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MOTTO

“Sesungguhnya sesudah kesulitan itu ada kemudahan”

(QS. Al-Insyirah: 6)

“Boleh jadi kamu membenci sesuatu, padahal ia amat baik bagimu, dan boleh
jadi (pula) kamu menyukai sesuatu, padahal ia amat buruk bagimu; Allah
mengetahui, sedang kamu tidak mengetahui.”

(QS. Al-Bagarah: 216)

“Positive thinking is powerful thinking. If you want happiness, fulfillment,
success and inner peace, start thinking you have the power to achieve those
things. Focus on the bright side of life and expect positive results.”

(Germany Kent)
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PENGEMBANGAN MEDIA APLIKASI ASIK RITME (ALAT MUSIK
RITMIS DAN MELODIS) BERBASIS AUGMENTED REALITY
PADA PEMBELAJARAN SBDP
(Penelitian Design and Development di Kelas 111 SDN Sukamaju 3 Cilodong)

Desty Farizka
1901864

ABSTRAK

Penelitian ini dilatarbelakangi oleh terbatasnya sarana dan prasarana alat musik
terkait pembelajaran SBdP materi alat musik ritmis dan melodis serta proses
pembelajaran yang cenderung bersifat teoritis. Upaya mengatasi permasalahan
tersebut dilakukan upaya pengembangan media pembelajaran berupa aplikasi
berbasis augmented reality pada pembelajaran SBdP materi alat musik ritmis dan
melodis di kelas 111 sekolah dasar. Pengembangan ini ditujukan untuk memperoleh
penilaian terkait kelayakannya sebagai media pembelajaran. Penelitian ini
menggunakan metode design and development dengan model ADDIE. Hasil uji
kelayakan dari para ahli memperoleh hasil skor persentase dengan rata-rata 93,75%
dengan kategori “Layak”. Hasil penilaian yang diberikan guru sebagai pengguna
ialah sebesar 100% dengan kategori “Layak”, sedangkan penilaian yang diberikan
oleh peserta didik mendapatkan skor persentase sebesar 97,67% dengan kategori
“Sangat Layak”. Berdasarkan hasil tersebut dapat ditarik kesimpulan bahwa media
aplikasi ASIK RITME berbasis augmented reality layak untuk diimplementasikan
pada pembelajaran SBdP di kelas 111 Sekolah Dasar.

Kata Kunci: Media Pembelajaran, Aplikasi ASIK RITME, Augmented Reality,
SBdP
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MEDIA DEVELOPMENT OF AUGMENTED REALITY APPLICATION
OF ASIK RITME (RHYTHMYC AND MELODICAL INSTRUMENTS)
IN SBDP LEARNING
(Design and Development Research in Class 111 SDN Sukamaju 3 Cilodong)

Desty Farizka
1901864

ABSTRACT

This research was motivated by the lack of maximum learning related to SBdP This
research was motivated by the limited facilities and infrastructure of musical
instruments related to SBdP learning, rhythmic and melodic musical instrument
materials, as well as the learning process that tends to be theoretical. Efforts to
overcome these problems are carried out efforts to develop learning media in the
form of augmented reality-based applications in SBdP learning rhythmic and
melodic musical instrument materials in grade Il elementary schools. This
development is intended to obtain an assessment related to its feasibility as a learning
medium. This research uses design and development method with ADDIE model.
The feasibility test results from experts obtained percentage scores with an average
of 93.75% with the "Decent" category. The assessment results given by teacher as
user is 100% with the "Decent" category, while the assessment given by students
gets a percentage score of 97.67% with the "Very Decent" category. Based on these
results, it can be concluded that the augmented reality-based ASIK IRAMA
application media is feasible to be implemented in SBdP learning in grade Il
Elementary School.

Keywords: Learning Media, ASIK RITME Application, Augmented Reality, SBdP
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