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ABSTRAK

Tujuan penelitian pengembangan ini adalah untuk mengembangkan media
pembelajaran berbasis android menggunakan Augmented Reality materi bangun
ruang pada kelas V SD Negeri 23 Gresik yang valid, efektif, dan praktis.
Pengembangan ini menggunakan model ADDIE. Berdasarkan hasil validasi para
ahli didapatkan hasil persentase sebagai berikut: ahli media pembelajaran 93%
(valid), ahli materi 98% (valid), ahli desain pembelajaran 93% (valid), dan ahli
bahasa 84% (valid). Keefektifan media pembelajaran diperoleh dari ketuntasan
hasil belajar klasikal siswa. Hasil persentase ketuntasan hasil belajar klasikal
siswa menunjukkan hasil pada uji coba kelompok kecil 86% dan pada uji coba
kelompok besar 90% (tuntas secara klasikal). Kepraktisan media pembelajaran
diukur dari angket respon siswa dan guru setelah menggunakan media
pembelajaran. Angket respon siswa pada uji coba kelompok kecil diperoleh hasil
86% (praktis) dan pada uji coba kelompok besar diperoleh hasil 87% (praktis),
hasil angket respon guru diperoleh hasil 95% (praktis). Berdasarkan hasil
penelitian maka media pembelajaran berbasis android menggunakan augmented
reality dikatakan valid, efektif, dan praktis digunakan untuk pembelajaran
matematika pada materi bangun ruang kelas VV SD Negeri 23 Gresik.
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ABSTRACT

The purpose of this development research is to develop an android-based learning
media using Augmented Reality material for building space in class V SD Negeri
23 Gresik which is valid, effective, and practical. This development uses the
ADDIE model. Based on the results of the validation of the experts, the
percentage results were obtained as follows: learning media experts 93% (very
valid), material experts 98% (very valid), learning design experts 93% (very
valid), and language experts 84% (very valid). The effectiveness of learning
media is obtained from the completeness of students' classical learning outcomes.
The results of the percentage of students' classical mastery learning outcomes
showed results in the small group trial of 86% and in the large group trial 90%
(classically completed). The practicality of learning media is measured from the
questionnaire responses of students and teachers after using learning media. The
student response questionnaire in the small group trial obtained 86% results
(very good) and in the large group trial the results were 87% (very good), the
results of the teacher's questionnaire response were obtained 95% (very good).
Based on the results of the research, the android-based learning media using
augmented reality is said to be valid, effective, and practical to use for learning
mathematics in class V building space at SD Negeri 23 Gresik.
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