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ABSTRAK 

LUTFI NUR AEINNA YAHYA. Pembimbing Dr. Muhammad Ilman Nafi’an, 

M.Pd dan Puspoko Ponco Ratno, M.T, Pengembangan Media Digital Augmented 

reality Materi Bangun Ruang Kelas V. Program Studi Pendidikan Guru Madrasah 

Ibtidaiyah, Fakultas Tarbiyah dan Ilmu Keguruan, Universitas Islam Negeri (UIN) 

Syekh Wasil Kediri, 2026.  

Kata Kunci : Pengembangan, Media Digital, Augmented reality 

Guna meningkatkan ilmu pengetahuan dan teknologi serta memudahkan 

siswa dalam belajar, inovasi media pembelajaran seperti Augmented reality dapat 

digunakan sebagai media yang dapat diganakan dalam proses pembelajaran. 

Tujuan pengembangan ini adalah sebagai berikut: 1) Mengetahui Proses 

Pengembangan Media Digital Augmented reality Materi Bangun Ruang Kelas V; 

2) Mengetahui Kelayakan Pengembangan Media Digital Augmented reality 

Materi Bangun Ruang Kelas V; 3) Mengetahui Keefektifan Media Digital 

Augmented reality Materi Bangun Ruang Kelas V.  

Penilitian ini menggunakan model pengembangan ADDIE (Analyze, Design, 

Development, Implementation, Evaluation) sebagai pedoman dalam penyusunan 

media dan implementasinya. Menghasilkan sebuah produk pengembangan media 

pembelajaran digital augmented reality untuk mata pelajaran matematika dengan 

materi bangun ruang. Pengumpulan data dalam penelitian ini dilakukan dengan 

wawancara, angket, pretest dan posttest, dan dokumentasi. 

Hasil penelitian dan pengembanagn ini adalah (1) Pengembangan media 

didasari tahapan-tahapan ADDIE. (2) Uji Kelayakan untuk media digital 

augmented reality  menunjukkan hasil presentase validator ahli media sebesar 

97%, validator ahli desain 98%, validator ahli materi 94%, dan validator ahli 

evaluasi 94%. Klasifikasi berdasarkan kategori kelayakan media pembelajaran 

digital augmented reality  berada dalam kategori “sangat layak” dengan rentang 

presentase 81-100%. Hasil yang diperoleh dari para ahli mencapai rata-rata nilai 

sebesar 95%. Kesimpulan yang diperoleh menunjukkan bahwa materi dalam 

media digital augmented relity dikembangkan sesuai rekomendasi dan sesuai 

untuk diterapkan kepada siswa kelas V MI miftahul Huda. (3) Keefiktifan media 

pembelajaran digital augmented reality menggunakan pengumpulan data berupa 

pretest dan posttest,  mendapat hasil nilai pretest rata-rata 64 pada kelompok kecil 

serta 94 pada posttest, nilai rata-rata 53 pada kelompok besar serta 88 pada 

posttest, diuji dengan menggunakan rumus N-Gain scroe yang menghasilkan skor 

0,7890 dan persentase N-gain sebesar 78%, menunjukkan bahwa media digital 

augmented reality berhasil meningkatkan hasil belajar siswa kelas V MI Miftahul 

Huda. 
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ABSTRACT 

LUTFI NUR AEINNA YAHYA. Supervisors: Dr. Muhammad Ilman Nafi’an, 

M.Pd. and Puspoko Ponco Ratno, M.T. The Development of an Augmented 

Reality Digital Media for Solid Geometry Material for Fifth Grade Students. 

Department of Madrasah Ibtidaiyah Teacher Education, Faculty of 

Tarbiyah and Teacher Training, Syekh Wasil State Islamic University (UIN) 

Kediri, 2026.Keywords: Development, Digital Media, Augmented reality 

Keywords: Development, Digital Media, Augmented Reality 

In order to enhance science and technology and facilitate students’ learning, 

innovative learning media such as Augmented Reality can be utilized as 

instructional media in the learning process. The objectives of this development 

study are: (1) to determine the development process of Augmented Reality digital 

media for solid geometry material in Grade V; (2) to determine the feasibility of 

the developed Augmented Reality digital media for solid geometry material in 

Grade V; and (3) to determine the effectiveness of the Augmented Reality digital 

media for solid geometry material in Grade V. 

This study employed the ADDIE development model (Analyze, Design, 

Development, Implementation, and Evaluation) as a guideline for designing the 

media and implementing it. The study produced an Augmented Reality-based 

digital learning media product for mathematics, specifically on solid geometry 

material. Data were collected through interviews, questionnaires, pretests and 

posttests, and documentation. 

The results of this research and development are as follows. (1) The media 

development process was carried out based on the stages of the ADDIE model. 

(2) The feasibility test of the Augmented Reality digital media showed validation 

percentages of 97% from the media expert, 98% from the design expert, 94% from 

the material expert, and 94% from the evaluation expert. Based on the feasibility 

criteria, the Augmented Reality digital learning media was classified as “highly 

feasible,” with a percentage range of 81–100%. The average score obtained from 

all experts reached 95%. These findings indicate that the material contained in 

the Augmented Reality digital media was developed according to expert 

recommendations and is suitable for implementation for fifth-grade students of 

MI Miftahul Huda. (3) The effectiveness of the Augmented Reality digital learning 

media was measured using pretest and posttest data. The small-group trial 

obtained an average pretest score of 64 and an average posttest score of 94, while 

the large-group trial obtained an average pretest score of 53 and an average 

posttest score of 88. The data were analyzed using the N-Gain score formula, 

resulting in an N-Gain score of 0.7890 and an N-Gain percentage of 78%. These 

findings indicate that the Augmented Reality digital media successfully improved 

the learning outcomes of fifth-grade students at MI Miftahul Huda. 
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