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INTISARI

Pada proses pembelajaran limu Pengetahuan Alam (IPA) di tingkat Sekolah
Menengah Pertam (SMP) masih terdapat kendala berupa penggunasn metode
pembelajran vang  konvensional, kurangnya keterlibatan siswa dalam proses
pembalarjan, serta materi yang bersifat abstrak sehingga menyebabkan miskonsepsi
pada siswa. Permasalahn seupa juga liternukan di sekolah SMP Muhammadiyah
01 Kota Probolingga. ﬁma pnmmh:lm IPA masih didominasi metode
kl::lm-ﬂnsmunl..hﬂh:llman mﬂﬁt I ; sjaran interaktif, selain itu kesulitan siswa
dalam - membedakan h:uiq: ﬂﬁr senyawa,  dan m;:runm seria
mmlﬁmuﬁmltuu struktur partikelnya. Oleh karena ftu, diperlukan media
pembels alternatif yang lebih interakiif daf visual untuk mendukung proses

Penelition ini bertujuan untuk mersncang media pemhﬁ&jmtﬂmﬁlf
m..{lgimmerf Reality (AR) berbasis marker-based serta ﬁﬂ#lahm
Tﬁ)gka’l' penerimasn pengguna terhadap media pemhalajm intoruktif yang
dikembangkan berdasarkan beberapa sspek pengujian. i!mgﬂmhm media
p@dn}mn interaktif dilakukan menggunakan WWM]UPmnm
Life Cyele (MDLC). yang. melipuii- tahap mnr.am sdesign; moierial’ collecting,
a:n:ﬂﬁm mhm

Hasil penelition menjukkan bshwa media pembelajaran interaktif vang
dikembangkan dapat d|tmmﬂ;hmdmmmleh nilai di atns 84%
pada seluruh aspek pengujian. .ésl.:nek pen.l.aﬁaman .m:.u;ri memperoleh nila indeks
tertinggi sebesar 86,82%, sedangkan aspek kualitas desain dan visual aplikasi
memperoleh nilai indeks térendah sebesar 84.09%. Media pembelajaran interaktif
ini diharapkan dapat dimanfaatkan sebagai media pendukung pembalajaran IPA
yang lebih interaktif bagi siswa SMP,

Kata kunel: Augmented Reality, Media Pembelajaran, MDLC, UAT, IPA
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ABSTRACT

The learning process of Natural Sciences (IPA) at the Junior High School
(SMP) level still faces several challenges. ncluding the wse of conventional
teaching methods. the lack of student involvement during the learning process, and
abstract leaming materials that often lead to misconceptions among students,
Similar problems were also found at SMP Mubammadiyah 01 Kota Probolinggo.
where science Ieamhg.\i_'irsti]! Wh}mnul methods and limited
interactive Jeaming medial In addition, students expérence  difficulties in
dislingl.ﬂiihg the concepts of elements. compounds, and mixtures. as well as
Illillh'mg their pm‘lmm Therefore, an M{Earhﬁlg medium that
is more interactive and visual is needed to support the leaming proce

This study aims to design an interactive learning medis using Augmented
Reality (AR} based on marker-based technology and to determine the Tevel of user
acceptance of the developed interactive learning media based on several testing
u_pwts._ The development of the interactive leaming media was. currﬂdut using
the Multimedia Development Life Cycle (MDLC) uﬂuﬁ. which ﬁunmts of the
stajEERCovhicey . design, matetial eallecting, ssenfE IR, arSiribution.

The results of this study indicate that the

media was accepted by mﬂmw\ﬂﬂ% in all testing aspects.
The material comprehension aspect achieved the highest index score of 86.82%.
while the application design and visual quality aspect obtained the lowest index

interactive leaming

score of 84.09%. This interactive leaming media is expected to be wtilized as a
supporting science leaming media that provides a more inferactive leaming
experience for junior high school students.

Keyword: Augmented Reality, Learning Media, MDLC, UAT, Science Leaming
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