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Media pembelajaran memiliki peran penting dalam menunjang tercapainya
tujuan pembelajaran. Media pembelajaran yang menarik dan sesuai dengan
kebutuhan siswa dapat meningkatkan indeks keberhasilan pembelajaran.
Berdasarkan hasil observasi dan wawancara yang dilakukan peneliti pada salah satu
lembaga pendidikan SDIT Al-Asror Ringinpitu Tulungagung, atensi siswa selama
kegiatan pembelajaran masih kurang terutama pada mata pelajaran matematika. Hal
tersebut dikarenakan guru jarang menggunakan media yang variatif dan cenderung
terpaku pada buku pelajaran atau buku LKS. Oleh karena itu diperlukan media
pembelajaran yang dapat menarik perhatian siswa selama proses pembelajaran.

Tujuan dari penelitian ini adalah untuk mengetahui analisis kebutuhan,
desain rancangan media, proses pengembangan, proses implementasi, dan evaluasi
media pembelajaran ular tangga menggunakan teknologi AR (augmented reality)
pada mata pelajaran matematika materi bangun ruang fase A kelas Il SD/MI.
Pendekatan penelitian ini menggunakan metode penelitian dan pengembangan atau
research and development. Model pengembangan dalam penelitian ini
menggunakan model ADDIE yang melalui lima tahap yaitu analisis, desain,
development/pengembangan, implementasi, dan evaluasi. teknik pengumpulan data
dilakukan dengan cara observasi, wawancara, angket, dan dokumentasi. Uji coba
produk dilakukan 2 kali yaitu uji coba kelompok kecil dan uji coba kelompok besar.

Hasil penelitian ini menunjukkan bahwa kualitas pengembangan media
pembelajaran ular tangga menggunakan teknologi AR (augmented reality) pada
mata pelajaran matematika materi bangun ruang fase A kelas Il SD/MI
mendapatkan hasil persentase validasi dari ahli materi sebesar 90,6%, ahli bahasa
93% dan ahli media 92% dengan kriteria masing-masing “sangat baik”. Hasil uji
lapangan berdasarkan respon siswa diperoleh presentase sebesar 91,5% dengan
kriteria sangat baik, dan hasil belajar peserta didik berdasarkan perbandingan total
nilai pretest 1270 dan total nilai posttest 1750 terdapat peningkatan sebesar 45,7%.
Berdasarkan hasil penelitian, bahwa media yang dikembangkan layak dijadikan
sebagai media pembelajaran dan dapat menstimulus atensi siswa.
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Learning media has an important role in supporting the achievement of
learning objectives. Learning media that is interesting and in accordance with the
needs of students can increase the index of learning success. Based on the results
of observations and interviews conducted by researchers at one of the educational
institutions SDIT Al-Asror Ringinpitu Tulungagung, student attention during
learning activities is still lacking, especially in mathematics subjects. This is
because teachers rarely use varied media and tend to stick to textbooks or LKS
books. Therefore, learning media is needed that can attract students' attention during
the learning process.

The purpose of this study is to determine the needs analysis, media design
design, development process, implementation process, and evaluation of snakes and
ladders learning media using AR (augmented reality) technology in mathematics
subjects in grade 11 SD / MI. This research approach uses research and development
methods. The development model in this study uses the ADDIE model which goes
through five stages namely analysis, design, development / development,
implementation, and evaluation. data collection techniques are carried out by means
of observation, interviews, questionnaires, and documentation. Product trials were
conducted twice with small group trials and large group trials.

The results of this study indicate that the quality of the development of
snakes and ladders learning media using AR (augmented reality) technology in
mathematics subjects in class 11 SD / Ml get the percentage results of material expert
validation of 90.6%, language experts 93% and media experts 92% with very good
criteria respectively. Field test results based on student responses obtained a
percentage of 91.5% with very good criteria and student learning outcomes based
on the comparison of the total pretest score of 1270 and the total posttest score of
1750 increased by 45.7%. Based on the results of the study, the developed media is
feasible to be used as learning media and can stimulate student attention.
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