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ABSTRAK

Seni Kasih Astria. 2026. Pengaruh Penggunaan Media Augmented reality Terhadap Hasil
Belajar Matematika Peserta Didik Kelas V SDN 6 Menteng. Skripsi. Program
Studi Pendidikan Guru Sekolah Dasar, Fakultas Keguruan dan Ilmu Pendidkan,
Universiras Palangka Raya. Pembimbing [: Dr. Abd. Rahman Azahari, M.Pd.
Pembimbing II: Dra. Simpun, M.Pd.

Kata Kunci: Augmented Reality, hasil belajar, matematika, media pembelajaran.

Penelitian ini bertujuan untuk mengetahui pengaruh penggunaan media pembelajaran
berbasis Augmented Reality terhadap hasil belajar matematika peserta didik kelas VA SDN 6
Menteng. Penelitian ini dilatarbelakangi oleh rendahnya hasil belajar matematika peserta
didik serta kurangnya konsentrasi peserta didik selama proses pembelajaran berlangsung.
Media Augmented Reality digunakan sebagai alternatif pembelajaran yang interaktif dan
menarik untuk membantu peserta didik memahami konsep matematika, khususnya materi
keliling bangun datar.

Penelitian ini menggunakan pendekatan kuantitatif dengan desain One Group
Pretest-Posttest Design. Populasi sekaligus sampel penelitian adalah seluruh peserta didik
kelas VA SDN 6 Menteng yang berjumlah 28 peserta didik. Teknik pengumpulan data
dilakukan melalui observasi, tes, dan dokumentasi. Instrumen penelitian berupa soal pretest
dan posttest yang telah diuji validitas dan reliabilitasnya. Analisis data dilakukan
menggunakan uji normalitas Shapiro-Wilk dan uji hipotesis Wilcoxon Signed Rank Test
dengan bantuan program SPSS versi 27.

Hasil penelitian menunjukkan bahwa nilai rata-rata pretest peserta didik sebesar
57,14 meningkat menjadi 81,43 pada posttest. Hasil uji Wilcoxon Signed Rank Test
memperoleh nilai Asymp. Sig. (2-tailed) sebesar <0,001 atau lebih kecil dari 0,05, sehingga
Ho ditolak dan H, diterima. Dengan demikian, dapat disimpulkan bahwa terdapat pengaruh
signifikan penggunaan media pembelajaran berbasis Augmented Reality terhadap hasil
belajar matematika peserta didik kelas VA SDN 6 Menteng. Penggunaan media Augmented
Reality mampu meningkatkan minat, fokus, dan keaktifan peserta didik selama proses
pembelajaran sehingga hasil belajar matematika meningkat.
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ABSTRACT

Seni Kasih Astria. 2026. The Effect of Using Augmented Reality Media on the Mathematics
Learning Outcomes of Fifth Grade Students at SDN 6 Menteng. Thesis. Elementary
School Teacher Education Study Program, Faculty of Teacher Training and
Education, Universitas Palangka Raya. Advisor I: Dr. Abd. Rahman Azahari, M.Pd.
Advisor II: Dra. Simpun, M.Pd.

Keywords: Augmented Reality, learning outcomes, mathematics, learning media.

This study aimed to determine the effect of using Augmented Reality-based learning
media on the mathematics learning outcomes of fifth-grade students at SDN 6 Menteng.
This research was motivated by the low mathematics learning outcomes and the lack of
students’ concentration during the learning process. Augmented Reality media was used as
an interactive and engaging learning alternative to help students understand mathematical
concepts, especially the topic of perimeter of plane figures.

This study employed a quantitative approach with a One Group Pretest-Posttest
Design. The population as well as the sample consisted of all 28 students of class VA at
SDN 6 Menteng. Data collection techniques included observation, tests, and documentation.
The research instruments were pretest and posttest questions that had been tested for validity
and reliability. Data analysis was conducted using the Shapiro-Wilk normality test and the
Wilcoxon Signed Rank Test with the assistance of SPSS version 27.

The results showed that the average pretest score of students was 57.14, which
increased to 81.43 in the posttest. The Wilcoxon Signed Rank Test result obtained an
Asymp. Sig. (2-tailed) value of <0.001, which was smaller than 0.05. Therefore, Ho was
rejected and H, was accepted. It can be concluded that there was a significant effect of using
Augmented Reality-based learning media on the mathematics learning outcomes of fifth-
grade students at SDN 6 Menteng. The use of Augmented Reality media was able to
increase students’ interest, focus, and activeness during the learning process, thereby
improving their mathematics learning outcomes.
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