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RINGKASAN 

 

Di era yang semakin modern ini pembelajaran diharapkan dapat lebih aktif, 

menarik dan interaktif. Pembelajaran yang sering ditemui saat ini yaitu 

pembelajaran kelompok melalui sekolah dan pembelajaran mandiri di rumah. Siswa 

bisa belajar dari sekolah maupun dari rumah, dengan memanfaatkan teknologi yang 

ada saat ini ,siswa diharapkan bisa lebih aktif lagi dalam mengikuti pembelajaran.  

Interactive Quiz Maker merupakan aplikasi berbasis web dengan 

memanfaatkan teachable machine yang bertujuan untuk membuat pembelajaran 

lebih menyenangkan sehingga menumbuhkan semangat dan keinginan belajar 

untuk siswa. Aplikasi ini diharapkan bisa memberikan sarana belajar baru bagi 

siswa, yaitu berupa kuis online yang bisa dikerjakan dan dijawab dengan 

memberikan pose - pose tertentu untuk menjawab soal - soal yang diberikan pada 

kuis, lalu pose yang dilakukan oleh siswa ini nanti direkam oleh kamera dan 

diproses untuk menentukan jawaban yang dipilih oleh siswa.   

Kata Kunci : Interactive Quiz, teachable machine, pembelajaran. 
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INTERACTIVE QUIZ MAKER FOR STUDENT LEARNING ACTIVITY 

WEB-BASIC SYSTEM USING TEACHABLE MACHINE  
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Student Identity Number : 201851223 

Supervisor :  

1. Anastasya Latubessy, S.Kom., M.Cs. 

2. Ratih Nindyasari, S.Kom., M.Kom.  

 

ABSTRACT 

 

In this increasingly modern era, learning is expected to be more active, 

interesting and interactive. Learning activity that is often encountered today is 

group learning through school and independent learning at home. Students can 

learn from school or from home, by using current technology, students are expected 

to be more active in participating in learning. 

Interactive Quiz Maker is a web-based application using Teachable 

Machine that aims to make learning more fun so that it fosters enthusiasm and 

desire to learn for students. This application is expected to provide new learning 

tools for students, namely in the form of online quizzes that can be done and 

answered by giving certain poses to answer the questions given in the quiz, then the 

poses made by these students will be recorded by the camera and processed for 

determine the answer chosen by the student. 

Keywords: Interactive Quiz, teachable machine, learning. 

 

 

 

  



 

xiv 

 

  



 

xv 

 

DAFTAR ISI 

Table of Contents 

HALAMAN JUDUL ................................................................................................ i 

HALAMAN PERSETUJUAN ............................................................................... iii 

HALAMAN PENGESAHAN ................................................................................. v 

PERNYATAAN KEASLIAN ............................................................................... vii 

KATA PENGANTAR ........................................................................................... ix 

RINGKASAN ........................................................................................................ xi 

ABSTRACT ........................................................................................................... xiii 

DAFTAR ISI ......................................................................................................... xv 

DAFTAR GAMBAR ........................................................................................... xix 

DAFTAR TABEL .............................................................................................. xxiii 

DAFTAR LAMPIRAN ....................................................................................... xxv 

DAFTAR ISTILAH DAN SINGKATAN ........................................................ xxvii 

BAB I PENDAHULUAN ..................................................................................... 29 

1.1. Latar Belakang ....................................................................................... 29 

1.2. Perumusan Masalah ................................................................................ 30 

1.3. Batasan Masalah ..................................................................................... 30 

1.4. Tujuan ..................................................................................................... 30 

1.5. Sistematika penulisan ............................................................................. 30 

BAB II TINJAUAN PUSTAKA ........................................................................... 33 

2.1. Penelitian Terkait ................................................................................... 33 

2.2. Tinjauan Pustaka .................................................................................... 35 

2.2.1. AI (Artificial Intelligence) .............................................................. 35 

2.2.2. Teachable Machine (TM) ................................................................ 36 

2.2.3. Inovasi ............................................................................................. 43 

2.2.4. Web ................................................................................................. 43 

2.2.5. Flowchart ........................................................................................ 44 

2.2.6. Entitas dan Relationship .................................................................. 47 

2.2.7. UML (Unified Modelling Language) ............................................. 48 

BAB III METODOLOGI ...................................................................................... 51 

3.1. Metode Penelitian ................................................................................... 51 

3.2. Motode Pangambilan Data ..................................................................... 53 

3.3. Metode Pengacakan (Algoritma Fisher-Yates Shuffle) ......................... 53 

3.4. Perancangan Sistem ................................................................................ 55 



 

xvi 

 

3.4.1. Perancangan Database ..................................................................... 55 

3.4.2. Use Case Diagram ........................................................................... 60 

3.4.3. Activity Diagram ............................................................................. 61 

3.4.4. Sequence Diagram .......................................................................... 71 

3.4.5. Class Diagram ................................................................................. 81 

3.4.6. Design User Interface ...................................................................... 82 

BAB IV HASIL DAN PEMBAHASAN .............................................................. 93 

4.1. Definisi Aplikasi ..................................................................................... 93 

4.2. Analisis Kebutuhan ................................................................................ 93 

4.2.1. Kebutuhan Fungsional .................................................................... 93 

4.2.2. Kebutuhan Non Fungsional............................................................. 94 

4.3. Database ................................................................................................. 95 

4.3.1. Tabel guru ....................................................................................... 96 

4.3.2. Tabel mapel ..................................................................................... 97 

4.3.3. Tabel quiz ........................................................................................ 98 

4.3.4. Tabel responden .............................................................................. 99 

4.3.5. Relasi Tabel Database ................................................................... 100 

4.4. User Interface ....................................................................................... 101 

4.4.1. Logo .............................................................................................. 101 

4.4.2. Sign Up ......................................................................................... 101 

4.4.3. Log In ............................................................................................ 101 

4.4.4. Lupa Password .............................................................................. 102 

4.4.5. Edit Akun ...................................................................................... 102 

4.4.6. Home Page .................................................................................... 103 

4.4.7. Quiz ............................................................................................... 104 

4.4.8. Buat Kuis ....................................................................................... 104 

4.4.9. Edit Kuis ....................................................................................... 105 

4.4.10. Form Identitas Kerjakan Kuis ................................................... 106 

4.4.11. Halaman Kerjakan Kuis ............................................................ 107 

4.4.12. Lihat Responden ........................................................................ 107 

4.4.13. Lihat Jawaban Responden ......................................................... 108 

4.4.14. Form Identitas Cek Nilai Untuk Responden ............................. 110 

4.4.15. Cek Nilai Untuk Responden ...................................................... 111 

4.4.16. Pesan Notifikasi ......................................................................... 111 

4.5. Black Box Testing ................................................................................ 113 

4.5.1. Sign Up ......................................................................................... 113 



 

xvii 

 

4.5.2. Log In dan Log Out ....................................................................... 115 

4.5.3. Buat Kuis ....................................................................................... 117 

4.5.4. Edit Kuis ....................................................................................... 120 

4.5.5. Hapus Kuis .................................................................................... 121 

4.5.6. Kerjakan Kuis................................................................................ 121 

4.5.7. Lihat Responden dan Jawaban Responden ................................... 124 

4.5.8. Your Score .................................................................................... 125 

4.6. User Acceptance Test (UAT) ............................................................... 127 

4.7. Pengujian Metode Pengacakan (Algoritma Fisher-Yates Shuffle) ....... 134 

BAB V PENUTUP .............................................................................................. 139 

5.1. Kesimpulan ........................................................................................... 139 

5.2. Saran ..................................................................................................... 139 

DAFTAR PUSTAKA ......................................................................................... 141 

LAMPIRAN 1 ..................................................................................................... 143 

LAMPIRAN 2 ..................................................................................................... 145 

LAMPIRAN 3 ..................................................................................................... 163 

LAMPIRAN 4 ..................................................................................................... 169 

LAMPIRAN 5 ..................................................................................................... 171 

LAMPIRAN 6 ..................................................................................................... 183 

LAMPIRAN 7 ..................................................................................................... 185 

BIODATA PENULIS ......................................................................................... 189 

 

 

 

 

  



 

xviii 

 

  



 

xix 

 

DAFTAR GAMBAR 

Gambar 2.  1. Model dalam Teachable Machine .................................................. 37 

Gambar 2.  2. Halaman Web Teachable Mahine .................................................. 38 

Gambar 2.  3. Tampilan menu Imange Project ..................................................... 38 

Gambar 2.  4. Box Class dalam Image Project ..................................................... 39 

Gambar 2.  5. Gambar Training Melalui Web - Cam............................................ 39 

Gambar 2.  6. Gambar Training Melalui Upload File .......................................... 40 

Gambar 2.  7. Pengaturan Web-Cam ..................................................................... 40 

Gambar 2.  8. Proses Train Model ........................................................................ 41 

Gambar 2.  9. Uji Coba hasil Training Model....................................................... 42 

Gambar 2.  10. Program Hasil Traning Model ..................................................... 43 

Gambar 3.  1. Alur SDLC (System Development Live Cycle) ............................. 51 

Gambar 3.  8. Use Case Diagram Aplikasi Interactive Quiz Maker .................... 60 

Gambar 3.  9. Activity Diagram Sign Up .............................................................. 61 

Gambar 3.  10. Activity Diagram Log 1n .............................................................. 62 

Gambar 3.  11. Activity Diagram  Menu Forgot Password .................................. 63 

Gambar 3.  12. Activity Diagram Edit Akun ......................................................... 64 

Gambar 3.  13. Activity Diagram Buat Kuis ......................................................... 65 

Gambar 3.  14. Activity Diagram Edit Kuis .......................................................... 66 

Gambar 3.  15. Activity Diagram Hapus Kuis ...................................................... 67 

Gambar 3.  16. Activity Diagram Lihat Responden .............................................. 68 

Gambar 3.  17. Activity Diagram Kerjakan Kuis .................................................. 69 

Gambar 3.  18. Activity Diagram Cek Nilai Untuk Responden ............................ 70 

Gambar 3.  19. Sequence Diagram Sign Up ......................................................... 71 

Gambar 3.  20. Sequence Diagram Log In ............................................................ 72 

Gambar 3.  21. Sequence Diagram Forgot Password .......................................... 73 

Gambar 3.  22. Sequence Diagram Edit Akun ...................................................... 74 

Gambar 3.  23. Sequence Diagram Buat Kuis ...................................................... 75 

Gambar 3.  24. Sequence Diagram Edit Kuis ....................................................... 76 

Gambar 3.  25. Sequence Diagram Hapus Kuis ................................................... 77 

Gambar 3.  26. Sequence Diagram Kerjakan Kuis ............................................... 78 

Gambar 3.  27. Sequence Diagram Lihat Responden dan Jawaban Responden ... 79 



 

xx 

 

Gambar 3.  28. Sequence Diagram Cek Nilai Untuk Responden ......................... 80 

Gambar 3.  29. Desain Homepage ........................................................................ 82 

Gambar 3.  30. Desain Navigation Bar Sebelum Log In ...................................... 82 

Gambar 3.  31. Desain Navigation Bar Sesudah Log In ....................................... 82 

Gambar 3.  32. Desain Form Sign In .................................................................... 83 

Gambar 3.  33. Desain Form Log In ..................................................................... 84 

Gambar 3.  34. Desain Edit Akun ......................................................................... 84 

Gambar 3.  35. Desain Lupa Password ................................................................. 85 

Gambar 3.  36. Desain Menu “Quiz” .................................................................... 85 

Gambar 3.  37. Desain Menu “Buat Kuis” ............................................................ 86 

Gambar 3.  38. Desain Menu “Edit Kuis” ............................................................. 86 

Gambar 3.  39. Desain Halaman Form Identitas Responden (Kerjakan Kuis) ..... 87 

Gambar 3.  40. Desain Form Kerjakan Kerjakan Kuis ......................................... 87 

Gambar 3.  41. Desain Halaman Menu Lihat Responden ..................................... 88 

Gambar 3.  42. Desain Menu Lihat Jawaban Responden ..................................... 88 

Gambar 3.  43. Desain Form Identitas Responden (Cek Nilai) ............................ 89 

Gambar 3.  44. Desain Menu Your Score ............................................................. 89 

Gambar 3.  45. Desain Pesan Notifikasi ............................................................... 90 

Gambar 4.  1. Gambar Tabel Pada Database IQMaker ......................................... 95 

Gambar 4.  2. Data Pada Tabel “guru”.................................................................. 96 

Gambar 4.  3. Identitas Tabel “guru” .................................................................... 96 

Gambar 4.  4. Data Pada Tabel “mapel” ............................................................... 97 

Gambar 4.  5. Identitas Tabel “mapel” .................................................................. 97 

Gambar 4.  6. Data Pada Tabel “quiz” .................................................................. 98 

Gambar 4.  7. Identitas Tabel “quiz” .................................................................... 98 

Gambar 4.  8. Data Pada Tabel “responden” ........................................................ 99 

Gambar 4.  9. Identitas Tabel “responden” ........................................................... 99 

Gambar 4.  10. Relasi Tabel Database iqmaker .................................................. 100 

Gambar 4.  11. Logo Aplikasi IQ Maker ............................................................ 101 

Gambar 4.  12. Tampilan Form Sign Up ............................................................. 101 

Gambar 4.  13. Tampilan Form Log In ............................................................... 102 

Gambar 4.  14. Tampilan Form Lupa Password ................................................. 102 



 

xxi 

 

Gambar 4.  15. Tampilan Form Edit Akun ......................................................... 103 

Gambar 4.  16. Desain Tampilan Menu Home.................................................... 103 

Gambar 4.  17. Desain Tampilan Menu Home (Log In) ..................................... 104 

Gambar 4.  18. Tampilan Halaman Menu Quiz .................................................. 104 

Gambar 4.  19. Tampilan Form Menu Buat Kuis ............................................... 105 

Gambar 4.  20. Tampilan Form Menu Edit Kuis 1 ............................................. 106 

Gambar 4.  21. Tampilan Form Menu Edit Kuis 2 ............................................. 106 

Gambar 4.  22. Tampilan Form Identitas Kerjakan Kuis .................................... 107 

Gambar 4.  23. Tampilan Halaman Kerjakan Kuis ............................................. 107 

Gambar 4.  24. Tampilan Halaman Lihat Responden ......................................... 108 

Gambar 4.  25. Tampilan Halaman Jawaban Responden .................................... 109 

Gambar 4.  26. Tampilan Halaman Form identitas Cek Nilai Untuk Responden

 ............................................................................................................................. 111 

Gambar 4.  27. Tampilan Halaman Cek Nilai Untuk Responden ....................... 111 

Gambar 4.  28. Tampilan Pesan Notifikasi 1 ...................................................... 112 

Gambar 4.  29. Tampilan Pesan Notifikasi 2 ...................................................... 112 

Gambar 4.  30. Pengujian 1 ................................................................................. 135 

Gambar 4.  31. Pengujian 2 ................................................................................. 136 

Gambar 4.  32. Pengujian 3 ................................................................................. 136 

Gambar 1. Nanda Laily Indria ............................................................................ 163 

Gambar 2. Ali shofyan Noor ............................................................................... 163 

Gambar 3. Aldi Noor Dianto ............................................................................... 164 

Gambar 4. Arif Noor Budiyanto ......................................................................... 164 

Gambar 5. Muhammad Rizqi Ramadhan ............................................................ 165 

Gambar 6. Muhammad Hafidz Aulia .................................................................. 165 

Gambar 7. Venny Suci Setiawati ........................................................................ 166 

Gambar 8. Muhammad Nabil Lathif ................................................................... 166 

Gambar 9. Muhammad Rasya Arya Saputra....................................................... 167 

Gambar 10. Muhammad Fadli Ihsan ................................................................... 167 

Gambar 11. Abdul Wahad Mustanjid ................................................................. 168 

Gambar 12. Sabriya Azzahra .............................................................................. 168 

  



 

xxii 

 

 

  



 

xxiii 

 

DAFTAR TABEL 

Tabel 2.  1. Penelitian terkait ................................................................................ 33 

Tabel 2.  2. Simbol Flowchart ............................................................................... 44 

Tabel 3.  1. Deskripsi SDLC (System Development Live Cycle) ........................... 51 

Tabel 3.  2. Contoh Pengacakan Algoritma Fisher-Yates Shuffle ........................ 54 

Tabel 3.  3. Identitas tabel guru ............................................................................. 55 

Tabel 3.  4. Deskripsi tabel guru ........................................................................... 56 

Tabel 3.  5. Identitas tabel mapel .......................................................................... 56 

Tabel 3.  6. Deskripsi tabel mapel ......................................................................... 56 

Tabel 3.  7. Identitas tabel quiz ............................................................................. 57 

Tabel 3.  8. Deskripsi tabel quiz ............................................................................ 57 

Tabel 3.  9. Identitas tabel responden .................................................................... 58 

Tabel 3.  10. Deskripsi tabel responden ................................................................ 58 

Tabel 4.  1. Tabel Black Box Testing Menu Sign Up .......................................... 113 

Tabel 4.  2. Tabel Black Box Testing Menu Log In dan Log Out ...................... 115 

Tabel 4.  3. Tabel Black Box Testing Menu Buat Kuis ....................................... 117 

Tabel 4.  4. Tabel Black Box Testing Menu Edit Kuis ........................................ 120 

Tabel 4.  5. Tabel Black Box Testing Hapus Kuis ............................................... 121 

Tabel 4.  6. Tabel Black Box Testing Menu Kerjakan Kuis ................................ 121 

Tabel 4.  7. Tabel Black Box Testing Menu Lihat Responden Dan Jawaban 

Responden ........................................................................................................... 124 

Tabel 4.  8. Tabel Black Box Testing Menu Your Score ..................................... 125 

Tabel 4.  9. Nilai dari Kriteria Penilaian ............................................................. 127 

Tabel 4.  10. Tabel Hasil Nilai Jawaban Responden Pertanyaan UAT ............... 128 

Tabel 4.  11. Presentase Hasil Nilai Jawaban Responden Pertanyaan UAT ....... 130 

Tabel 4.  12. Presentase Kriteria Penilaian ......................................................... 133 

Tabel 1. Contoh Foto Data Training ................................................................... 143 

Tabel 2. Data Siswa............................................................................................. 145 

Tabel 3. Data Guru .............................................................................................. 160 

 

  



 

xxiv 

 

  



 

xxv 

 

DAFTAR LAMPIRAN 

Lampiran 1     Contoh Foto Training untuk Teachable Machine ........................ 143 

Lampiran 2     Data Siswa dan Guru SD 1 Kajeksan .......................................... 145 

Lampiran 3     Kuisioner Pengguna Aplikasi Interactive Quiz Maker ................ 163 

Lampiran 4     Surat izin Penelitian ..................................................................... 169 

Lampiran 5     Buku Bimbingan .......................................................................... 171 

Lampiran 6     Hasil Turnitin Mengetahui Dosen Pembimbing 2 ....................... 183 

Lampiran 7     Buku Bimbingan .......................................................................... 185 

 

 

  



 

xxvi 

 

  



 

xxvii 

 

DAFTAR ISTILAH DAN SINGKATAN 

 

SDLC   : System Development Live Cycle   

UML     : Unified Modelling Language 

UAT : User Acceptance System 

AI : Artificial Inteligence 

TM : Teachable Machine 

 

 



 

28 

 

  


