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ABSTRAK 
 
Setelah pantun ditetapkan UNESCO sebagai Warisan Budaya Takbenda, maka pantun 

semakin penting agar lebih dikenal dan digunakan siswa untuk berekspresi secara lisan 

maupun tulis, penguatan karakter, dan melatih kreativitas berbahasa dan bersastra. 

Ekspresi bersastra siswa secara tulis, dalam hal ini menulis pantun dengan proses 

pembelajaran BDR (Belajar dari Rumah) untuk pencegahan penularan Covid-19 

belum banyak diteliti, sehingga perlu dilakukan kegiatan penelitian yang terkait proses 

pembelajaran menulis pantun tersebut. Tujuan penelitian ini untuk menjelaskan: (1) 

profil pembelajaran menulis pantun pada siswa sekolah dasar di Kabupaten Bandung; 

(2) desain hipotetik Model Enriched Virtual berbantuan media Augmented Reality 

Pocket Book dalam pembelajaran menulis pantun pada siswa sekolah dasar; (3) 

pengembangan Model Enriched Virtual berbantuan media Augmented Reality Pocket 

Book dalam pembelajaran menulis pantun pada siswa sekolah dasar; (4) tanggapan 

pengguna terhadap Model Enriched Virtual berbantuan media Augmented Reality 

Pocket Book dalam pembelajaran menulis pantun pada siswa sekolah dasar. Dalam 

penelitian ini dipilih desain 4D (Define, Design, Develop, dan Disseminate) karena 

kesesuaian antara konsep model tersebut dengan keadaan, orientasi, dan karakteristik 

masalah dalam penelitian ini. Model Pembelajaran Enriched Virtual Berbantuan 

Media Augmented Reality Pocket Book ini berorientasi pada kegiatan pembelajaran 

yang dilakukan oleh pendidik dan peserta didik secara kombinasi antara aktivitas 

pembelajaran daring dan luring dengan memanfaatkan media aplikasi Poketun (Pocket 

Book Pantun berbasis teknologi Augmented Reality/AR). Hasil uji t sebesar  -4,098 

dengan df 19 dan taraf signifikansi 0.001 maka hal ini berarti H0 ditolak dan H1 

diterima. Nilai hitung Sig. (2-tiled) menunjukkan angka 0,001 yang berarti bahwa 

hipotesis (H1) diterima.  Hal tersebut berarti bahwa hasil pembelajaran menulis pantun 

dengan menggunakan Model Enriched Virtual berbantuan Media Augmented Reality  

dapat menghasilkan perbedaan yang positif. Dengan kata lain, dapat disimpulkan 

bahwa Model Enriched Virtual berbantuan Media Augmented Reality dapat 

meningkatkan kemampuan menulis pantun pada siswa sekolah dasar sehingga dapat 

menjadi salah satu alternatif model pembelajaran menulis pantun. Penggunan 

media aplikasi Poketun (Pocket Book Pantun berbasis Media Augmented Reality) 

sebagai media pembelajaran secara efektif dan efisien direspons positif oleh peserta 

dan para pendidik, khususnya pendidik pada tingkat sekolah dasar.  
 

Kata Kunci: Media Augmented Reality Pocket Book, Model Enriched Virtual, pantun, 

Poketun. 
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ABSTRACT 
 
 
After the pantun was designated by UNESCO as an Intangible Cultural Heritage, the 

pantun became increasingly important so that it was better known and used by students 

to express verbally and in writing, strengthen character, and train language and 

literary creativity. Students' literary expressions in writing, in this case writing pantun 

with the BDR (Learning from Home) learning process for the prevention of Covid-19 

transmission, has not been widely studied, so it is necessary to conduct research 

activities related to the learning process of writing pantun. The purpose of this study 

is to explain: (1) the profile of learning to write pantun for elementary school students 

in Bandung Regency; (2) hypothetical design of Enriched Virtual Model assisted by 

Augmented Reality Pocket Book media in learning to write poetry for elementary 

school students; (3) the development of the Enriched Virtual Model assisted by 

Augmented Reality Pocket Book media in learning to write pantun for elementary 

school students; (4) user responses to the Enriched Virtual Model assisted by 

Augmented Reality Pocket Book media in learning to write pantun for elementary 

school students. In this study, the 4D design (Define, Design, Develop, and 

Disseminate) was chosen because of the suitability of the model concept with the 

circumstances, orientation, and characteristics of the problem. This Enriched Virtual 

Learning Model Assisted by the Augmented Reality Pocket Book is oriented towards 

learning activities carried out by educators and students in a combination of online 

and offline learning activities by utilizing the Poketun application media (PocketBook 

Pantun based on Augmented Reality / AR technology). The result of the t-test is -4.098 

with a df of 19 and a significance level of 0.001 then this means that H0 is rejected 

and H1 is accepted. The calculated value of Sig. (2-tiled) shows the number 0.001 

which means that the hypothesis (H1) is accepted. This means that the results of 

learning to write pantun using the Enriched Virtual Model assisted by Augmented 

Reality Media can produce positive differences. In other words, it can be concluded 

that the Enriched Virtual Model assisted by Augmented Reality Media can improve the 

ability to write pantun in elementary school students so that it can be an alternative 

model for learning to write pantun. The use of the Poketun application media 

(PocketBook Pantun based on Augmented Reality Media) as an effective and efficient 

learning medium was responded to positively by participants and educators, especially 

educators at the elementary school level. 

 

Keywords: Augmented Reality Pocket Book Media, Enriched Virtual Model, pantun, 

Poketun. 
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