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PENGEMBANGAN WEBSITE MEDIA PEMBELAJARAN INTERAKTIF 

PADA MATERI BILANGAN RASIONAL KELAS VII DENGAN KONTEKS 

PASAR TERAPUNG (Oleh: Novia Rahma; Pembimbing: R. Ati Sukmawati, 

Delsika  Pramata Sari; 2026;  99 halaman) 

ABSTRAK 

Penerapan konteks kearifan lokal, seperti Pasar Terapung, dalam pembelajaran 

matematika penting untuk membantu siswa memahami konsep teoritis melalui 

pengalaman yang dekat dengan kehidupan sehari-hari, sekaligus menumbuhkan 

kecintaan terhadap budaya daerah. Penelitian ini bertujuan mengembangkan 

website media pembelajaran interaktif pada materi bilangan rasional kelas VII 

berkonteks Pasar Terapung serta mengetahui tingkat validitasnya. Penelitian 

menggunakan metode Research and Development (R&D) dengan model ADDIE 

yang dibatasi hingga tahap Analyze, Design, Develop, dan Evaluate, tanpa tahap 

Implement karena keterbatasan waktu. Validasi produk melibatkan tiga ahli materi 

dan tiga ahli media menggunakan lembar validasi berskala 1-5 yang diadaptasi dari 

standar BSNP untuk materi dan LORI untuk media. Hasil penelitian menunjukkan 

media pembelajaran interaktif berbasis web berhasil dikembangkan menggunakan 

HTML, CSS, MathJax, JavaScript, Laravel, dan MySQL, dengan konten bilangan 

rasional yang dikemas melalui konteks kearifan lokal Pasar Terapung. Uji validitas 

materi memperoleh nilai Rata-rata Capaian (RC) 4,34 (sangat tinggi), sedangkan 

uji validitas media memperoleh RC 4,05 (sangat tinggi), sehingga media dinyatakan 

valid dan layak digunakan sesuai revisi validator. Penelitian ini memiliki 

keterbatasan, yaitu tahap implementasi belum dilaksanakan sehingga kepraktisan 

dan efektivitas media dalam pembelajaran belum dapat diketahui secara langsung. 

Penelitian ini diharapkan menjadi alternatif media pembelajaran matematika yang 

kontekstual dan inovatif bagi siswa kelas VII. 

 

Kata kunci: ADDIE, bilangan rasional, media pembelajaran, pasar terapung, web 

interaktif 
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DEVELOPMENT OF AN INTERACTIVE LEARNING MEDIA WEBSITE ON 

RATIONAL NUMBERS MATERIAL FOR SEVENTH GRADE WITH THE 

CONTEXT OF THE FLOATING MARKET (By: Novia Rahma; Supervisor: R. Ati 

Sukmawati, Delsika Pramata Sari; 2026; 99 pages) 

ABSTRACT 

The application of local wisdom context, such as the Floating Market, in 

mathematics learning was important to help students understand theoretical 

concepts through experiences close to daily life, while fostering a love for regional 

culture. This study aimed to develop an interactive learning media website on 

rational numbers for seventh-grade students using the Floating Market context, and 

to determine its validity level. This R&D (Research and Development) study used 

the ADDIE model, limited to the Analyze, Design, Develop, and Evaluate stages, 

excluding Implement due to time constraints. Product validation involved three 

material experts and three media experts using a 1-5 rating scale validation sheet, 

adapted from the BSNP (National Education Standards Agency) standard for 

material and LORI (Learning Object Review Instrument) for media. Results 

showed the web-based interactive learning media was successfully developed using 

HTML, CSS, MathJax, JavaScript, Laravel, and MySQL, with rational number 

content presented through the Floating Market's local wisdom context. The material 

validity test obtained an Average Achievement (AA) of 4.34 (very high), while the 

media validity test obtained an AA of 4.05 (very high), indicating the media was 

valid and suitable for use with validator revisions. This study's limitation was that 

implementation had not been carried out, so the media's practicality and 

effectiveness in classroom learning remained unknown. This study was expected to 

serve as a contextual, innovative alternative mathematics learning media for 

seventh-grade students. 

 

Keywords: ADDIE, floating market, interactive website, learning media, rational 

numbers 
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