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PENGEMBANGAN MEDIA PEMBELAJARAN INTERAKTIF BERBASIS 

WEB PADA MATERI HOW MUCH IS IT DENGAN METODE GAMIFIKASI 

UNTUK KELAS V SD (Oleh : Fahrurrazi ; Pembimbing : Andi Ichsan Mahardika 

; Rizky Pamuji ; 2024; 105 halaman) 

ABSTRAK 

Belajar Bahasa inggris sangatlah kompleks karena Bahasa inggris terdiri dari empat 

keterampilan, yaitu membaca, menulis, berbicara, dan mendengarkan. untuk 

menarik minat belajar siswa serta mendukung penyampaian materi agar dapat 

disampaikan dengan porsi seimbang diperlukan media pembelajaran. penggunaan 

gamifikasi pada media pembelajaran dapat meningkatkan minat dan motivasi siswa 

dengan mencipatakan suasana belajar yang menyenangkan dan interaktif. tujuan 

penelitian ini adalah mengembangkan media pembelajaran interaktif berbasis web 

dengan metode gamifikasi pada materi How much is it? untuk kelas V SD. 

penelitian ini menggunakan metode Research and Development dengan model 

ADDIE (Analysis, Design, Development, Implementation, Evaluation) yang 

dibatasi yaitu: Analysis, Design, Development, Evaluation. pengumpulan data 

dilakukan melalui angket validasi materi dan validasi media. Pengembangan 

menggunakan teknologi HTML, Bootstrap, JSON. Hasil dari pengembangan media 

interaktif ini adalah media pembelajaran interaktif berbasis web materi How much 

is it? dengan aspek multimedia gambar, audio, video, drag and drop. Selain itu 

media memiliki lima level, evaluasi, dan leaderboard siswa. media ini juga 

membantu siswa dalam memahami kosakata dan melatih kemampuan bertanya dan 

memberitahu harga dalam bahasa inggris. media dapat dinyatakan valid karena 

memiliki presentase validitas materi sebesar 90% dengan kategori sangat tinggi, 

sedangkan validitas media sebesar 79% dengan kategori tinggi. sehingga dapat 

disimpulkan bahwa media dapat di uji coba. 

 

Kata kunci: ADDIE, How much is it?, Gamifikasi, Media Pembelajaran Interaktif, 

Research And Development. 
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON HOW MUCH 

IS IT MATERIAL USING GAMIFICATION METHODS FOR CLASS V SD (By : 

Fahrurrazi ; Advisor : Andi Ichsan Mahardika, ; Rizky Pamuji ; 2023; 105 pages) 

ABSTRACT 

Learning English is highly complex because it comprises four skills: reading, 

writing, speaking, and listening. To attract students' interest in learning and to 

support the delivery of material in a balanced manner, appropriate learning media 

are needed. The use of gamification in learning media can enhance students' 

interest and motivation by creating a fun and interactive learning environment. The 

aim of this study is to develop an interactive web-based learning medium using the 

gamification method for the "How Much Is It?" topic for fifth-grade elementary 

school students. This study employs the Research and Development (R&D) method 

with the ADDIE model (Analysis, Design, Development, Implementation, 

Evaluation), but it is limited to the stages of Analysis, Design, Development, and 

Evaluation. Data collection is conducted through material validation and media 

validation questionnaires. The development utilizes HTML, Bootstrap, and JSON 

technologies. The result of this development is an interactive web-based learning 

medium for the "How Much Is It?" topic, featuring multimedia aspects such as 

images, audio, video, and drag-and-drop activities. Additionally, the medium 

includes five levels, evaluations, and a student leaderboard. This medium also helps 

students in understanding vocabulary and practicing the ability to ask and tell 

prices in English. The media can be considered valid because it has a content 

validity percentage of 90%, which falls into the very high category, while the media 

validity is 79%, which falls into the high category. Therefore, it can be concluded 

that the media can be tested. 

Keywords: ADDIE, How Much Is It ?, Interactive Learning Media, Gamification, 

Research and Development. 
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