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ABSTRAK 

                  Novi Angraini. 2026. Pengembangan Media Pembelajaran Flash Card 

Berbasis Augmented Reality Menggunakan Assemblr Edu pada Materi Sel Kelas VIII 

di SMPN 5 Kahayan Hilir. Tesis. Program Studi Magister Pendidikan Biologi, 

Universitas Palangka Raya. Dibawah bimbingan Adventus Panda, S.Si, M.Si dan 

Nahumi Nugrahaningsih, S.T, M.T, Ph.D. 

 

Perkembangan teknologi pendidikan menuntut inovasi media 

pembelajaran interaktif untuk membantu peserta didik memahami materi abstrak, 

seperti materi sel. Salah satu alternatif yang dapat digunakan adalah media flashcard 

berbasis Augmented Reality (AR) melalui aplikasi Assemblr Edu yang berpotensi 

meningkatkan keterlibatan dan kemampuan berpikir kritis peserta didik. Penelitian ini 

bertujuan untuk mengetahui kelayakan, kepraktisan, dan keefektifan media 

pembelajaran tersebut pada siswa kelas VIII di SMPN 5 Kahayan Hilir. 

Penelitian ini merupakan Research and Development (R&D) dengan 

model ADDIE yang meliputi tahap analisis, desain, pengembangan, implementasi, dan 

evaluasi. Instrumen penelitian berupa lembar validasi ahli, dan tes kemampuan berpikir 

kritis (pretest dan posttest). Hasil penelitian menunjukkan bahwa media dinyatakan 

sangat layak berdasarkan penilaian ahli materi sebesar 92%, ahli media sebesar 91%, 

dan ahli bahasa sebesar 90%. Media juga dinyatakan praktis dengan persentase respon 

guru sebesar 88% dalam kategori sangat baik. Keefektifan media ditunjukkan oleh 

peningkatan kemampuan berpikir kritis peserta didik dengan nilai N-Gain sebesar 

0,692 yang termasuk kategori sedang. Secara indikator, kemampuan berpikir kritis 

peserta didik berada pada kategori tinggi pada aspek membuat induksi, memfokuskan 

pertanyaan, serta bertanya dan menjawab; kategori cukup pada aspek menganalisis 

pertanyaan dan membuat deduksi; serta kategori rendah pada aspek mengamati dan 

mempertimbangkan hasil observasi, mengidentifikasi asumsi, serta membuat dan 

mengevaluasi keputusan. Dengan demikian, media flashcard berbasis Augmented 

Reality menggunakan Assemblr Edu dinyatakan layak, praktis, dan efektif, meskipun 

kemampuan berpikir tingkat tinggi (HOTS) masih perlu ditingkatkan melalui strategi 

pembelajaran yang lebih optimal. 

 

Kata kunci: Research and Development (R&D), ADDIE, flashcard, Augmented 

Reality, kemampuan berpikir kritis. 
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ABSTRACT 

 

Novi Angraini. 2026. Development of Augmented Reality-Based Flashcard 

Learning Media Using Assemblr Edu on Cell Material for Grade VIII Students at 

SMPN 5 Kahayan Hilir. Thesis. Master’s Program in Biology Education, Universitas 

Palangka Raya. Supervised by Adventus Panda, S.Si., M.Si., and Nahumi 

Nugrahaningsih, S.T., M.T., Ph.D. 

 

           The advancement of educational technology demands innovative interactive 

learning media to help students understand abstract concepts, such as cell biology. One 

alternative is Augmented Reality (AR)-based flashcards using the Assemblr Edu 

application, which have the potential to enhance student engagement and critical 

thinking skills. This study aims to determine the feasibility, practicality, and 

effectiveness of the developed learning media for eighth-grade students at SMPN 5 

Kahayan Hilir. This research employed a Research and Development (R&D) approach 

using the ADDIE model, which consists of analysis, design, development, 

implementation, and evaluation stages. The research instruments included expert 

validation sheets and a critical thinking skills test (pretest and posttest).  

The results showed that the developed media was categorized as highly 

feasible, with scores of 92% from material experts, 91% from media experts, and 90% 

from language experts. The media was also considered practical, as indicated by a 

teacher response rate of 88% in the very good category. Its effectiveness was 

demonstrated by an increase in students’ critical thinking skills, with an N-Gain score 

of 0.692, classified as moderate. Based on indicator analysis, students’ critical thinking 

skills were categorized as high in making inductions, focusing questions, and asking 

and answering questions; moderate in analyzing questions and making deductions; and 

low in observing and evaluating observational results, identifying assumptions, and 

making and evaluating decisions. Therefore, the AR-based flashcard media using 

Assemblr Edu is considered feasible, practical, and effective, although higher-order 

thinking skills (HOTS) still need to be improved through more optimal learning 

strategies. 

 

Keywords: Research and Development (R&D), ADDIE, flashcards, Augmented Reality, 

critical thinking skills. 
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