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ABSTRAK

Meida Prihatiningrum/A710180059. PENGEMBANGAN MEDIA
PEMBELAJARAN AUGMENTED REALITY SEBAGAI PENGENALAN
JENIS JARINGAN KOMPUTER.

Skripsi. Fakultas Keguruan dan llmu Pendidikan, Universitas Muhammadiyah
Surakarta. Januari, 2023.

Pelaksanaan pembelajaran masih menerapkan metode konvensional, dimana media
belajar yang digunakan adalah LKS yang memungkinkan siswa kurang tertarik dan
semangat pada saat pembelajaran berlangsung. Hal ini menyebabkan siswa terbatas
dalam memahami dan menguasai materi yang diberikan sehingga pembelajaran
kurang optimal. Penelitian ini bertujuan untuk mengembangkan media
pembelajaran augmented reality sebagai pengenalan jenis jaringan komputer yang
dilengkapi fitur animasi pada setiap jenis jaringan. Penelitian ini menggunakan
metode pengembangan R&D (Research and Development) dengan model
pengembangan MDLC versi Luther Sutopo. Uji coba media dilakukan kepada 16
orang partisipan SMK Muhammadiyah 3 Nogosari. Sebelum dilakukan uji coba
kepada partisipan, media pembelajaran ini divalidasi oleh 2 ahli media Dosen
Pendidikan Teknik Informatika dan 1 ahli materi guru mata pelajaran komputer dan
jaringan dasar dan 1 dosen Pendidikan Teknik Informatika. Hasil uji kelayakan ahli
media memiliki nilai interpretasi 90% dinyatakan sangat layak yang tervalidasi
sebesar 0,87 dinyatakan valid. Uji kelayakan ahli materi didapatkan nilai
interpretasi 85,25% dinyatakan sangat layak dengan validasi 0,81 yang dinyatakan
valid. Hasil uji pengguna yang dilakukan oleh 16 orang menggunakan System
Usability Scale (SUS) bernilai 87,34 pada kategori acceptable grade B.
Berdasarkan hasil pengujian yang dilakukan, media pembelajaran augmented
reality sebagai pengenalan jenis jaringan komputer sangat layak untuk digunakan.
Kata Kunci: Augmented Reality, Jenis Jaringan, Media Pembelajaran

vii



ABSTRACT

Meida Prihatiningrum/ A710180059. DEVELOPMENT OF AUGMENTED
REALITY LEARNING MEDIA AS AN INTRODUCTION TO COMPUTER
NETWORK TYPES. Thesis. Faculty of Teacher Training and Education,
Muhammadiyah University of Surakarta. January, 2023.

The implementation of learning still applies conventional methods, where the
learning media used is LKS which allows students to be less interested and
enthusiastic when learning takes place. This causes students to be limited in
understanding and mastering the material provided so that learning is not optimal.
This study aims to develop augmented reality learning media as an introduction to
the types of computer networks equipped with animation features on each type of
network. This study used the R&D (Research and Development) development
method with the Luther Sutopo version of the MDLC development model. The media
trial was conducted on 16 participants at SMK Muhammadiyah 3 Nogosari. Prior
to testing the participants, this learning media was validated by 2 media experts
Lecturer of Informatics Education and 1 subject matter expert teacher of computers
and basic networks and 1 lecturer of Informatics Engineering Education. The
results of the media expert feasibility test have an interpretation value of 90% which
is declared very feasible which is validated at 0.87 which is declared valid. The
material expert feasibility test obtained an interpretation value of 85.25% which
was stated to be very feasible with a validation of 0.81 which was declared valid.
The results of user tests carried out by 16 people using the System Usability Scale
(SUS) are worth 87.34 in the acceptable grade B category. Based on the results of
the tests carried out, augmented reality learning media as an introduction to types
of computer networks is very feasible to use.

Keywords: Augmented Reality, Network Types, Learning Media
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