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ABSTRAK 

Bagyana, M, Fathur. 2023. “Efektifitas Model Pembelajaran Discovery Learning 

Berbasis Gusjigang berbantuan Augmented Reality Terhadap 

Kemampuan Pemahaman Konsep Matematis Peserta didik Kelas 5 SD 

3 Barongan Kudus” Pendidikan Matematika. Universitas Muria Kudus. 
Dosen Pembimbing (1) Savitri Wanabuliandari, S.Pd., M.Pd. (2) Dr. 

Sumaji, S.Pd., M.Pd. 

Kata Kunci : Gusjigang berbantuan Augmented Reality, Kemampuan Pemahaman 

Konsep Matematis, Model Pembelajaran Discovery Learning  

Pendidikan memiliki kaitan erat dengan adanya proses pembelajaran. 

Namun, proses pembelajaran menggunakan metode ceramah dan hanya dengan 

media buku paket dan pendukung LKS dapat menyebabkan rendahnya kemampuan 

pemahaman konsep matematis. Hal ini dibuktikan dari hasil tes studi pendahuluan 

di SD 3 Barongan Kudus yang memperoleh hasil belum maksimal dengan 

persentasi  nilai rata-rata pemahaman konsep matematis masih 36%. Tujuan dari 

penelitian ini yaitu 1) menganalisis kemampuan pemahaman konsep matematis 

menggunakan model discovery learning berbasis Gusjigang berbantuan Augmented 

Reality memenuhi Kriteria Ketercapaian Tujuan Pembelajaran (KKTP), 2) 

menganalisis perbedaan rata–rata kemampuan pemahaman konsep matematis 

peserta didik sebelum dan sesudah menggunakan model discovery learning 

berbasis Gusjigang berbantuan Augmented Reality, dan 3) menganalisis 

peningkatan kemampuan pemahaman konsep matematis sesudah menggunkan 

model discovery learning berbasis Gusjigang berbantuan Augmented Reality.  

Jenis penelitian ini merupakan penelitian kuantitatif dengan metode 

eksperimen berbentuk pre-experimental design yaitu the one group pretest-postest 

design.  Penelitian ini dilakukan di kelas V SD 3 Barongan dengan subjek penelitian 

20 peserta didik dengan populasi adalah peserta didik kelas V di SD 3 Barongan 

Kudus. Teknik pengumpulan data meliputi tes, angket, wawancara dan 

dokumentasi. Analisis instrumen penelitian melalui validitas, tingkat kesukaran, 

reliabilitas dan daya pembeda. Analisis data uji hipotesis 1 menggunakan uji 

statistic descrptive, uji hipotesisi 2 menggunakan uji statistic descrptive,  dan 

hipotesis 3 menggunakan uji n-gain. 

Hasil penelitian menunjukan, 1) kemampuan pemahman konsep peserta 

didik memenuhi nilai diatas Kriteria Ketercapaian Tujuan Pembelajaran (KKTP), 

2) rata-rata kemampuan pemahaman konsep matematis peserta didik sesudah 

menggunkan model discovery learning berbasis Gusjigang berbantuan Augmented 

Reality lebih baik dari sebelumnya, 3) peningkatan kemampuan pemahaman 

konsep peserta didik sesudah menggunakan model pembelajaran discovery 

learning berbasis Gusjigang berbantuan augmented reality diperoleh hasil N-Gain 

sebesar 0,57 dengan kriteria sedang. Kesimpulan penelitian ini yaitu terdapat 

efektifitas discovery learning berbasis Gusjigang berbantuan Augmented Reality 

terhadap kemampuan pemahaman konsep matematis peserta didik. Upaya untuk 

meningkatkan kemampuan pemahaman konsep matematis disarankan untuk 

menerapkan model discovery learning untuk materi lainnya. 
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ABSTRACT 

Bagyana, M, Fathur. 2023. "Effectiveness Students Mathematical Concepts 

Understand of Discovery Learning Model base on Gusjigang assisted 

by Augmented Reality of Class 5 Students at SD 3 Barongan Kudus" 

Mathematics Education. Universitas Muria Kudus. Supervisor (1) Savitri 

Wanabuliandari, S.Pd., M.Pd. (2) Dr. Sumaji, S.Pd., M.Pd. 

Keywords: Discovery Learning Models, Gusjigang assisted by Augmented 

Reality, Mathematical Concepts Understand 

Education is closely related to the learning process. However, the learning 

process using the lecture method and only using textbooks and supporting 

worksheets can result in low ability to mathematical concepts understand. This is 

proven by the results of the preliminary study test at SD 3 Barongan Kudus which 

obtained less than optimal results with the average percentage score for 

mathematical concepts understand still being 36%. The objectives of this research 

are 1) to analyze the ability to mathematical concepts understand using the 

Gusjigang-based discovery learning model assisted by Augmented Reality to meet 

the Learning Objective Achievement Criteria (KKTP), 2) to analyze the average 

difference in students' ability to mathematical concepts understand before and after 

using the discovery learning model Gusjigang-based with the help of Augmented 

Reality, and 3) analyzing the increase in the ability to mathematical concepts 

understand after using the Gusjigang-based discovery learning model with the help 

of Augmented Reality.  

This type of research is quantitative research with an experimental method 

in the form of a pre-experimental design, namely the one group pretest-posttest 

design. This research was conducted in class V at SD 3 Barongan with research 

subjects of 20 students with the population being class V students at SD 3 Barongan 

Kudus. Data collection techniques include tests, questionnaires, interviews and 

documentation. Analysis of research instruments through validity, level of 

difficulty, reliability and distinguishing power. Analysis of data for hypothesis 1 

testing using descriptive statistical tests, hypothesis 2 testing using descriptive 

statistical tests, and hypothesis 3 using the n-gain test. 

The results of the research show, 1) the ability to understand students' 

concepts meets the score above the Learning Objective Achievement Criteria 

(KKTP), 2) the average ability to mathematical concepts understand after using the 

Gusjigang-based discovery learning model assisted by Augmented Reality is better 

than before, 3) Increasing students' ability to mathematical concepts understand 

after using the Gusjigang-based discovery learning model assisted by augmented 

reality resulted in an N-Gain of 0.57 with medium criteria. The conclusion of this 

research is that there is effectiveness of Gusjigang-based discovery learning 

assisted by Augmented Reality on students' ability to mathematical concepts 

understand. Efforts to improve the ability to mathematical concepts understand are 

recommended to apply the discovery learning model to other materials. 
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