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INTISARI

Pembelajaran bahasa Inggris di tingkat sekolah dasar memiliki peranan
penting sebagai dasar penguasaan bahasa asing. Namun, metode konvensional yang
sering digunakan seperti buku teks dan papan tulis dianggap kurang menarik dan
membuat siswa cepat bosan. Permasalahan pada SDN Minomartani 1 di mana
metode pengajaran masih konvensional, sehingga mengakibatkan kurangnya minat
belajar bahasa Inggris siswa pada kelas 2 dan beberapa siswa kesusahan dalam
memahami kosakata bahasa Inggris. Oleh karena itu, dibutuhkan media
pembelajaran yang interaktif dan menyenangkan, salah satu medianya adalah
Augmented Reality. Penelitian ini mencakup pengembangan aplikasi augmented
reality, dilakukan menggunakan metode Multimedia Development Life Cycle
(MDLC) yang meliputi tahapan: concept, design, material collecting, assembly,
testing, dan distribution. Aplikasi dibuat menggunakan Unity serta diuji melalui
metode blackbox testing dan evaluasi pretest dan posttest terhadap siswa kelas 2
SDN Minomartani 1, serta melakukan uji n-gain untuk mengetahui efektivitas dari
hasil pretest posttest. Dengan adanya aplikasi augmented reality ini, diharapkan
dapat memberikan pengalaman belajar yang lebih menarik, meningkatkan minat
siswa dalam mempelajari bahasa Inggris, serta menjadi solusi alternatif terhadap
metode pembelajaran konvensional. Selain itu, hasil dari penelitian ini juga dapat

dijadikan referensi dalam pengembangan media pembelajaran interaktif lainnya.

Kata kunci: Augmented Reality, Minat Belajar, Bahasa Inggris, Interaktif
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ABSTRACT

English learning at the elementary school level has an important role as the
basis for mastering foreign languages. However, conventional methods that are
often used such as textbooks and blackboards are considered less attractive and
make students quickly bored. The problem at SDN Minomartani 1 is that the
teaching method is still conventional, resulting in low student interest in learning
English among second-grade and the difficulty some students have in
understanding English vocabulary. Therefore, interactive and fun learning media
is needed, one of which is Augmented Reality. This research includes the
development of augmented reality applications, carried out using the Multimedia
Development Life Cycle (MDLC) method which includes the stages of: concept,
design, material collecting, assembly, testing, and distribution. The application was
created using Unity and tested through the blackbox testing method and pretest
posttest evaluation on 2nd grade students of SDN Minomartani 1, as well as n-gain
testing to determine the effectiveness of the pretest and posttest results. This
augmented reality application is expected to offer a more engaging learning
experience, increase students' interest in learning English, and serve as an
alternative to conventional teaching methods. In addition, the results of this
research can serve as a reference for future development of interactive learning

media.

Keyword: Augmented Reality, Learning Interest, English Vocabulary, Interactive
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