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ABSTRAK

Untuk meningkatkan pemahaman siswa SMP, diperlukan media yang mendukung agar
materi yang disampaikan dapat diserap secara optimal oleh siswa. Materi bumi dan tata surya
merupakan salah satu materi pada mata pelajaran IPA yang sering dianggap sulit dipahami oleh
siswa SMP, terutama pada tingkat sekolah menengah pertama. Penelitian ini bertujuan untuk
merancang dan membangun multimedia pembelajaran berbantuan augmented reality (AR)
pada materi bumi dan tata surya, dengan fokus untuk meningkatkan pemahaman siswa SMP
terhadap materi tersebut. Pengembangan Multimedia ini menggunakan metode pengembangan
(R&D) dengan model ADDIE (Analysis, Design, Development, Implementation, Evaluation).
Pada tahap analisis, pengumpulan data dilakukan melalui studi lapangan untuk
mengidentifikasi kebutuhan dan kesulitan belajar terkait materi bumi dan tata surya. Populasi
sampel dilakukan dengan mengujicobakan aplikasi pada kelas 7 di SMP Muhammadiyah 4
Margahayu, di mana siswa melakukan pembelajaran dengan menggunakan augmented reality.
Hasil penelitian menunjukkan bahwa 72% siswa merasa AR bermanfaat, mudah digunakan,

dan memiliki sikap positif.

Kata Kunci : Augmented Reality, Multimedia Pembelajaran, Nilai Gain, Siswa SMP.
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DEVELOPMENT OF AUGMENTED-REALITY ASSISTED LEARNING
RESOURCES TO IMPROVE UNDERSTANDING OF JUNIOR HIGH SCHOOL

STUDENTS

by

Muhammad Farhan Baihaqi — farhanbayhaqy09@upi.edu
2005703

ABSTRACT

To improve student understanding, supporting media is needed so that the material
presented can be absorbed optimally by students. Earth and solar system material is one of the
materials in science subjects that is often considered difficult to understand by students,
especially at the junior high school level. This research aims to design and build augmented
reality (AR)-based learning multimedia on earth and solar system material, with a focus on
improving junior high school students’ understanding of the material. This research uses the
development research method (R&D) with the ADDIE model (Analysis, Design,
Development, Implementation, Evaluation). In the analysis stage, data collection was
conducted through field studies to identify learning needs and difficulties related to earth and
solar system material. The sample population was carried out by piloting the application in
grade 7 at SMP Muhammadiyah 4 Margahayu, where students conducted learning using
augmented reality. The results showed that 72% of students found AR useful and easy to use,

having a positive attitude.

Keywords: Augmented Reality, Learning Multimedia, Gain Value, Junior HighSchool Student.
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