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PENGEMBANGAN WEB PEMBELAJARAN INTERAKTIF TOPIK
BANGUN DATAR MELALUI PENDEKATAN GAMIFIKASI UNTUK
KELAS VII BERKONTEKS LINGKUNGAN LAHAN BASAH (Oleh: Wahid
Irhamna; Pembimbing: Nuruddin Wiranda, Muhammad Hifdzi Adini; 2024; 70
halaman)

ABSTRAK

Penelitian bertujuan menghasilkan sebuah produk media pembelajaran interaktif
berbasis web yang berfokus pada materi bangun datar berkonteks lingkungan
lahan basah melalui pendekatan gamifikasi yang valid. Metode yang digunakan
pada penelitian ini adalah Research and Development (R&D), dengan
menerapkan model pengembangan ADDIE yang dibatasi yaitu: analysis, design,
development, dan evaluation. Metode pengumpulan data menggunakan angket
dengan instrumen berupa lembar validasi meteri dan media. Hasil dari penelitian
ini berupa sebuah media pembelajaran interaktif berbasis web yang berfokus pada
materi bangun datar berkonteks lingkungan lahan basah melalui pendekatan
gamifikasi. Pengembangnnya menggunakan teknologi HTML, CSS, PHP,
Boostrap, Laravel 10, JavaScript, MySQL, MathJax, Scratch, Figma, Visual
Studio Code, Canva. Media dikatakan valid dari segi materi maupun media.
Validasi materi menunjukkan persentase sebesar 83.3% dengan kriteria sangat
tinggi dan hasil kevalidan media didapatkan persentase capaian sebesar 80%
dengan kriteria tinggi. Oleh karena itu, media pembelajaran interaktif berbasis
web topik bangun datar ini dinyatakan valid.

Kata kunci: Bangun Datar, Gamifikasi, Media Pembelajaran Interaktif,
Lingkungan Lahan Basah.



DEVELOPMENT OF AN INTERACTIVE LEARNING WEB ON THE TOPIC OF
PLANE GEOMETRY THROUGH A GAMIFICATION APPROACH WITH A
WETLAND ENVIRONMENTAL CONTEXT (By: Wahid Irhamna; Supervisor:
Nuruddin Wiranda, Muhammad Hifdzi Adini; 2024, 70 pages)

ABSTRACT

The research aimed to produce an interactive web-based learning media product
focusing on plane geometry within the context of wetland environments through a
gamification approach that was valid. The method used in this research was
Research and Development (R&D), applying the ADDIE development model, which
was limited to analysis, design, development, and evaluation. Data collection
methods included questionnaires with instruments in the form of material and
media validation sheets. The result of this research was an interactive web-based
learning media focusing on planar shapes within the context of wetland
environments through a gamification approach. The development utilized
technologies such as HTML, CSS, PHP, Bootstrap, Laravel 10, JavaScript, MySQL,
MathJax, Scratch, Figma, Visual Studio Code, and Canva. The media was deemed
valid in terms of both content and media. Material validation showed a percentage
of 83.3% with very high criteria, and media validity results achieved a percentage
of 80% with high criteria. Therefore, this interactive web-based learning media on
the topic of plane geometry was declared valid.

Keywords: Gamification, Interactive Learning Media, Plane Geometry, Wetland
Environmental.
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