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INTISARI

Sistem peredaran darah adalah suatu sistem organ yang berfungsi
mengangkut zat dan nutrisi dari sel dan ke sel. Organ yang berperan penting dalam
sistem peredaran darah adalah jantung. Pengenalan sistem peredaran darah manusia
mulai diajarkan di sekolah dasar pada kelas 5. Dari hasil studi pendahuluan di Ml
Ma’arif Giriloyo 1 mengenai sistem peredaran darah manusia masih menggunakan
media konvensional serta kurangnya alat peraga yang tersedia untuk menunjang
proses belajar mengajar. Akibatnya guru mengalami kesulitan dalam menarik
perhatian siswa, sehingga berdampak pada kurangnya minat dan motivasi siswa
untuk mempelajari materi sistem peredaran darah manusia.

Di zaman modern ini, proses pembelajaran membutuhkan media
pembelajaran yang disesuaikan dengan teknologi terkini untuk memudahkan proses
pembelajaran guru. Oleh karena itu, diperlukan inovasi untuk mengatasi
permasalahan tersebut yaitu dengan aplikasi berbasis Augmented Reality.
Teknologi Augmented Reality dipilih karena dapat mewujudkan objek virtual 3D
di dunia nyata secara real time. Penelitian ini bertujuan untuk mengembangkan
media pembelajaran sistem peredaran darah berbasis augmented reality untuk siswa
kelas 5.

Peneliti mengembangkan media pembelajaran aplikasi menggunakan
metode ADDIE yang terdiri dari lima tahap yaitu analysis, design, development,
implementation, dan evaluation. Sampel dalam penelitian ini adalah siswa kelas 5A
dan 5B MI Ma’arif Giriloyo 1. Teknik pengumpulan data menggunakan angket atau
kuesioner. Teknik analisis data menggunakan teknik analisis deskriptif kuantitatif.
Hasil penelitian menunjukan bahwa media yang dikembangkan sangat layak dan
memenuhi syarat untuk digunakan dalam pembelajaran. Hal tersebut dapat dilihat
dari hasil persentase penilaian keseluruhan validasi ahli media pada tiga aspek yaitu
aspek desain tampilan, aspek rekayasa perangkat lunak, dan aspek kelayakan sistem
dengan total rata — rata nilai seluruh aspek dari ahli media adalah 94% masuk dalam
kategori sangat layak, hasil persentase keseluruhan validasi ahli materi pada dua
aspek yaitu aspek materi pembelajaran dan aspek isi dengan total rata — rata nilai
seluruh aspek dari ahli materi 88% masuk dalam kategori sangat layak, sedangkan
hasil persentase keseluruhan uji usability dari aspek operability, learnability,
understandability, attractiveness diperoleh nilai 95% masuk dalam kategori sangat
baik, artinya tingkat kepuasan peserta didik terhadap aplikasi media pembelajaran
sistem peredaran darah manusia sangat baik.

Kata kunci: media pembelajaran, sistem peredaran darah manusia, augmented
reality.
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ABSTRACT

The circulatory system is an organ system that functions to transport
substances and nutrients from cell to cell. The organ that plays an important role in
the circulatory system is the heart. The introduction of the human circulatory system
begins to be taught in fifth grade elementary schools. From the results of a
preliminary study at MI Ma‘arif Giriloyo 1 regarding the human circulatory system,
it is still using conventional media, and the lack of teaching aids available to support
the teaching and learning process. As a result, teachers have difficulty attracting
students' attention, which has an impact on students' lack of interest and motivation
to study the material on the human circulatory system.

In this modern era, the learning process requires learning media adapted to
the latest technology to facilitate the teacher's learning process. Therefore,
innovation is needed to overcome these problems, namely with applications based
on Augmented Reality. Augmented Reality technology was chosen because it can
create 3D virtual objects in the real world in real-time. This study aims to develop
learning media for the circulatory system based on augmented reality for fifth grade
students.

Researchers developed application learning media using the ADDIE
methods which consist of five stages, namely analysis, design, development,
implementation, and evaluation. The sample in this study were students of class 5A
and 5B MI Ma‘arif Giriloyo 1. The data collection technique used a questionnaire.
The data analysis technique uses a quantitative descriptive analysis technique. The
results of the study show that the media developed is feasible and meets the
requirements for use in learning. This can be seen from the results of the percentage
assessment of the overall validation of media experts in three aspects, namely
aspects of display design, aspects of software engineering, and aspects of system
feasibility with a total average value of all aspects of media experts is 94% included
in the very feasible category, the overall percentage results of expert validation
material on two aspects, namely aspects of learning material and aspects of content
with a total average value of all aspects from material experts 88% included in the
very feasible category, while the percentage results for the overall assessment of
the usability test from the aspects of operability, learnability, understandability,
attractiveness obtained a value of 95% included in the very good category, meaning
that the level of student satisfaction with the application of learning media for the
human circulatory system is very good.

Keyword: learning media, the human circulatory system, augmented reality.
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