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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS 
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ABSTRAK 

Pendekatan gamifikasi dalam pembelajaran menawarkan pengalaman belajar yang 

lebih menarik dan bermakna bagi siswa. Penelitian ini bertujuan mengembangkan 

media pembelajaran interaktif berbasis web pada materi statistika kelas X dengan 

pendekatan gamifikasi menggunakan framework octalysis, serta mendeskripsikan 

kevalidannya. Pengembangan dilakukan menggunakan model MDLC (Multimedia 

Development Life Cycle) yang dibatasi melalui tahap concept, design, material 

collecting, assembly, dan testing. Media dirancang dengan elemen gamifikasi 

seperti narrative, poin, lencana, leaderboard, progres, observer attachment, instant 

feedback, mini quest, unlocking system, eksperimen interaktif, dan countdown 

timer. Setiap elemen dipilih untuk merepresentasikan minimal satu dari delapan 

core drives dalam octalysis. Teknik pengumpulan data dilakukan melalui angket 

validasi oleh dua ahli materi dan dua ahli media dengan analisis deskriptif terhadap 

skor kevalidan. Hasil dari penelitian ini adalah sebuah media pembelajaran 

interaktif berbasis web pada materi statistika kelas X dengan pendekatan gamifikasi 

menggunakan framework octalysis. Tingkat kevalidan yang diperoleh sangat tinggi, 

yaitu 94,3% untuk aspek materi dan 80,2% untuk aspek media. Media dinyatakan 

valid untuk digunakan sebagai sarana pembelajaran dan dapat dikembangkan lebih 

lanjut dengan fitur seperti sistem level, avatar dinamis, reward mingguan, serta 

komunikasi interaktif antara siswa dan guru guna memperkuat keterlibatan siswa. 
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ABSTRACT 

The gamification approach in education offered a more engaging and meaningful 

learning experience for students. This study aimed to develop an interactive web-

based learning media for tenth-grade statistics using the gamification approach 

with the Octalysis framework and to describe its validity. The development followed 

a limited MDLC (Multimedia Development Life Cycle) model, consisting of the 

stages: concept, design, material collecting, assembly, and testing. The media was 

designed with gamification elements such as narrative, points, badges, 

leaderboard, progress, observer attachment, instant feedback, mini quests, 

unlocking system, interactive experiments, and countdown timer. Each element was 

selected to represent at least one of the eight core drives in the Octalysis framework. 

Data collection was conducted using validation questionnaires filled out by two 

subject matter experts and two media experts. The data were analyzed descriptively 

based on the percentage of validity scores. The result of this study was an 

interactive web-based learning media for statistics using the Octalysis gamification 

framework. The level of validity was found to be very high, with 94.3% for content 

and 80.2% for media. The media was declared valid for use as a learning tool and 

could be further developed with features such as level systems, dynamic avatars, 

weekly rewards, and interactive communication between students and teachers to 

enhance engagement. 
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