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PENERAPAN GAMIFIKASI PADA WEB PEMBELAJARAN INTERAKTIF 

TEOREMA PYTHAGORAS KELAS VIII DENGAN MODEL DRILLS AND 

PRACTICE (Oleh: Muhammad Nur Fadhillah; Pembimbing: R. Ati Sukmawati; 

Novan Alkaf Bahraini Saputra; 2026; 106 halaman) 

ABSTRAK 

Kesalahan pemahaman konsep dan kemampuan perhitungan pada materi Teorema 

Pythagoras masih menjadi hambatan peserta didik dalam pembelajaran 

matematika. Penelitian ini bertujuan mengembangkan web pembelajaran interaktif 

Teorema Pythagoras kelas VIII menggunakan model Drills and Practice yang 

didukung elemen gamifikasi, serta menguji tingkat validitas dan kepraktisannya. 

Metode penelitian menggunakan Research and Development (R&D) dengan model 

pengembangan ADDIE. Pengumpulan data menggunakan angket validasi oleh dua 

ahli materi dan tiga ahli media, serta angket kepraktisan oleh dua guru dan 20 

peserta didik. Produk yang dikembangkan memuat uraian materi, visualisasi 

GeoGebra, notasi matematika MathJax, latihan, kuis, dan evaluasi. Model Drills 

and Practice diterapkan melalui lima tahap utama, yaitu penjelasan tujuan 

pembelajaran, penyampaian materi, pemberian contoh soal, latihan bertahap, serta 

evaluasi belajar. Penerapan tersebut didukung elemen gamifikasi berupa poin, 

progres belajar, lencana, avatar, papan peringkat, dan umpan balik langsung. Hasil 

validasi ahli materi memperoleh skor rata-rata 4,36 berkriteria sangat tinggi, 

sedangkan ahli media sebesar 4,09 berkriteria sangat tinggi. Hasil uji kepraktisan 

menunjukkan respons peserta didik sebesar 3,73 berkriteria tinggi dan guru sebesar 

4,33 berkriteria sangat tinggi. Dengan demikian, web yang dikembangkan 

dinyatakan valid dan praktis sebagai media pendukung pembelajaran interaktif. 

Batasan penelitian ini belum melakukan uji efektivitas guna mengukur pengaruh 

penggunaan web terhadap hasil belajar. 

Kata kunci: ADDIE, Gamifikasi, model Drills and Practice, Teorema 

Pythagoras, Web pembelajaran Interaktif 
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IMPLEMENTATION OF GAMIFICATION IN INTERACTIVE WEB-BASED 

LEARNING FOR THE PYTHAGOREAN THEOREM USING THE DRILLS 

AND PRACTICE MODEL (By: Muhammad Nur Fadhillah; Supervisors: R. Ati 

Sukmawati, Novan Alkaf Bahraini Saputra; 2026; 106 pages) 

ABSTRACT 

Misconceptions and calculation skills in Pythagorean theorem material remain 

student obstacles in mathematics learning. This study aims to develop an interactive 

learning website for Grade VIII Pythagorean theorem using the Drills and Practice 

model supported by gamification elements, and test its validity and practicality. The 

research method used the Research and Development (R&D) approach using the 

ADDIE development model. Data collection used validation questionnaires by two 

material experts and three media experts, plus practicality questionnaires by two 

teachers and 20 students. The developed product contains material descriptions, 

GeoGebra visualizations, MathJax mathematical notation, exercises, quizzes, and 

evaluations. The Drills and Practice model is applied through five main stages, 

namely explaining learning objectives, delivering material, sample problems, 

stepwise practice, and evaluation. This implementation is supported by 

gamification elements: points, learning progress, badges, avatars, leaderboards, and 

immediate feedback. Material expert validation scored 4.36 (very high), while 

media experts scored 4.09 (very high). Practicality test results showed student 

responses of 3.73 (high) and teacher responses of 4.33 (very high). Thus, the 

developed website is declared valid and practical as an interactive learning support 

medium. A limitation of this research is not conducting an effectiveness test to 

measure website impact on student learning outcomes. 

Keywords: ADDIE, Drills and Practice model, Gamification, Pythagorean 

Theorem, Web-based learning media 
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