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ABSTRAK

Ainun Nasyiatul Aisyah. 2026. Pengembangan Media Pembelajaran Berbasis
Augmented Reality dengan Pendekatan Authentic Learning untuk Meningkatkan
Pengetahuan Digital Siswa Sekolah Dasar. Pembimbing: Prof. Dr. H. Hamsi
Mansur, M.M.Pd; Dr. Mastur, M.Pd.

Penelitian ini dilatarbelakangi oleh keterbatasan sarana prasarana fisik
kebudayaan lokal di sekolah dasar serta dominasi media teks konvensional 2D yang
menyebabkan rendahnya bermaknaan belajar (meaningful learning) siswa dalam
mengimajinasikan objek budaya lokal. Dampak lanjutannya adalah penurunan
tingkat literasi budaya serta keterampilan literasi digital abad ke-21 yang
membutuhkan perhatian khusus. Penelitian ini bertujuan untuk mengembangkan
media pembelajaran berbasis Augmented Reality (AR) pengenalan alat musik
tradisional Banjar (Panting, Tarbang, Kuriding) dengan pendekatan Authentic
Learning menggunakan model pengembangan ADDIE (Analysis, Design,
Development, Implementation, Evaluation), serta menguji tingkat kelayakan,
kepraktisan, dan efektivitas media tersebut di sekolah dasar.

Subjek uji coba dalam penelitian ini melibatkan validator ahli media,
validator ahli materi, serta 89 siswa kelas 1V Sekolah Dasar yang tersebar di SDN
Kuin Utara 4 dan SDN Teluk Dalam 1 Banjarmasin. Teknik pengumpulan data
dilakukan melalui observasi, wawancara, tes kemampuan konseptual (pre-test dan
post-test), serta lembar angket evaluasi kelayakan dan kepraktisan produk. Analisis
data efektivitas dievaluasi kuantitatif menggunakan rumus Normalized Gain (N-
Gain).

Hasil penelitian menunjukkan bahwa: (1) Pengembangan media
pembelajaran AR berhasil diwujudkan melalui platform Assemblr.Edu yang
mengintegrasikan aspek rekonstruksi visual model 3D presisi, otentisitas konteks
auditori berupa backsound musik Banjar, serta petunjuk teknis operasional
terintegrasi. (2) Tingkat kelayakan media pembelajaran dinyatakan "Sangat Layak™
oleh ahli materi dan ahli media dengan perolehan persentase rata-rata sebesar 90%.
(3) Kriteria kepraktisan produk berdasarkan respon siswa memperoleh persentase
kumulatif sebesar 93,29% yang masuk dalam kategori "Sangat Praktis". (4) Media
pembelajaran berbasis AR terbukti secara signifikan efektif meningkatkan literasi
digital dan budaya siswa, diindikasikan oleh lompatan rata-rata skor dari 78,20
(pre-test) menjadi 98,76 (post-test) dengan perolehan nilai indeks rata-rata N-Gain
sebesar 0,96 yang termasuk dalam kategori peningkatan "Tinggi”. Implikasi
penelitian ini menegaskan bahwa visualisasi teknologi imersif berbasis kearifan
lokal mampu meminimalisir miskonsepsi abstrak sekaligus memupuk karakter
identitas kedaerahan generasi muda di era digital.

Kata Kunci: Augmented Reality, Authentic Learning, Alat Musik Tradisional
Banjar, Literasi Digital, Literasi Budaya, Model ADDIE.



ABSTRACT

Ainun Nasyiatul Aisyah. 2026. Pengembangan Media Pembelajaran Berbasis
Augmented Reality dengan Pendekatan Authentic Learning untuk Meningkatkan
Pengetahuan Digital Siswa Sekolah Dasar. Pembimbing: Prof. Dr. H. Hamsi
Mansur, M.M.Pd; Dr. Mastur, M.Pd.

This research was initiated by the limited physical infrastructure of local
cultural heritage in elementary schools and the dominance of conventional 2D text
media, which resulted in low meaningful learning for students in visualizing local
cultural objects. The subsequent impacts were a decrease in cultural literacy and
21st-century digital literacy skills that required particular attention. This study
aims to develop Augmented Reality (AR)-based learning media introducing Banjar
traditional musical instruments (Panting, Tarbang, Kuriding) through an Authentic
Learning approach using the ADDIE development model (Analysis, Design,
Development, Implementation, Evaluation), as well as to examine the product's
feasibility, practicality, and effectiveness in elementary schools.

The subjects involved in this study were media experts, material experts,
and 89 fourth-grade elementary school students across SDN Kuin Utara 4 and SDN
Teluk Dalam 1 Banjarmasin. Data collection techniques were conducted through
observation, interviews, conceptual ability tests (pre-test and post-test), and
evaluation questionnaire sheets for product feasibility and practicality. The
effectiveness data analysis was quantitatively evaluated using the Normalized Gain
(N-Gain) formula.

The results showed that: (1) The development of AR learning media was
successfully realized through the Assemblr.Edu platform, which integrated precise
3D model visual reconstruction, authentic auditory contexts in the form of Banjar
music backsound, and integrated operational technical guidelines. (2) The
feasibility level of the learning media was declared "Highly Feasible" by material
and media experts with an average percentage of 90%. (3) The product's
practicality criteria based on student responses obtained a cumulative percentage
of 93.29%, falling into the "Highly Practical” category. (4) The AR-based learning
media proved to be significantly effective in improving students' digital and cultural
literacy, indicated by a leap in the average score from 78.20 (pre-test) to 98.76
(post-test) with an average N-Gain index value of 0.96, categorized as a "High"
increase. The implications of this research confirm that immersive technology
visualization based on local wisdom can minimize abstract misconceptions while
fostering the regional identity character of the younger generation in the digital
era.

Keywords: Augmented Reality, Authentic Learning, Banjar Traditional Musical
Instruments, Digital Literacy, Cultural Literacy, ADDIE Model.
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