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ABSTRACT 

Damayanti, Aira Puteri. 2024. Development of Magicbook Augmented Reality 

(MARI) Learning Media Based on Joglo Traditional House Ethnomathematics. 

Thesis, Mathematics Education Study Program, Faculty of Teacher Training and 

Education, Nahdlatul Ulama Sunan Giri University. Main Supervisor Astrid 

Chandra Sari, M.Pd. and Assistant Supervisor Anisa Fitri, M.Pd. 

Keywords: Augmented Reality, Magicbook, Ethnomathematics, Joglo Traditional 

House, Building a Flat Side Room 

The independent curriculum supports the application of technology in the learning 

process by encouraging educators to innovate in developing interesting learning 

media. In this research, the technology used to make students active through direct 

visualization learning experiences is Augmented Reality (AR) technology. 

Researchers collaborate Augmented Reality technology with teaching materials in 

the form of Magicbook. The presence of ethnomathematics provides a new color in 

the learning process for students because it links mathematics with culture. The 

culture highlighted in this research is the Joglo traditional house because the 

structure of the Joglo house is a representation of the mathematical science of flat-

sided building materials. The aim of this research is to determine the validity and 

feasibility of the Magicbook Augmented Reality (MARI) learning media based on 

Joglo traditional house ethnomathematics. This research is a type of research and 

development (R&D) with the ADDIE development model which consists of five 

stages, namely analysis, design, development, implementation, and evaluation. The 

research results showed that the Augmented Reality Magicbook was declared valid 

by media experts with a score of 3.82 with a validity level of very valid and was 

declared valid by two material experts with an average score of 3.50 with a validity 

level of very valid. Magicbook Augmented Reality was also declared very feasible 

with the results of the student questionnaire showing an average score of 3.40. The 

conclusion of this research is that the Magicbook Augmented Reality (MARI) 

media based on Joglo traditional house ethnomathematics on flat-sided building 

material is valid and suitable for use in mathematics learning.  
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ABSTRAK 

Damayanti, Aira Puteri. 2024. Pengembangan Media Pembelajaran Magicbook 

Augmented Reality (MARI) Berbasis Etnomatematika Rumah Adat Joglo. Skripsi, 

Program Studi Pendidikan Matematika Fakultas Keguruan dan Ilmu Pendidikan 

Universitas Nahdlatul Ulama Sunan Giri. Pembimbing Utama Astrid Chandra Sari, 

M.Pd. dan Pembimbing Pendamping Anisa Fitri, M.Pd. 

Kata Kunci: Augmented Reality, Magicbook, Etnomatematika, Rumah Adat Joglo, 

Bangun Ruang Sisi Datar 

Kurikulum merdeka mendukung penerapan teknologi dalam proses pembelajaran 

dengan mendorong para pendidik agar berinovasi dalam mengembangkan media 

pembelajaran yang menarik. Dalam penelitian ini, teknologi yang digunakan untuk 

membuat peserta didik aktif melalui pengalaman belajar visualisasi secara langsung 

yaitu teknologi Augmented Reality (AR). Peneliti mengkolaborasikan teknologi 

Augmented Reality dengan bahan ajar berupa Magicbook. Hadirnya 

etnomatematika memberikan warna baru dalam proses pembelajaran untuk peserta 

didik karena mengaitkan matematika dengan budaya. Budaya yang diangkat dalam 

penelitian ini adalah rumah adat Joglo karena struktur bangunan rumah Joglo 

merupakan representasi ilmu matematika materi bangun ruang sisi datar. Tujuan 

penelitian ini adalah untuk mengetahui kevalidan dan kelayakan media 

pembelajaran Magicbook Augmented Reality (MARI) berbasis etnomatematika 

rumah adat Joglo. Penelitian ini merupakan jenis penelitian dan pengembangan atau 

research and development (R&D) dengan model pengembangan ADDIE yang 

terdiri dari lima tahap yaitu analysis, design, development, implementation, dan 

evaluation. Hasil penelitian menunjukkan bahwa Magicbook Augmented Reality 

dinyatakan valid oleh ahli media dengan skor 3,82 dengan tingkat validitas yaitu 

sangat valid dan dinyatakan valid oleh dua ahli materi dengan skor rata-rata 3,50 

dengan tingkat validitas yaitu sangat valid. Magicbook Augmented Reality juga 

dinyatakan sangat layak dengan hasil angket peserta didik yang menunjukan skor 

rata-rata 3,40. Simpulan penelitian ini adalah media Magicbook Augmented Reality 

(MARI) berbasis etnomatematika rumah adat Joglo pada materi bangun ruang sisi 

datar valid dan layak digunakan dalam pembelajaran matematika. 
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