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ABSTRAK 

Fanny Wahyuningrum 

(2108107110) 

“Pengembangan Media Pembelajaran “Jelajah 

Geometri” Berbasis Virtual Reality (VR) untuk 

Meningkatkan Kemampuan Berpikir Kritis Matematis 

Pada Siswa Kelas IV SD” 

 

Penelitian ini dilatar belakangi oleh rendahnya kemampuan berpikir kritis 

matematis siswa sekolah dasar, serta terbatasnya media pembelajaran inovatif 

berbasis teknologi yang dapat membantu siswa memahami konsep abstrak dalam 

matematika. Pembelajaran matematika membutuhkan pendekatan visual dan 

interaktif agar siswa dapat berpikir kritis dan memahami konsep-konsep abstrak 

secara lebih konkret. Oleh karena itu, peneliti mengembangkan media pembelajaran 

“Jelajah Geometri” berbasis Virtual Reality (VR) sebagai solusi untuk 

meningkatkan kemampuan berpikir kritis matematis siswa kelas IV SDN Penggung 

I. 

Kemampuan berpikir kritis merupakan salah satu kompetensi penting abad 

21 yang harus dimiliki oleh peserta didik, terutama dalam mata pelajaran 

matematika yang menuntut analisis, evaluasi, dan penyimpulan yang logis. Media 

berbasis Virtual Reality (VR) dipilih karena mampu menghadirkan pengalaman 

belajar yang imersif dan interaktif sehingga siswa lebih tertarik dan fokus dalam 

memahami materi. Materi yang dikembangkang dalam media ini adalah komposisi 

dan dekomposisi bangun datar, yang dianggap sesuai untuk melatih kemampuan 

berpikir kritis matematis siswa kelas IV SD. 

Penelitian ini bertujuan untuk mengetahui validitas, kepraktisan, dan 

efektifitas media pembelajaran “Jelajah Geometri” berbasis Virtual Reality (VR) 

untuk meningkatkan kemampuan berpikir kritis matematis pada siswa kelas IV SD. 

Penelitian ini menggunakan metode Research and Development (R&D) dengan 

model pengembangan ADDIE yang meliputi tahap analisis, desain, pengembangan, 

implementasi, dan evaluasi. Instrumen penelitian mencakup lembar validasi ahli, 

angket kpraktisan, soal pretest dan posttest, serta analisis uji statistik. 

Setelah dilakukan pengembangan, hasil validasi menunjukkan bahwa media 

tergolong sangat valid dengan penilaian ahli media sebesar 96%, ahli bahasa 100%, 

dan ahli materi 95%. Hasil kepraktisan dari angket siswa mencapai 76%, masuk 

dalam kategori praktis. Hasil uji efektivitas menggunakan uji Paired Sample t-Test  

menunjukkan nilai signifikansi 0,00 < 0,005 yang berarti terdapat perbedaan 

signifikan antara pretest dan posttest. Nilai N-gain yang diperoleh sebesar 84% 

tergolong kategori peningkatan tinggi. disimpulkan bahwa media pembelajaran 

animasi “Jelajah Geometri” berbasisi Virtual Reality (VR) berhasil secara efektif 

dalam meningkatkan kemampuan berpikir kritis matematis siswa kelas IV SD. 

Kata Kunci: Media Pembelajaran, Virtual Reality, Berpikir Kritis Matematis 
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ABSTRACT 

Fanny Wahyuningrum 

(2108107110) 

“Development of Virtual Reality (VR)-Based 

“Geometry Exploration” Learning Media to Improve 

Critical Mathematical Thinking Skills in Grade IV 

Elementary School Students” 

 

This research is motivated by the low mathematical critical thinking skills 

of elementary school students, as well as the limited innovative technology-based 

learning media that can help students understand abstract concepts in mathematics. 

Mathematics learning requires a visual and interactive approach so that students 

can think critically and understand abstract concepts more concretely. Therefore, 

the researcher developed learning media "Jelajah Geometry" based on Virtual 

Reality (VR) as a solution to improve the mathematical critical thinking skills of 

grade IV students of SDN Penggung I. 

Critical thinking skills are one of the important competencies of the 21st 

century that must be possessed by students, especially in mathematics subjects that 

require logical analysis, evaluation, and conclusions. Virtual Reality (VR)-based 

media was chosen because it is able to present an immersive and interactive 

learning experience so that students are more interested and focused on 

understanding the material. The material developed in this media is the 

composition and decomposition of flat shapes, which are considered appropriate 

for training the mathematical critical thinking skills of grade IV elementary school 

students. 

This study aims to determine the validity, practicality, and effectiveness of 

learning media "Jelajah Geometry" based on Virtual Reality (VR) to improve 

critical mathematical thinking skills in grade IV elementary school students. This 

study uses the Research and Development (R&D) method with the ADDIE 

development model which includes the stages of analysis, design, development, 

implementation, and evaluation. The research instruments include expert validation 

sheets, practicality questionnaires, pretest and posttest questions, and statistical 

test analysis.  

After the development, the validation results showed that the media was 

classified as very valid with an assessment of media experts of 96%, language 

experts 100%, and material experts 95%. The practicality results from the student 

questionnaire reached 76%, falling into the practical category. The results of the 

effectiveness test using the Paired Sample t-Test showed a significance value of 0.00 

<0.005, which means there is a significant difference between the pretest and 

posttest. The N-gain value obtained was 84%, which is classified as a high increase 

category. It is concluded that the animated learning media "Jelajah Geometry" 

based on Virtual Reality (VR) is effective in improving the critical thinking skills of 

mathematical grade IV elementary school students. 

 

Keywords: Learning Media, Virtual Reality, Critical Thinking Mathematically 
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