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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS WEB PADA 

MATERI FPB DAN KPK KELAS V DENGAN METODE DEMONSTRASI (Oleh: 

Muhammad Irham Risnanda; Pembimbing: Nuruddin Wiranda, S.Kom.,M.Cs., Novan Alkaf 

B. S, S.Kom., M.T.;2025 79; halaman) 

ABSTRAK 

Rendahnya pemahaman siswa terhadap materi Kelipatan Persekutuan Terkecil (KPK) dan 

Faktor Persekutuan Terbesar (FPB) mendorong perlunya media pembelajaran interaktif. 

Penelitian ini dilaksanakan dengan tujuan merancang dan mengembangkan media 

pembelajaran berbasis web yang memanfaatkan metode demonstrasi untuk siswa sekolah dasar 

kelas V. Penelitian ini menggunakan metode Research and Development (R&D) dengan 

pendekatan model ADDIE, yang meliputi tahap analisis, perancangan, pengembangan, 

implementasi, serta evaluasi. Pengembangan media ini menggunakan framework CodeIgniter 

dengan dukungan basis data MySQL, serta memanfaatkan HTML, CSS, dan JavaScript sebagai 

teknologi antarmuka. Media ini dirancang dengan menampilkan materi melalui video 

demonstrasi, latihan soal, kuis, serta evaluasi. Teknik pengumpulan data dilakukan melalui 

angket validasi tertutup yang diberikan kepada dua ahli materi dan dua ahli media. Instrumen 

penelitian berupa lembar validasi disusun berdasarkan aspek kelayakan isi, penyajian, 

kebahasaan, interaksi pengguna, dan tampilan visual. Teknik analisis data menggunakan 

pendekatan kuantitatif dengan skala Likert, dan dianalisis dalam bentuk persentase capaian 

kevalidan. Hasil validasi menunjukkan skor kevalidan materi sebesar 91,74% (sangat tinggi) 

dan media sebesar 66,94% (tinggi). Hasil validasi menunjukkan bahwa media pembelajaran 

ini layak digunakan sebagai alternatif dalam pembelajaran matematika materi KPK dan FPB, 

dengan penerapan metode demonstrasi melalui video dan latihan interaktif. 

Kata Kunci: ADDIE, demonstrasi, FPB, KPK, media pembelajaran 
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON LCM 

AND GCF FOR FIFTH GRADE USING DEMONSTRATION METHOD (By: 

Muhammad Irham Risnanda; Nuruddin Wiranda, S.Kom.,M.Cs., Novan Alkaf B. S, S.Kom., 

M.T.;2025 79; page) 

ABSTRACT 

The low level of students’ understanding of the topics Least Common Multiple (LCM) and 

Greatest Common Factor (GCF) highlights the need for interactive learning media. This study 

was conducted with the aim of designing and developing web-based learning media utilizing 

the demonstration method for fifth-grade elementary school students. The research employed 

the Research and Development (R&D) method with the ADDIE model approach, which 

consists of analysis, design, development, implementation, and evaluation stages. The media 

development used the CodeIgniter framework supported by a MySQL database, and applied 

HTML, CSS, and JavaScript as interface technologies. The media was designed to present 

materials through demonstration videos, practice exercises, quizzes, and evaluations. Data 

collection techniques were carried out through closed validation questionnaires administered 

to two material experts and two media experts. The research instruments consisted of validation 

sheets based on aspects of content feasibility, presentation, language, user interaction, and 

visual display. Data analysis techniques used a quantitative approach with a Likert scale, and 

the results were analyzed in the form of percentage achievement of validity. The validation 

results showed a material validity score of 91.74% (very high) and a media validity score of 

66.94% (high). These results indicate that the learning media is feasible to be used as an 

alternative for teaching mathematics on LCM and GCF topics, implementing the demonstration 

method through videos and interactive exercises. 

Keywords: ADDIE, demonstration method, GCD, LCM, learning media 
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