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ABSTRAK

Putri, Dian. 2026. Pengembangan Media Buku Cerita Bergambar: “Si1 Pesut
Mahakam yang Rindu Sungai Jernih” dengan Fitur Augmented Reality pada
Siswa Kelas V SD Negeri 6 Langkai. Program Studi Pendidikan Guru
Sekolah Dasar, Fakultas Keguruan dan Ilmu Pendidikan, Universitas
Palangka Raya. Pembimbing: (1) Dr. Diplan, M.Pd. (2) Carolina Fransiska,
M.Pd.

Kata kunci: buku cerita bergambar, Augmented Reality (AR), media pembelajaran,
Pesut Mahakam, pendidikan lingkungan, model ADDIE.

Penelitian 1n1 dilatarbelakangi oleh terbatasnya penggunaan media
pembelajaran berbasis teknologi di sekolah dasar, di mana pembelajaran masih
didominasi oleh buku teks dan metode ceramah sehingga kurang menarik dan
interaktif bagi peserta didik. Penelitian in1 bertujuan untuk mengembangkan media
pembelajaran berupa buku cerita bergambar berbasis Augmented Reality (AR) yang
berjudul “Si Pesut Mahakam yang Rindu Sungai Jernih™ pada siswa kelas V SD
Negeri 6 Langkai sebagai media pembelajaran yang inovatif, interaktif, dan
bermuatan pendidikan lingkungan.

Model penelitian yang digunakan adalah model ADDIE yang meliputi lima
tahapan, yaitu Analysis, Design, Development, Implementation, dan Evaluation.
Teknik pengumpulan data dilakukan melalui observasi, wawancara, serta validasi
oleh ahli bahasa dan ahli media. Produk yang dikembangkan berupa buku cerita
bergambar yang dilengkapi dengan fitur AR, seperti animasi tiga dimensi, audio
narasi, dan objek interaktif yang dapat diakses melalui pemindaian menggunakan
perangkat digital.

Hasil penelitian menunjukkan bahwa media buku cerita bergambar berbasis
Augmented Reality “Si Pesut Mahakam yang Rindu Sungai Jernith” dinyatakan
layak digunakan sebagai media pembelajaran. Hasil validasi ahli menunjukkan
bahwa aspek kebahasaan dan media berada pada kategori baik hingga sangat baik.
Selain itu, hasil uji coba menunjukkan bahwa media mampu meningkatkan
antusiasme, minat membaca, dan keterlibatan siswa dalam proses pembelajaran.
Dengan demikian, media yang dikembangkan dapat menjadi alternatif media
pembelajaran yang inovatif dan efektif dalam menanamkan nilai kepedulian
lingkungan, tanggung jawab, dan pentingnya menjaga kelestarian Sungai
Mahakam.
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ABCTRACT

Putri, Dian. 2026. Development of a Picture Storybook Media: “The Mahakam
Dolphin Who Longed for a Clear River with Augmented Reality Features
for Fifth-Grade Students of 6 Elementary School Langkai”. Undergraduate
Thesis, Elementary School Teacher Education Study Program, Faculty of
Teacher Training and Education, Palangka Raya University. Supervisors:
(1) Dr. Diplan, M.Pd. (2) Carolina Fransiska, M.Pd.

Keywords: picture storybook, Augmented Reality (AR), learning media, Mahakam
dolphin, environmental education, ADDIE model.

This study was motivated by the limited use of technology-based learning
media in elementary schools, where learning activities are still dominated by
textbooks and lecture methods, making the learning process less engaging and
interactive for students. The purpose of this study was to develop an Augmented
Reality (AR)-based picture storybook entitled The Mahakam Dolphin Who Longed
for a Clear River for fifth-grade students at 6 Elementary School Langkai as an
innovative, interactive, and environmentally oriented learning medium.

This study employed the ADDIE development model, which consists of five
stages: Analysis, Design, Development, Implementation, and Evaluation. Data
were collected through observations, interviews, and validations conducted by
language and media experts. The developed product was a picture storybook
integrated with AR features, including three-dimensional animations, audio
narration, and interactive objects that can be accessed by scanning the book using
digital devices.

The results showed that the Augmented Reality-based picture storybook “Si
Pesut Mahakam yang Rindu Sungai Jernih” (The Mahakam Dolphin Who Longed
for a Clear River) was feasible to use as a learning medium. Expert validation
indicated that both the language and media aspects were categorized as good to very
good. Furthermore, the trial results demonstrated that the media increased students’
enthusiasm, reading interest, and engagement in the learning process. Therefore,
the developed media can serve as an innovative and effective alternative learning
medium for fostering environmental awareness, responsibility, and the importance
of preserving the Mahakam River.
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