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ABSTRAK

Tunagrahita adalah individu dengan hambatan intelektual yang berdampak pada
kemampuan memahami konsep abstrak. Siswa tunagrahita membutuhkan media
pembelajaran yang mampu memenuhi kebutuhan kognitif mereka sebagai
pendukung dalam proses pembelajaran. Kebutuhan kognitif ini meliputi proses
penyerapan informasi, durasi perhatian dan fokus, kapasitas memori kerja dan
respon terhadap materi pembelajaran. Di SLB Paedagogia, implementasi media
yang ada belum sepenuhnya memenuhi kebutuhan kognitif siswa. Penelitian ini
bertujuan untuk merancang media pembelajaran Cognitive Learning Board berbasis
Augmented Reality sebagai media pendukung yang dapat memenuhi kebutuhan dan
mendukung peningkatan kemampuan kognitif siswa tunagrahita dalam proses
pembelajaran. Penelitian ini merupakan penelitian kualitatif dengan pendekatan
ergonomi kognitif dan metode User-Centered Design (UCD) sebagai metode
perancangan medianya. Berdasarakan hasil penelitian, diketahui bahwa media yang
dirancang dapat memenuhi kebutuhan dan karakteristik kognitif siswa. Hal
dibuktikan melalui hasil uji coba prototipe dengan iterasi desain menunjukkan nilai
aspek Cognitive Load, Task Performance dan Attention meningkat dari nilai aspek
ergonomi kognitif media sebelumnya, serta hasil wawancara uji usability dengan
jawaban positif pada aspek Learnability, Efficiency, Memorability, Error, dan
Satisfaction menunjukkan bahwa media mudah digunakan dan meningkatkan

kemampuan kognitif siswa dalam mendukung proses pembelajaran.

Kata Kunci: Augmented Reality, Ergonomi kognitif, Media pembelajaran,
Tunagrahita, User-Centered Design.
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ABSTRACT

Individuals with intellectual disabilities are those with intellectual impairments that
affect their ability to understand abstract concepts. Students with intellectual
disabilities need learning media that can meet their cognitive needs as support in
the learning process. These cognitive needs include the processes of information
absorption, attention span and focus, working memory capacity, and responses to
learning materials. At SLB Paedagogia, the implementation of existing media does
not yet fully meet the cognitive needs of students. This study aims to design
Cognitive Learning Board learning media based on Augmented Reality as a
supporting medium that can fulfill the needs and support the enhancement of the
cognitive abilities of students with intellectual disabilities in the learning process.
This research is a qualitative study with a cognitive ergonomics approach and the
User-Centered Design (UCD) method as the media design method. Based on the
research results, it is known that the designed media can meet the needs and
cognitive characteristics of students. This is proven through the results of prototype
testing with design iterations showing that the values of the aspects of Cognitive
Load, Task Performance, and Attention increased from the values of the previous
media's cognitive ergonomics, and the results of usability test interviews with
positive answers on the aspects of Learnability, Efficiency, Memorability, Error, and
Satisfaction indicate that the media is easy to use and enhances students' cognitive

abilities in supporting the learning process.

Keywords: Augmented Reality, Cognitive Ergonomics, Intellectual Disability,
Learning Media, User-Centered Design.
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