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ABSTRAK 

NISA NUR FAIZAH. Dosen pembimbing Dr. Septiana Purwaningrum, M.Pd.I dan Dr. 

Mochammad Desta Pradana, M.Pd, pengembangan media pembelajaran Flipbook Digital 

berbasis Augmented Reality (AR) untuk meningkatkan motivasi belajar pada mata 

pelajaran IPAS materi sejarah Kerajaan di Indonesia kelas IV semester II di MI 

Muhammadiyah 1 Pare Kediri. Program Studi Guru Madrasah Ibtidaiyah, Fakultas 

Tarbiyah, Institt Agama Islam Negeri (IAIN) Kediri, 2025 

Kata Kunci: Pengembangan, Media Pembelajaran, Motivasi Belajar, Flipbook 

Digital Berbasis Augmented Reality (AR), Sejarah Kerajaan di Indonesia. 

Penelitian ini dilatarbelakangi oleh rendahnya motivasi belajar siswa khususnya 

pada pembelajaran IPAS materi sejarah kerajaan di Indonesia. Hal tersebut disebabkan 

karena siswa mengatakan bahwa materi sejarah merupakan pelajaran yang sulit karena 

alur ceritanya yang panjang. Selain itu belum ada inovasi pembelajaran sehingga muncul 

kebosanan pada siswa. Dari hal tersebut, peneliti mengembangkan media pembelajaran 

materi IPAS berupa Flipbook Digital Berbasis Augmented Reality (AR). Rumusan 

masalah penelitian ini ialah (1) bagaimana prosedur pengembangan media. (2) bagaimana 

kelayakannya, serta (3) bagaimana peningkatan motivasi belajar siswa setelah 

menggunakan media Flipbook Digital Berbasis Augmented Reality (AR). Penelitian ini 

bertujuan untuk mengetahui prosedur pengembangan media Flipbook Digital Berbasis 

Augmented Reality (AR), mengetahui kelayakan pengembangan media Flipbook Digital 

Berbasis Augmented Reality (AR), untuk mengetahui peningkatan motivasi belajar siswa 

setelah menggunakan media pembelajaran Flipbook Digital Berbasis Augmented Reality 

(AR). 

 Penelitian ini ialah penelitian pengembangan (Research and Development) 

menggunakan model pengembangan ADDIE (analysis, Design, Development, 

Implementation, and Evaluation). Pengumpulan data penelitian ini menggunakan 

wawancara, observasi, angket validasi, angket respon guru, angket motivasi belajar siswa. 

Analisis data menggunakan skala likert untuk mengetahui peningkatan motivasi belajar 

siswa. 

Hasil penelitian menunjukkan bahwa: (1) Prosedur pengembangan penelitian ini 

meliputi analisis tujuannya untuk mengetahui permasalahan dan kebutuhan 

pembelajaran. Tahap desain membuat perancangan produk flipbook digital berbasis 

augmented reality. Tahap pengembangan mencakup pembuatan produk flipbook yang 

akan divalidasikan kepada para ahli. Implementasi dilakukan dengan uji coba kelompok 

kecil besar. Evaluasi untuk menilai keberhasilan produk untuk meningkatkan motivasi 

belajar siswa. Pada setiap tahapan ADDIE terdapat evaluasi yang dilakukan untuk 

mengetahui apa yang perlu diperbaiki (2) Kelayakan media pengembangan dapat dilihat 

dari hasil validasi para ahli yaitu dari ahli desain mendapatkan 100% dengan kategori 

“Sangat Layak”. Hasil validasi dari ahli materi mendapatkan 91,6% dengan kategori 

“Sangat Layak”. Hasil validasi dari ahli media mendapakan 80% dengan kategori 

“Layak”. Hasil validasi angket motivasi belajar mendapatkan 94% dengan kategori 

“Sangat Layak”. (3) Hasil analisis data dari penggunaan media pembelajaran Flipbook 

Digital Berbasis Augmented Reality (AR) menunjukkan skor rata-rata 78% dengan 

kategori “Termotivasi”. Artinya media pembelajaran Flipbook Digital Berbasis 

Augmented Reality (AR) dapat memotivasi belajar siswa kelas IV MI Muhammadiyah 1 

Pare Kediri. 
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ABSTRACT 

Sepervisors Dr. Septiana Purwaningrum, M.Pd.I and Dr. Mochammad Desta Pradana, 

M.Pd., The development of an Augmented Reality (AR) based Digital Flipbook Learning 

Media to Increas Learning Motivation in IPAS Subject on the Topic of Historical 

Kingdoms in Indonesia for Grade IV, Second Semester at MI Muhammadiyah 1 Pare 

Kediri.Study Program of Madrasah Ibtidaiyah Teacher Education, Faculty of Tarbiyah, 

State Islamic Institue (IAIN) Kediri, 2025. 

Keywords: Development, Learing Media, Learning Motivation, Augmented Reality 

(AR) based Digital Flipbook, Historical Kingdoms in Indonesia. 

This research is motivated by the low learning motivation of students, particularly 

in IPAS subjects concerning the history of kingdoms in Indonesia. This lack of motivation 

stems from students perceiving historical material as difficult due to its lengthy narrative 

structure. Furthermore, the absence of innovative learning methods has led to boredom 

among students. Therefore, the researcher developed a learning media in the form of an 

Augmented Reality (AR) based Digital Flipbook for the IPAS subject. The research 

problem formulation is what is the procedure for developing the media, how feasible is it, 

and how does students learning motivation improve after using the Augmented Reality 

(AR) based Digital Flipbook media.? The researcher developed a learning media for the 

IPAS subject in the form of a Digital Flipbook Based on Augmented Reality (AR). This 

study aims to (1) identify the development procedure of the AR-based Digital Flipbook 

learning media, (2) determine the feasibility of the AR-based Digital Flipbook, and (3) 

assess the improvement in student’s learning motivation after using the AR -Based Digital 

Flipbook learning media. 

The research is a Research and Development (R&D) study using the ADDIE 

development model (analysis, design, development, implementation, and evaluation). 

Data were collected through interviews, observations, validation questionnaires, teacher 

response questionnaires, and student learning motivation questionnaires. Data analysis 

used a likert scale to measure the improvement in student learning motivation. 

The result of this research indicate the following: (1) The development procedure 

includes an analysis phase to identify problems and learning needs; a design phase to 

plan the AR based digital flipbook product, a development phase involving product 

creation and expert validation, an implementation phase including small and large group 

trials, and an evaluation phase to assess the effectiveness of the product in enhancing 

students’ learning motivation. In every stage of the ADDIE model, evaluations are 

conduvted to identify what needs to be improved. (2) The feasibility of the developed 

media is indicated from the design expert received a score 100% categorized as “Highly 

Feasible”. The material expert’s validation yielded 91,6%, also categorized as “Highly 

Feasible”. The media expert’s validation scored 80%, categorized as “Feasible”. The 

validation result of the learning motivation questionnaire was 94%, categorized as 

“Highly Feasible”. (3) Data analysis from the implementation of the AR-based Digital 

Flipbook learning media showed an average score of 78%, which falls under the 

“Motivated” category. This indicates that the AR-based Digital Flipbook learning media 

can effectively motivate fourth-grade students in their learning. 
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