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ABSTRACT 
This study aims to develop a Laravel-based plastic waste management educational 

website for the Ukhtina Community to address the low awareness of household 

waste separation. The system was developed using the Agile Scrum method, which 

is adaptive throughout sprint cycles. A mixed-method approach was employed to 

evaluate the system's functionality and effectiveness. Functional testing via 

Blackbox Testing showed 100% compliant results with no bugs. Effectiveness 

testing using a quasi-experimental method with a one-group pretest-posttest design 

demonstrated an increase in materials comprehension. Meanwhile, the User 

Acceptance Test (UAT) indicated that the EkoOlah website is highly feasible and 

well-accepted by users. 

Keywords: Educational Website, Laravel, Agile Scrum, UAT, N-Gain, Ukhtina 

Community. 

 

Penelitian ini bertujuan untuk mengembangkan website edukasi pengelolaan 

sampah plastik berbasis Laravel bagi Komunitas Ukhtina guna mengatasi 

rendahnya kesadaran pemilahan sampah rumah tangga. Sistem dikembangkan 

menggunakan metode Agile Scrum yang bersifat adaptif melalui siklus sprint. 

Pendekatan mixed-method digunakan untuk mengevaluasi fungsionalitas dan 

efektivitas sistem. Pengujian fungsionalitas melalui Blackbox Testing menunjukkan 

hasil 100% sesuai tanpa bug. Pengujian efektivitas menggunakan metode quasi 

experiment dengan desain one group pretest-posttest yang menunjukkan 

peningkatan pemahaman materi. Sementara itu, uji User Acceptance Test (UAT) 

mengindikasikan bahwa website EkOlah sangat layak dan diterima dengan baik 

oleh pengguna.  

Kata Kunci: Website Edukasi, Laravel, Agile Scrum, UAT, N-Gain, Komunitas 

Ukhtina. 
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