Teachable Machine feature within the learning 

media. 

Keywords: ADDIE, Drill and Practice, Interactive Learning Media, Plane 

Geometry, Teachable Machine.  
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