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INTISARI

Proses pembelajaran anatomi hewan masih memanfaatkan media seperti
buku, gambar, dan/atau poster. Hal ini belum cukup menarik minat peserta didik,
sehingga mengakibatkan peserta didik kurang memahami materi yang dipelajari.
Penelitian ini bertujuan untuk menghasilkan media pendukung yang menarik dan
mudah digunakan dalam proses pembelajaran. Menarik berarti menyenangkan dan
tidak membosankan. Penelitian dilakukan dengan beberapa tahapan dan metode
yang menghasilkan mobile learning augmented reality untuk mendukung
pembelajaran anatomi hewan. Mobile learning augmented reality ini
dikembangkan berdasarkan pada model konseptual mobile learning of animal
anatomy (MLAA) dan instructional design model (IDM) pembelajaran anatomi
hewan. Hasil penelitian menunjukkan bahwa pengguna memberikan tanggapan

positif dalam hal konsistensi, flesibilitas, estetika, kesesuaian, dan learnability.

Keyword : Anatomi Hewan; Mobile Learning; Augmented Reality; Model
Konseptual MLAA; Model Instructional Design



ABSTRACT

The learning process of animal uses media such as books, pictures, and/or
poster. It has not been enough to interest the learners, thus is can result the lack
of learners’ understanding in learning material. This research aims to create an
attractive and easy supporting media to be used in the learning process.
Attractive means fun and not boring. It conducted with several stages and
methods that produces mobile learning augmented reality to support the learning
of animal anatomy. Development mobile learning augmented reality conducted
based on the conceptual model of mobile learning of animal anatomy (MLAA) and
instructional design model (IDM) of learning animal anatomy. The result of this
research showed that of the respondents give a positive response in terms of

consistency, flexibility, aesthetic, suitability, and learnability.

Keywords : animal anatomy; mobile learning; augmented reality; MLAA
conceptual model; instructional design model
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