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ABSTRAK

Budi, Bismantaka Rastya. 2024. Pengembangan Media Pembelajaran Virtual
Reality Berbantuan Millealab Pada Materi Volume Bangun Ruang Kelas V
Sekolah Dasar. Skripsi Jurusan Pendidikan Guru Sekolah Dasar, FKIP,
Universitas Muhammadiyah, Pembimbing: (I) Falistya Roisatul Mar’atin
Nuro, M.Pd (IT) Abdurohman Muzakki, S.Or., M.Pd

Kata Kunci : Media Pembelajaran, Virtual Reality, Bangun Ruang

Tujuan dari penelitian ini yaitu untuk mengetahui pengembangan media
pembelajaran virtual reality berbantuan millealab pada materi bangun ruang siswa
kelas 5 sekolah dasar. Hal ini dilakukan karena siswa di SDN Sengon 01 mudah
bosan dan media pembelajaran yang digunakan di sekolah tersebut kurang
inovatif pada pelajaran matematika khususnya materi bangun ruang. Berdasarkan
analisis kebutuhan yang terdapat di SDN Sengon 01, maka dibutuhkan media
pembelajaran yang interaktif sebagai penunjang pembelajaran materi bangun
ruang.

Penelitian ini menggunakan model penelitiandan pengembangan ADDIE
(analyze, design, development, implementation, evaluation). Subjek penelitian ini
yaitu siswa kelas V.- SDN Sengon 01 yang berjumlah 25. Teknik pengumpulan
data yang digunakan meliputi observasi, wawancara, angket dan dokumentasi.
Teknik analisis data yang dilakukan yaitu analisis data kualitatif dan analisis data
kuantitatif.

Pengembangan media pembelajaran virtual reality berbantuan millealab
pada materi bangun ruang untuk siswa kelas V sekolah dasar mendapatkan hasil
validasi materi sebesar 87,5% dan validasi media sebesar 86%, Kedua validasi
tersebut masuk dalam Kkategori sangat valid untuk di implementasikan.
Berdasarkan angket hasil respon siswa dan guru media virtual reality praktis
digunakan dengan persentase 96% (guru) dan 97% (siswa) , dan efektif efektif
yang dibuktikan dengan uji efektivitas pre-test dan post-test diperoleh nilai rata-
rata pretest sebesar 38 dan posttest 85. Hasil perhitungan N-Gain rata-rata di atas,
diperoleh sebesar 0,76 atau 76%. Hasil uji N-Gain sebesar 0,76 yang masuk
dalam kriteria efektif bagi siswa dalam pembelajaran. Jadi, media pembelajaran
virtual reality berbantuan aplikasi millealab dapat dikatakan efektif bagi siswa
dalam pembelajaran bangun ruang.
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ABSTRACT

Budi, Bismantaka Rastya. 2024. Development of Virtual Reality Learning Media
Assisted by Millealab on Geometry of Grade V Elementary School. Thesis,
Department of Elementary School Teacher Education, FKIP,
Muhammadiyah University, Supervisor: (I) Falistya Roisatul Mar atin
Nuro, M.Pd (I1) Abdurohman Muzakki, S.Or., M.Pd

Keywords : Learning Media, Virtial Reality, Geometry

The purpose of this study was to determine the development of virtual
reality learning media assisted by millealab on spatial geometry material for
grade 5 elementary school students. This was done because students at SDN
Sengon 01 get bored easily and the learning media used at the school is less
innovative in mathematics lessons, especially spatial geometry material. Based on
the needs analysis at SDN Sengon 01, interactive learning media are needed to
support learning of spatial geometry material.

This study uses the ADDIE research and development model (analyze,
design, development, implementation, evaluation). The subjects of this study were
25 grade V students of SDN Sengon 01. Data collection techniques used included
observation, interviews, questionnaires and documentation. Data analysis
techniques used were qualitative data analysis and quantitative data analysis.

The development of virtual reality learning media assisted by millealab on
spatial geometry material for grade V elementary school students obtained
material validation results of 87.5% and media validation of 86%. Both
validations are included in the very valid category for implementation. Based on
the questionnaire of student and teacher responses, virtual reality media is
practically used with a percentage of 96% (teachers) and 97% (students), and is
effective as evidenced by the effectiveness test of the pre-test and post-test, the
average pretest value is 38 and the posttest is 85. The results of the average N-
Gain calculation above are 0.76 or 76%. The results of the N-Gain test are 0.76
which is included in the effective criteria for students in learning. So, virtual
reality learning media assisted by the millealab application can be said to be
effective for students in learning spatial figures.
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