
 

 

PENGARUH MODEL DISCOVERY LEARNING BERBANTUAN MEDIA 

AUGMENTED REALITY UNTUK MENINGKATKAN KEMAMPUAN 

BERPIKIR KRITIS IPA SISWA SD 

(Penelitian Quasi Experiment pada siswa Kelas V di Sekolah Dasar Negeri 

Dawuan Tengah VI Tahun Ajaran 2024/2025) 

 

 

 

SKRIPSI 

Diajukan untuk Memenuhi Sebagian dari Syarat Memperoleh Gelar Sarjana pada 

Program Studi Pendidikan Guru Sekolah Dasar Universitas Pendidikan Indonesia 

Kampus Purwakarta 

 

 

Oleh: 

Andhini Oktafrina 

2106282 

 

 

 

 

PROGRAM STUDI PENDIDIKAN GURU SEKOLAH DASAR  

KAMPUS UPI DI PURWAKARTA 

UNIVERSITAS PENDIDIKAN INDONESIA 

2025



LEMBAR HAK CIPTA 

 

 

PENGARUH MODEL DISCOVERY LEARNING 

BERBANTUAN MEDIA AUGMENTED REALITY UNTUK 

MENINGKATKAN KEMAMPUAN BERPIKIR KRITIS IPA 

SISWA SD 

Penelitian Quasi Eksperimen terhadap Siswa Kelas V pada Materi Siklus Air 

di Salah Satu Sekolah Dasar di Kabupaten Karawang 

 

 

 

Oleh 

Andhini Oktafrina 

 

 

Sebuah skripsi yang diajukan untuk memenuhi salah satu syarat memperoleh gelar Sarjana 

Pendidikan S1 Program Studi Pendidikan Guru Sekolah Dasar 

 

 

 

 

 

© Andhini Oktafrina 

Universitas Pendidikan Indonesia 

2025 

 

 

 

Hak Cipta dilindungi undang-undang. 

Skripsi ini tidak boleh diperbanyak seluruhya atau sebagian, 

dengan dicetak ulang, difoto kopi, atau cara lainnya tanpa ijin dari penulis. 



i 

 

 

LEMBAR PENGESAHAN 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



viii 

 

THE EFFECT OF DISCOVERY LEARNING MODEL ASSISTED BY 

AUGMENTED REALITY MEDIA TO IMPROVE CRITICAL THINKING 

SKILLS OF ELEMENTARY SCHOOL STUDENTS 

 

Andhini Oktafrina 

 

ABSTRACK 

This study was conducted with the aim of examining the effect and improvement of 

using the Discovery Learning model supported by Augmented Reality media to 

enhance critical thinking skills among elementary school students. In 21st-century 

learning, both teachers and students are faced with the challenges of globalization. 

The paradigm of 21st-century education emphasizes students’ ability to explore 

various sources, formulate problems, think critically, collaborate, and work 

together in solving problems. The low level of students' critical thinking ability is 

caused by ineffective learning processes that do not sufficiently foster critical 

thinking skills and student potential. Students tend to focus more on memorizing 

material and formulas rather than engaging in meaningful learning processes. In 

addition, the lack of variety in teaching models, methods, and media negatively 

impacts students’ thinking skills. One way to improve students’ critical thinking 

abilities is by applying an appropriate learning model, such as Discovery Learning. 

This model is chosen because it has the advantage of enabling students to acquire 

knowledge through independent discovery, which tends to be stored in long-term 

memory, especially when supported by Augmented Reality media. The research 

method used was a quasi-experiment. The research subjects involved two groups: 

an experimental group that received Discovery Learning supported by Augmented 

Reality, and a control group that received conventional learning. Based on the data 

analysis results, there was a significant difference in the improvement and influence 

on critical thinking skills between the two groups. These findings indicate that the 

Discovery Learning strategy integrated with Augmented Reality media is effective 

in helping students think critically. The Discovery Learning model demonstrated a 

21% effect and improvement in enhancing students’ critical thinking skills. 

Keywords: Discovery Learning, Critical Thinking Skills, cooperative learning, 

elementary school. 
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