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ABSTRAK 

 

Penelitian ini bertujuan untuk menghasilkan media pembelajaran interaktif berbasis 

web dengan bantuan teknologi WebGL pada materi Bangun Ruang kelas IX dengan 

metode Drill and Practice, serta menguji kevalidannya. Pengembangan dilakukan 

menggunakan model ADDIE yang dibatasi meliputi analisis, desain, pengembangan 

dan evaluasi. Media ini dirancang dengan mengintegrasikan teknologi WebGL 

(menggunakan library Three.js) untuk menampilkan visualisasi tiga dimensi (3D) 

bangun ruang yang interaktif. Selain itu, digunakan juga teknologi-teknologi berikut: 

HTML, CSS, JavaScript, PHP, Laravel, MySQL, Bootstrap, Figma, CapCut, dan 

Canva dalam proses pengembangan media ini. Setelah media selesai dikembangkan, 

maka dilakukan validitas berdasarkan dua komponen, yaitu validitas materi oleh 2 

orang Ahli Materi dan validitas media oleh 2 orang Ahli Media. Hasil validasi 

menunjukkan bahwa media dinyatakan valid, dengan perolehan 78,1% untuk 

pembuatan materi dan 80% untuk pengembangan media. Berdasarkan hasi validitas 

tersebut, media pembelajaran interaktif berbasis web dengan implementasi WebGL 

dan metode Drill and Practice ini dinyatakan valid digunakan untuk kegiatan 

pembelajaran matematika, terutama pada topik bahasan bangun ruang untuk jenjang 

kelas IX. Kehadiran visualisasi 3D yang realistis dan fitur latihan berulang diharapkan 

dapat meningkatkan pemahaman konseptual, mendorong kemandirian belajar, serta 

meningkatkan motivasi siswa dalam mempelajari konsep bangun ruang secara lebih 

menarik dan aplikatif. 

Kata Kunci: Media Pembelajaran, WebGL, Bangun Ruang, Drill and Practice
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DEVELOPMENT OF WEB-BASED INTERACTIVE LEARNING MEDIA ON SOLID 

GEOMETRY FOR GRADE IX ASSISTED BY WEBGL USING THE DRILL AND 

PRACTICE METHOD (By: Putri Tari Lestari; Supervisors: R. Ati Sukmawati, Delsika 

Pramata Sari; 2026; 89 pages) 

 

ABSTRACT 

 

This research aimed to develop a web-based interactive learning media utilizing 

WebGL technology for 9th-grade geometry (solid figures) through the Drill and 

Practice method, as well as to test its validity. The development was carried out using 

the ADDIE model, which was limited to analysis, design, development, and evaluation. 

The media was designed by integrating WebGL technology (using the Three.js library) 

to display interactive three-dimensional (3D) visualizations of geometric shapes. 

Additionally, the following technologies were utilized during the media development 

process: HTML, CSS, JavaScript, PHP, Laravel, MySQL, Bootstrap, Figma, CapCut, 

and Canva. After the development was completed, validity was assessed based on two 

components: material validity by two Subject Matter Experts and media validity by two 

Media Experts. The validation results indicated that the media was declared valid, with 

a score of 78.1% for material content and 80% for media development. Based on these 

validation results, this web-based interactive learning media with WebGL 

implementation and the Drill and Practice method was deemed valid for use in 

mathematics education, particularly for 9th-grade solid geometry topics. The presence 

of realistic 3D visualizations and repetitive practice features was expected to enhance 

conceptual understanding, encourage independent learning, and increase student 

motivation in studying geometry in a more engaging and applicable manner. 

Keywords: Learning Media, WebGL, Solid Geometry, Drill and Practice, 
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