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ABSTRAK 

Penelitian bertujuan untuk mengembangkan media pembelajaran berbasis 

mobile augmented reality bernama Mobile ARCHeE pada kompetensi dasar 

memahami jenis-jenis alat berat konstruksi. Metode penelitian menggunakan One 

Group Pretest-Posttest Design dan ADDIE (Analysis, Design, Development, 

Implementation, and Evaluation). Penelitian dilaksanakan pada semester genap 

tahun 2018/2019 menggunakan 100 siswa SMKN 3 Jombang sebagai responden. 

Instrumen penelitian menggunakan kuesioner dan pretest-posttest. Usability test 

sistem memperoleh skor rata-rata 3,79 yang artinya sudah baik. Selanjutnya, 

terdapat peningkatan hasil belajar dengan rata-rata skor 0,564 pada kategori sedang. 

Skor ata-rata responden adalah 3,94 yang menunjukkan bahwa siswa puas dengan 

media tersebut. 

Kata Kunci: Pengembangan, Augmented Reality, Alat Berat Konstruksi, Hasil 

Belajar 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

ABSTRACT 

 This research aims to develop mobile augmented reality based learning 

media, namely Mobile ARCHeE on basic competencies in understanding the types 

of construction heavy equipment. The research method used the One Group Pretest 

Posttest Design and ADDIE (Analysis, Design, Development, Implementation, and 

Evaluation). The research took place in the even semester of 2018/2019 using 100 

students of SMKN 3 Jombang as respondents. The research instrument used a 

questionnaire and pretest-posttest. Usability test of the system showed an average 

score of 3.79, which means good category. Then, there are the improvement of 

learning outcome with the score 0,564, which mean medium category. The average 

score of respondent is 3.94 indicating that student satisfied with our media. 

Keywords: Development, Augmented Reality, Construction Heavy Equipment, 

Learning Outcomes 
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