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ABSTRACT

This study discusses the improvement of economic learning outcomes
through a problem-based learning approach using Augmented Reality
(AR) media. With a focus on the application of innovative concepts in
education, this study explores how the combination of an effective
ARTICLEINFO  problem-based learning approach and engaging AR technology can
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importance of integrating AR technology and innovative learning
approaches in creating a more engaging and effective learning
environment in the context of economics education. Further research is
needed to optimize the use of this technology and evaluate its
effectiveness in various educational contexts.
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INTRODUCTION

The development of education today is strongly influenced by
innovation and technology. Innovation in education is needed to improve the
quality of education in accordance with the demands of the times and the rapid
development of technology. (Mubarokah et al., 2021). In this context, the use of
globalization information technology today has an unavoidable impact on the
world of education. (Yustian, 2021). Educational innovation must be
implemented in such a way that education can always adapt to changes and
developments from time to time and there is no gap between reality and ideals.
(Amelia & Rostika, 2022). In addition, educational innovation is also needed to
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create a good quality of education that allows learning without the limits of
time and space. (Zahra Rosyiddin et al., 2022). Educational innovation must be
based on educational goals to improve the quality of education and educate the
nation's life. With innovation, it is expected that education can continue to
develop and have a positive impact on society. The development of education
today cannot be separated from innovation and technology that continues to
grow. Educational innovation is the key to ensuring that education can meet the
demands of the times and provide optimal benefits for students and society at
large.

Economic learning is an important aspect of the education curriculum.
Various studies have shown that the application of problem-based learning
models can improve students' economic learning outcomes. In addition,
integration with augment reality media is also the focus of research in an effort
to improve learning outcomes. Some studies show that the application of
problem-based learning models has successfully improved students' economic
learning outcomes. (Banyal, 2021)(L. H. K. Dewi, 2021). Problem-based learning
PBL is a curriculum approach that emphasizes active assistance in solving
problems that occur in real life. This method is proven to improve critical
thinking skills (Sulaiman & Azizah, 2020). In addition, PBL curriculum
facilitates success in problem solving group work communication and
interpersonal skills better than other approaches. (Haryanto & Indarto, 2021;
Nur, 2022). A well-designed and engaging curriculum such as PBL problem-
based learning can effectively showcase learners' academic skills (Hikmasari et
al., 2020). Problem-based learning not only helps develop collaboration skills,
initiative independence and critical thinking but also aligns with the
implementation of certain curricula such as the independent curriculum and
the 2013 curriculum. This is in line with the steps of the PBL model according to
the 2013 curriculum which includes conveying the basic concepts of defining
the problem of self-learning knowledge exchange and assessment. (Putri, 2019).
In the context of education, PBL is part of a competency-based curriculum
strategy utilizing real-world problems as a foundation for student learning,
which aims to foster critical thinking, problem-solving skills, and essential
knowledge and concepts. Developing innovative teaching models such as PBL
is essential to support the implementation of an aligned curriculum. PBL
problem-based learning is a valuable educational approach that not only
enhances critical thinking and problem-solving skills but also aligns with
various curricula to improve learning outcomes and effective learner
competencies.
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The use of augmented reality in learning has been proven effective in
improving learning outcomes and learner interest. Various studies have shown
that the application of Augmented Reality in economic learning media can
make a positive contribution. (Saputra, 2022). Augmented reality (AR) has
gained significant attention in education due to its potential to enhance the
learning experience. Research has shown that the application of AR in
educational environments can bring a range of benefits (Agustika, 2021). And
research shows that AR can improve students' understanding of abstract
concepts by providing a more tangible visualization. In addition, AR is proven
to increase students' motivation interest and learning outcomes. (Marlina et al.,
2023) (Nurjannah et al., 2021). In the field of economic education the
incorporation of AR can create a more captivating and interactive learning
environment by combining real-world economic scenarios with virtual
elements. Students can engage in a more immersive experience that fosters a
deeper understanding of economic principles Augmented Reality can be used
to develop simulations of economic models of market dynamics and financial
trends thus allowing students to interact with these concepts more directly. In
addition, the utilization of AR in education has been associated with increased
learning effectiveness. These positives suggest that integrating AR into
economics education can result in superior learning outcomes and student
experience by offering a more interactive and immersive learning experience.
Augmented reality can improve motivation understanding and overall
academic performance in learning economics.

The use of augmented reality (AR) in economics education is proven to
significantly improve student interest and learning outcomes. Increased
learning achievement in Economics subjects can be achieved through various
innovative learning methods. One approach that has proven effective is
Problem Based Learning (PBL). Learning media also plays an important role in
improving learning achievement. Improving learning achievement is the main
goal in the world of education. Increasing learning activities, the application of
problem-based learning models integrated with augment reality media can
increase student learning activities, because a more interesting and interactive
learning experience can motivate students to be actively involved in the
learning process. (Www.kemkes.go.id, 2020). Various studies have been
conducted to explore methods and factors that can improve student learning
achievement. In addition to learning methods, other factors such as the
character of education and parents' economic conditions as well as parental
involvement are also important in improving student learning achievement.
(Zulparis et al.,, 2021) (Education et al.,, 2021). Emphasizing that parental
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involvement can increase students' motivation and willingness to learn, which
in turn has an impact on improving learning achievement. (Zulparis et al.,
2021). Other factors that play a role in student achievement are learning
motivation, teacher teaching style, and student self-efficacy. (Aulia & Susanti,
2022) (Student et al., 2021). Thus, to achieve optimal learning achievement, a
holistic approach involving various factors such as innovative learning
methods, parental involvement, teacher teaching performance and teacher
discipline needs to be considered together.

The research objective of improving economic learning outcomes
through problem-based learning using augment reality media is to improve
understanding of economic concepts. This research aims to improve students'
understanding of basic economic concepts. Improving learning activities, the
application of problem-based learning models integrated with augment reality
media can increase student learning activities, because more interesting and
interactive learning experiences can motivate students to be actively involved in
the learning process. (Www.kemkes.go.id, 2020)(Nurjannah et al., 2021).
Develop student character, such as critical thinking skills, creativity, and the
ability to work together in solving problems. Improve practical skills, through
the use of augment reality media, students can more easily relate economic
concepts to real-world situations, so as to develop practical skills needed in
everyday life. Measuring learning outcomes, especially in economic types of
material, such as daily test scores. Improve economic learning outcomes
through problem-based learning using Augmented reality media. This title was
chosen because it is relevant to offering an innovative learning approach that
utilizes Augmented Reality technology. and a combination of learning
approaches and technology, where problem-based learning approaches that
have been proven effective in improving concept understanding, and the use of
attractive AR technology to enrich students' learning experience. This
combination attracts attention for its potential to create a more engaging and
effective learning environment.

Based on the research title "Improving Economic Learning Outcomes
Through Problem-Based Learning Using Augmented Reality Media", the
problem formulation can be formulated as follows: 1). How does the
application of a problem-based learning approach affect student learning
achievement in economic subjects? 2). What is the impact of using Augmented
Reality media in learning economics on students' concept understanding? 3).
How does the interaction between problem-based learning approaches and
Augmented Reality media affect student engagement in the economic learning
process? 4). To what extent can the implementation of a combination of
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problem-based learning approaches and Augmented Reality media increase
students' learning motivation in studying economics? 5). How do teachers and
students perceive the effectiveness of using problem-based learning approaches
and Augmented Reality media in improving economic learning achievement?
The formulation of this problem will help researchers in directing the focus of
research and formulating hypotheses which will then be tested in the study.

RESEARCH METHODE

The literature method is one of the research methods used to collect and
analyze data from written sources related to the problem or research objectives.
This literature method is usually used in qualitative research and is also
referred to as literature study, library study, or library research. The researcher
collects and manages various literature related to the problem under study,
makes observations and analyzes data from these sources, and records
important and relevant parts of the research problem. The data obtained is
usually secondary, which means that the researcher gets the material from the
second hand and not the original data from the first hand in the field. The
literature method has a ready-made nature, which means that researchers will
not go anywhere, except to deal directly with the sources available in the
library. In addition, researchers also use various literatures that are relevant to
the problem under study. Data collection techniques in the literature method
include primary data and secondary data, with primary data in the form of
observation data and secondary data in the form of data from library sources.

RESULT AND DISCUSSION
RESULT

To improve economic learning outcomes through Problem-Based
Learning (PBL) using augmented reality (AR) media, several key elements can
be synthesized from available references. PBL has been recognized as an
effective method to improve learning outcomes by fostering an active learning
environment. The implementation of thematic learning based on PBL strategy
has shown positive results in improving learning outcomes and students'
confidence. (Khasanah et al., 2021). In addition, the integration of AR as a media
tool is proven to significantly improve student interest and learning outcomes
in various subjects, such as science and social studies. (Fauziah, 2022).
Specifically focusing on economics, the use of PBL in online systems supported
by platforms such as Google Classroom and Zoom has shown improved
learning outcomes and student (Rindrayani, 2021). Furthermore, the application
of PBL models is associated with the development of critical thinking skills in
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students. The urgency of AR as an innovative learning tool has been
highlighted, emphasizing its role in cultural preservation and interactive
learning experiences (K. Dewi & Sahrina, 2021).

Augmented reality (AR) is increasingly being wused in various
educational environments to enhance the learning experience. Research has
shown that AR can have a positive impact on student performance and
engagement across a range of disciplines. Studies have shown that AR can lead
to improved test scores in subjects such as anatomy and physiology (Moro et
al., 2021)(Chen & Lai, 2021). In addition, the use of AR in education has been
shown to increase learning motivation among students (Chen & Lai, 2021). In
the field of professional training, AR has been recognized as a valuable tool to
enhance teachers' skills and improve the quality of education delivery (Mena et
al., 2023). Moreover, AR has been applied at various stages of education, from
primary school (Hidayat et al., 2021) to higher education, demonstrating its
versatility and potential impact at different levels of learning. In addition, the
usefulness of AR in open and distance learning systems has been explored,
emphasizing its potential to enrich learning experiences in non-traditional
educational environments (Altinpulluk et al., 2019). The literature also suggests
that AR can be effectively integrated into physics practicum models to facilitate
practical learning experiences (Widiasih et al., 2021). Although the benefits of
AR in education are clear, challenges such as barriers in the adoption of AR
tools by teachers have been identified. Overcoming these barriers is essential to
tully utilize the benefits of AR technology in the educational environment.

Research also shows that the effectiveness of AR-based learning media
has a positive impact on students' knowledge competencies, such as
understanding Indonesian traditional clothing in social studies (Faiza et al.,
2022). In addition, the successful development and implementation of AR-
based learning tools for environmental themes seems to greatly support the
learning process (Mahendra et al., 2021). The utilization of AR in teaching topics
such as animal classification based on habitat has increased student motivation
and concentration (Nurhasanah & Putri, 2020). In addition(Arrum & Fuada,
2021) explored the use of interactive AR in improving distance learning in
elementary schools. Based on the results of the study, researchers concluded
that the development of Augmented Reality-based Microsoft Power Point
learning media in integrated social studies subjects at SMP Negeri 1 Hiliduho in
the 2022/2023 school year succeeded in improving student learning outcomes.
The Research and Development development method consisting of several
stages succeeded in producing innovative learning media and getting positive
responses from material experts, media experts, and students. This learning
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media can be used as a reference for teachers of subjects other than social
studies and can be used in other schools. This research is expected to improve
the quality of education in Indonesia (Laoli & Harefa, 2023). Meanwhile,
(Khozin et al, 2020) The use of AR Technology can increase student
engagement, deepen concept understanding, and encourage the development
of analytical skills. This creates a more enjoyable, interactive and contextualized
learning experience. Based on research, the use of augmented reality (AR) in
learning mechanics, especially in understanding torque, shows the potential to
improve student understanding and learning outcomes. Some studies show
that the use of AR applications can improve students' test results and their
understanding of torque. However, some studies also highlight the importance
of larger sample sizes to confirm the effectiveness of AR in improving learning.
In addition, studies also emphasized the importance of time and prior
knowledge in improving students' understanding. Further research is needed to
explore the potential of AR in education and thoroughly understand its impact
(Hedenqvist et al.,, 2023). Other research says AR has great potential in
improving the learning experience in education. In the context of the COVID-19
crisis, the use of AR can help educators and students access specialized
materials more innovatively and effectively (Vutd, 2020). In addition,
augmented reality (AR) has great potential in delivering immersive experiences
and strengthening people's empathy towards past cultures in the field of
archaeology. AR enables immersive experiences with artifacts, while also
enhancing understanding of historical sites and documents. Despite challenges
such as technical expertise and resource requirements for creating AR projects,
the technology offers an innovative way to engage the public in archaeology
(Ellenberger, 2017).

The problem-based learning approach using Augmented Reality media
is the main foundation in this title. This method emphasizes the application of
more practical learning concepts, where students are exposed to real-world
situations to solve problems. In the context of economics, this approach allows
students to link theory with practical applications in a real-life context.
Augmented reality (AR) media provides a strong visual dimension in the
learning process. In this study, the focus is on how AR technology can be an
effective tool in visualizing complex economic concepts. Through AR, students
can 'see' and 'interact' with these concepts in an environment that feels more
real. The use of Augmented Reality in an educational context can provide
significant benefits in enhancing students' learning experience and enriching
traditional learning methods (Liono et al., 2021).
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In the context of improving economic learning outcomes through
problem-based learning using augment reality media, several studies have
shown that this approach is effective in improving student learning outcomes.
The application of problem-based learning models has also been proven
effective in improving learning outcomes, as mentioned by (Khasanah et al.,
2021). They found that the implementation of problem-based learning can
improve learning outcomes and student confidence. In the context of economic
learning, a study (Amperawanto, 2022) shows efforts to improve economic
learning outcomes through student group work learning methods. Meanwhile,
research (Rindrayani, 2021) highlighted the positive influence of problem-based
learning on students' economic learning outcomes.

By utilizing the interactive and engaging nature of AR technology within
a PBL framework, educators have the potential to create immersive learning
experiences that stimulate critical thinking, improve knowledge retention, and
increase student engagement in economic education. To improve students'
learning outcomes in economics subjects, the integration of problem-based
learning and AR media is expected to improve students' abilities in this regard,
the impact of using AR media in problem-based economic learning, from
increased student engagement to improved learning outcomes and knowledge
transfer into real life, it is important to consider the positive implications that
may result from the proposed learning method. In addition to the positive
potential, there are challenges that may be faced in implementing AR media in
economics learning. From technology availability to teacher training devising
effective strategies to overcome these barriers is important for the successful use
of this technology in the classroom.

DISCUSSION

The problem-based learning approach using Augmented Reality media
is the main foundation in this title. This method emphasizes the application of
more practical learning concepts, where students are exposed to real-world
situations to solve problems. In the context of economics, this approach allows
students to link theory with practical applications in a real-life context.
Augmented reality (AR) media provides a strong visual dimension in the
learning process. In this study, the focus is on how AR technology can be an
effective tool in visualizing complex economic concepts. Through AR, students
can 'see' and 'interact' with these concepts in an environment that feels more
real.

In the context of improving economic learning outcomes through
problem-based learning using augment reality media, several studies have
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shown that this approach is effective in improving student learning outcomes.
The application of problem-based learning models has also been proven
effective in improving learning outcomes, as mentioned by (Khasanah et al.,
2021). They found that the implementation of problem-based learning can
improve learning outcomes and student confidence. In the context of economic
learning, a study (Amperawanto, 2022) shows efforts to improve economic
learning outcomes through student group work learning methods. Meanwhile,
research (Rindrayani, 2021) highlighted the positive influence of problem-based
learning on students' economic learning outcomes. By utilizing the interactive
and engaging nature of AR technology within a PBL framework, educators
have the potential to create immersive learning experiences that stimulate
critical thinking, improve knowledge retention, and increase student
engagement in economic education. To improve students' learning outcomes in
economics subjects, the integration of problem-based learning and AR media is
expected to improve students' abilities in this regard, the impact of using AR
media in problem-based economic learning, from increased student
engagement to improved learning outcomes and knowledge transfer into real
life, it is important to consider the positive implications that may result from
the proposed learning method. In addition to the positive potential, there are
challenges that may be faced in implementing AR media in economics learning.
From technology availability to teacher training devising effective strategies to
overcome these barriers is important for the successful use of this technology in
the classroom.

The conclusion of this study confirms that the use of Augmented Reality-
based technology in learning is very beneficial. This is evident by the
improvement of students' critical thinking and thought process, enabling them
to solve everyday problems. The use of AR has been shown to increase student
engagement in learning economics through interactive experiences and
engaging visuals. AR media deepens the understanding of economic concepts
through realistic visualization, supports the development of analytical skills,
and facilitates the wunderstanding of economic data patterns. The
implementation of PBL has had a positive impact in improving students'
learning outcomes, thinking skills and problem solving. The teacher acts as a
facilitator in the PBL learning process, which helps students understand the
material better and improve their thinking and problem-solving skills.

The advantage of Augmented Reality learning media also lies in its
flexibility, where students can learn independently without having to depend
on the presence of the teacher. This reflects students' ability to learn when and
where they want, resulting in a continuous learning process. Compared to
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traditional learning methods, Augmented Reality technology allows abstract
concepts in education to be visualized more clearly, facilitating better
understanding of the material and more real object models, thus increasing the
effectiveness of learning media. The challenges are related to the availability of
technology, teacher training, and effective strategies in implementing AR
technology in the classroom. Although this study shows a positive impact,
further research is needed to test the effectiveness of this learning model on
other materials and in various school contexts.

Thus, the conclusions of this study emphasize the importance of AR
technology and problem-based learning models in improving student
engagement, material understanding, analytical skills, and attitudes towards
learning, but also highlight the challenges and need for further research to
optimize the use of these technologies in the context of economics education.

CONCLUSION

The conclusion of this study confirms that the use of Augmented Reality-
based technology in learning is very beneficial. This is evident by the
improvement of students' critical thinking and thought process, enabling them
to solve everyday problems. The use of AR has been shown to increase student
engagement in learning economics through interactive experiences and
engaging visuals. AR media deepens the understanding of economic concepts
through realistic visualization, supports the development of analytical skills,
and facilitates the wunderstanding of economic data patterns. The
implementation of PBL has had a positive impact in improving students'
learning outcomes, thinking skills and problem solving. The teacher acts as a
facilitator in the PBL learning process, which helps students understand the
material better and improve their thinking and problem-solving skills.

The advantage of Augmented Reality learning media also lies in its
flexibility, where students can learn independently without having to depend
on the presence of the teacher. This reflects students' ability to learn when and
where they want, resulting in a continuous learning process. Compared to
traditional learning methods, Augmented Reality technology allows abstract
concepts in education to be visualized more clearly, facilitating better
understanding of the material and more real object models, thus increasing the
effectiveness of learning media. The challenges are related to the availability of
technology, teacher training, and effective strategies in implementing AR
technology in the classroom. Although this study shows a positive impact,
further research is needed to test the effectiveness of this learning model on
other materials and in various school contexts.
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Thus, the conclusions of this study emphasize the importance of AR
technology and problem-based learning models in improving student
engagement, material understanding, analytical skills, and attitudes towards
learning, but also highlight the challenges and need for further research to
optimize the use of these technologies in the context of economics education.

ACKNOWLEDGEMENT

We would like to express our sincere gratitude to the researchers and
academics who have made valuable contributions in this field. Without their
guidance and inspiration, this article would not have reached the level of
complexity and depth that it contains.

First of all, we would like to express our appreciation to the authors who
have produced important works that form the basis of this research. Their
works not only provide a strong theoretical foundation, but also inspire us to
explore further in this field.

We would also like to thank the observers who have provided critical
views and valuable suggestions throughout the research process. Their
contributions have helped steer this research towards a more focused and
relevant direction.

We humbly acknowledge that this article is the result of the joint efforts of
many caring and dedicated individuals in this field. Hopefully, our
contribution can be a valuable addition to the scientific literature and provide
new insights for interested readers. Thank you.

REFERENCES

Agustika, G. N. S. (2021). The Influence of Augmented Reality-Based Learning
Media on the Students” Achievement of Mathematics. Proceedings of the 2nd
International Conference on Technology and Educational Science (ICTES 2020),
540(Ictes 2020), 47-56. https:/ /doi.org/10.2991/ assehr.k.210407.212

Altinpulluk, H., Kesim, M., & Kurubacak, G. (2019). The Usability of
Augmented Reality in Open and Distance Learning Systems: A Qualitative
Delphi Study. Open Praxis, 12(2), 283.
https:/ /doi.org/10.5944/ openpraxis.12.2.1017

Amelia, L., & Rostika, D. (2022). Problematika Inovasi Pendidikan Indonesia.
CERMIN: Jurnal Penelitian, 6(2), 359.
https:/ /doi.org/10.36841/ cermin_unars.v6i2.1735

Amperawanto, D. (2022). Upaya Meningkatkan Hasil Belajar Ekonomi Melalui
Metode Pembelajaran Kerja Kelompok Siswa Kelas X-Ipa Sma Negeri 1.
Berkala Ilmiah Pendidikan, 2(3).

Arrum, A. H., & Fuada, S. (2021). Penguatan Pembelajaran Daring di SDN
Jakasampurna V Kota Bekasi, Jawa Barat Menggunakan Media

239



International Journal of Education, Social Studies, And Management (IJESSM)
Volume 4, Issue 2, June 2024
Page 229-243

Pembelajaran Interaktif Berbasis Augmented Reality (AR). ABDIMAS:
Jurnal Pengabdian Masyarakat, 4(1), 502-510.
https:/ /doi.org/10.35568/ abdimas.v4il1.1181

Aulia, D., & Susanti, D. (2022). Pengaruh Motivasi Berprestasi dan Gaya
Mengajar Guru Terhadap Prestasi Belajar Dalam Pembelajaran Ekonomi.
Jurnal Ecogen, 5(3), 378. https:/ /doi.org/10.24036/ jmpe.v5i3.13748

Banyal, N. (2021). Model Problem Based Learning Meningkatkan Hasil Belajar
Siswa pada Materi Indeks Harga dan Inflasi Siswa SMA. Journal for Lesson
and Learning Studies, 4(2), 189-194. https:/ /doi.org/10.23887/ills.v4i2.38194

Chen, C. A,, & Lai, H. L. (2021). Application of augmented reality in museums -
Factors influencing the learning motivation and effectiveness. Science
Progress, 104(3), 1-16. https:/ / doi.org/10.1177 /00368504211059045

Dewi, K., & Sahrina, A. (2021). Urgensi augmented reality sebagai media
inovasi pembelajaran dalam melestarikan kebudayaan. Jurnal Integrasi Dan
Harmoni Inovatif llmu-Ilmu Sosial (JIHI3S), 1(10), 1077-1089.
https:/ /doi.org/10.17977/um063v1i10p1077-1089

Dewi, L. H. K. (2021). Penerapan Model Pembelajaran Berbasis Masalah
Problem Based Learning Untuk Meningkatkan Hasil Belajar Ekonomi
Siswa Kelas XI SMA Negeri 1 Sawan Pada Semseter Ganjil Tahun Pelajaran
2019/2020. Jurnal Pendidikan Kewarganegaraan Undiksa, 9(3), 1094-1101.
https:/ / ejournal.undiksha.ac.id /index.php/ JJPP/ article/ view /40817

Education, E., Ekonomi, P., Ekonomi, K., Tua, O., & Siswa, P. B. (2021). Pengaruh
Pendidikan Karakter dan Kondisi Ekonomi Orang Tua terhadap Prestasi Belajar
Siswa Rudisa 1 [, Elpisah 2 , Muh. Fahreza 3, Muh. Yahya 4. 5(6), 6227-6235.

Ellenberger, K. (2017). Virtual and Augmented Reality in Public Archaeology
Teaching. Advances in Archaeological Practice, 5(3), 305-309.
https:/ /doi.org/10.1017/aap.2017.20

Faiza, M. N, Yani, M. T., & Suprijono, A. (2022). Efektivitas Penggunaan Media
Pembelajaran IPS Berbasis Augmented Reality untuk Meningkatkan
Kompetensi Pengetahuan Siswa. Jurnal Basicedu, 6(5), 8686-8694.
https:/ /doi.org/10.31004/ basicedu.v6i5.3901

Fauziah, N. (2022). Penerapan Media Augmented Reality Pada Materi Ilmu
Pengetahuan Alam Siswa Sekolah Dasar. Jurnal Sekolah Dasar, 7(2), 103-117.
https:/ / doi.org/10.36805/jurnalsekolahdasar.v7i2.2116

Haryanto, H., & Indarto, W. (2021). Model Problem Based Learning dalam
Meningkatkan Prestasi Belajar Bahasa Indonesia Materi “Menyampaikan
Pidato Persuasit” Kelas IX-F Madrasah Tsanawiyah Negeri 2 Kudus pada
Semester Gasal Tahun Pelajaran 2019/2020. Journal of Education and
Teaching (JET), 1(2), 85-101. https:/ / doi.org/10.51454 /jet.v1i2.49

Hedengqvist, C., Romero, M., & Vinuesa, R. (2023). Improving the Learning of
Mechanics Through Augmented Reality. Technology, Knowledge and
Learning, 28(1), 347-368. https:/ /doi.org/10.1007 /s10758-021-09542-1

Hidayat, H., Sukmawarti, S., & Suwanto, S. (2021). The application of
augmented reality in elementary school education. Research, Society and
Development, 10(3), €14910312823. https:/ /doi.org/10.33448 /rsd-

240



International Journal of Education, Social Studies, And Management (IJESSM)
Volume 4, Issue 2, June 2024
Page 229-243

v10i3.12823

Hikmasari, P., Asih, T. S. N., & Prabowo, A. (2020). Bagaimanakah Audience
Feedback Mempengaruhi Peningkatan Kemampuan Pemecahan Masalah?
Studi dalam PBL dengan Lingkungan Blended Learning. Kreano, Jurnal
Matematika Kreatif-Inovatif, 11(2), 194-203.
https:/ /doi.org/10.15294/ kreano.v11i2.26211

Khasanah, F., Utami, R. D., & Hartati, S. (2021). Penerapan Pembelajaran
Tematik Berbasis Problem-Based Learning untuk Meningkatkan Hasil
Belajar dan Sikap Percaya Diri Siswa. Journal of Integrated Elementary
Education, 1(2), 98-107. https:/ / doi.org/10.21580/jieed.v1i2.9220

Khozin, M. N., Rahmawati, A., & Wibowo, T. (2020). Pembelajaran Berbasis
Masalah Berpendekatan Socioscientific Issue Terhadap Sikap Peduli
Lingkungan dan Hasil Belajar Siswa. Phenomenon : Jurnal Pendidikan MIPA,
10(1), 51-61. https:/ /doi.org/10.21580/ phen.2020.10.1.6039

Laoli, S. I., & Harefa, Y. (2023). PENGEMBANGAN MEDIA PEMBELAJARAN
MICROSOFT POWER POINT BERBASIS AUGMENTED REALITY UNTUK
MENINGKATKAN HASIL BELAJAR SISWA KELAS VII DI SMP NEGERI 1
HILIDUHO. 6.

Liono, R. A., Amanda, N., Pratiwi, A., & Gunawan, A. A.S. (2021). A Systematic
Literature Review: Learning with Visual by the Help of Augmented Reality
Helps Students Learn Better. Procedia Computer Science, 179, 144-152.
https:/ /doi.org/10.1016/j.procs.2020.12.019

Mahendra, M. K. L, Sindu, I. G. P., & Divayana, D. G. H. (2021). Pengembangan
Media Pembelajaran Augmented Reality Book 2 Dimensi Sub Tema
Lingkungan Alam di PAUD Telkom Singaraja. Kumpulan Artikel Mahasiswa
Pendidikan Teknik Informatika (KARMAPATI), 10(1), 1.
https:/ /doi.org/10.23887/karmapati.v10i1.30217

Marlina, Rahim, A., Awaliyah, M., Irhas, & Patty, E. N. S. (2023). Analisis
Bibliometrik pada Augmented Reality dalam Pendidikan: Bagaimana
Pemetaannya? Upgrade: Jurnal Pendidikan Teknologi Informasi, 1(1), 33-41.
https:/ /doi.org/10.30812/upgrade.v

Mena, ]., Estrada-Molina, O., & Pérez-Calvo, E. (2023). Teachers’ Professional
Training through Augmented Reality: A Literature Review. Education
Sciences, 13(5). https:/ /doi.org/10.3390/educscil3050517

Moro, C., Birt, J., Stromberga, Z., Phelps, C., Clark, J., Glasziou, P., & Scott, A.
M. (2021). Virtual and Augmented Reality Enhancements to Medical and
Science Student Physiology and Anatomy Test Performance: A Systematic
Review and Meta-Analysis. In Anatomical Sciences Education (Vol. 14, Issue
3). https:/ /doi.org/10.1002/ ase.2049

Mubarokah, L., Azizah, U. N., Riyanti, A., Nugroho, B. N., & Sandy, T. A.
(2021). Pentingnya Inovasi Pendidik untuk Meningkatkan Kualitas
Pendidikan. JIRA: Jurnal Inovasi Dan Riset Akademik, 2(9), 1349-1358.
https:/ /doi.org/10.47387 /jira.v2i9.224

Nur, Z. (2022). Efektivitas Pembelajaran Pasca Pandemi covid-19 di MTs Negeri
1 Makassar. Educandum, §(1), 121-128.

241



International Journal of Education, Social Studies, And Management (IJESSM)
Volume 4, Issue 2, June 2024
Page 229-243

http:/ /jurnal.stkipalmaksum.ac.id /index.php/Sintaksis/ article / view /183
/183

Nurhasanah, Y., & Putri, D. A. (2020). Pengembangan Media Pembelajaran
Digital Berbasis Augmented Reality Pada Topik Klasifikasi Hewan
Berdasarkan Habitatnya. Multinetics, 6(2), 86-98.
https:/ /doi.org/10.32722/ multinetics.v6i2.2794

Nurjannah, N., Arisah, N., & Ampa, A. T. (2021). Penerapan Model
Pembelajaran Berbasis Masalah (Problem Based Learning) Dalam
Meningkatkan Hasil Belajar Siswa Pada Mata Pelajaran Kewirausahaan Di
Kelas X Ap.1 Smk Negeri 1 Marioriawa Kabupaten Soppeng. Eklektik :
Jurnal Pendidikan Ekonomi Dan Kewirausahaan, 4(1), 24.
https:/ /doi.org/10.24014/ ekl.v4i1.11359

Putri, N. (2018). Pengaruh Model Pembelajaran Problem Based Learning
Terhadap Kemampuan Berpikir Kritis Siswa Pada Mata Pelajaran Ekonomi
Kelas XI IIS di SMAN 3 Surabaya. Jupe, 6(3), 236-241.

Rindrayani, S. R. (2021). Pengaruh Pembelajaran Berbasis Masalah Sistem
Daring Berbantuan Google Classroom Kombinasi Zoom Terhadap Hasil
Belajar Ekonomi Mikro dan Tanggung Jawab Pada Mahasiswa Program
Studi Pendidikan Ekonomi Dimasa New Normal. Efektor, §(2), 122-131.
https:/ /doi.org/10.29407/ e .v8i2.16306

Saputra, D. S. (2022). Perception of Elementary School Teachers and Students
on Digital Augmented Reality Learning Media. EduHumaniora | Jurnal
Pendidikan Dasar Kampus Cibiru, 14(1), 95-102.
https:/ /doi.org/10.17509/ eh.v14i1.40053

Student, M. T., Kumar, R. R., Omments, R. E. C,, Prajapati, A., Blockchain, T.-A.,
M], A. I, Randive, P.S. N., Chaudhari, S., Barde, S., Devices, E., Mittal, S.,
Schmidt, M. W. M., Id, S. N. A,, PREISER, W. E. E., OSTROFF, E.,
Choudhary, R., Bit-cell, M., In, S. S., Fullfillment, P., ... Fellowship, W.
(2021). No LHEUOERER 4 T b LI (EE Bl 5T 5 BRI
B9~ 2 0y #d & 43 A Title. Frontiers in Neuroscience, 14(1), 1-13.

Sulaiman, A., & Azizah, S. (2020). Problem-based learning to improve criical
thinking alibity in indonesia: a systematic literature review. Jurnal
Pedagogik, 07(01), 107-152.
https:/ / ejournal.unuja.ac.id /index.php/ pedagogik

Vutd, D. R. (2020). Augmented Reality Technologies in Education - a Literature
Review. Bulletin of the Transilvania University of Brasov Series V Economic
Sciences, 13(62)(2), 35-46. https:/ /doi.org/10.31926 / but.es.2020.13.62.2.4

Widiasih, Johan, H., & Pandiangan, P. (2021). Development of a Physics
Practicum Model Using Augmented Reality Technology: A Preliminary
Analysis. Proceedings of the International Conference on Educational Sciences
and Teacher Profession (ICETeP 2020), 532(532), 214-217.
https:/ /doi.org/10.2991/ assehr.k.210227.038

Www.kemkes.go.id. (2020). No EBAERE Z H0 & LIEE S E 2B 5
f e BEE AR AR (2 B 9~ % dL oy Wit & 43 A Title. Satukan Tekad Menuju Indonesia

242



International Journal of Education, Social Studies, And Management (IJESSM)
Volume 4, Issue 2, June 2024
Page 229-243

Sehat, 01(01), 1-20.

Yustian, A. (2021). Perancangan Aplikasi Mobile Learning untuk Membantu
Proses Pembelajaran di SDN Lemahireng 03. JATISI (Jurnal Teknik
Informatika Dan Sistem Informasi), 8(2), 534-546.
https:/ / doi.org/10.35957/jatisi.v8i2.769

Zahra Rosyiddin, A. A., Johan, R. C., & Mulyadi, D. (2022). Inovasi
Pembelajaran Sebagai Upaya Menyelesaikan Problematika Pendidikan
Indonesia. Inovasi Kurikulum, 19(1), 44-53.
https:/ /doi.org/10.17509/jik.v19i1.42679

Zulparis, Z., Mubarok, M., & Iskandar, B. (2021). Keterlibatan Orang Tua dalam
Meningkatkan Prestasi Belajar Siswa Sekolah Dasar. MIMBAR PGSD
Undiksha, 9(1), 188. https:/ /doi.org/10.23887/jjpgsd.v9i1.33292

Copyright Holder :
© Dhea. (2024).
First Publication Right :
© International Journal of Education, Social Studies,
and Management (IJESSM)This article

©@®O

243



