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Abstract: Assemblr Edu is an application that provides interactive 3D augmented reality-
based learning media for students. research was conducted on the effectiveness of the 
application as a learning medium for teaching and learning activities of the Assemblr 
Edu application. In the application, various learning topics are presented that can be 
studied by students from elementary to high school levelsThis research uses a descriptive 
quantitative research method by utilizing google Forms in disturbing questionnaires in 
form of questionnaires. The result of the research is: The Assemblr Edu learning 
application can be a more interesting and modern learning solution to be applied in 
schools; The use of the Assemblr Edu application which is quite easy can provide 
opportunities for more effective learning with the features of learning topics that are 
already complete enough to be learned; the lack of knowledge of students about 
Augmented Reality technology has an impact on the Assemblr Edu application that is 
rarely used by schools or students independently; and support from hardware such as 
smartphones is very important with specifications that are large enough in terms of 
memory storage, to run applications better and efficiently and connection stability also 
affects the use of this learning application. 
 
Keywords: Application; Assemblr Edu Media School; Student Learning.  

  

 

Introduction  

The rapid development of the industrial revolution 
4.0 cannot be avoided by anyone, so the human 
resources are needed to be able to compete globally. 
Increasing of human resource quality can be done at 
educational institutions (Lase, 2019; Majid, 2020; 
Sumiyati, et al., 2020). One of the formal institutions that 
oversees the educational and development of children is 
a school institution. The importance of teacher in giving 

lessons can affect to student learning interest, because 
not a few of students who ignore the lessons from the 
teachers as a result of the monotonous, boring and 
useless lessons (Alpian et al., 2019). To face the era of 

industrial revolution 4.0, educational is needed that can 
form student to be creative, innovative, and competitive 
in competing. This can be achieved by using technology 
that is rapidly developing at the present time (Lase, 2019; 
Majid & Sudira, 2017; Putri et al., 2019). Tondeur et al 
(2011) stated that digital technology has begun to be 
used in the field of education as tools and facilities that 
can support learning in school (Danisworo, 2019; Zuhdi 
et al., 2021). 

One form of using technology in learning activities 
is in interactive learning media. By taking advantage of 
technological developments, teachers can make learning 
more interesting such as using e-learning, powerpoint, 
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and other which can be made by the teacher himself 
(Gulo, 2021). Some of the learning media are presented 
online in service or smartphone applications, such as 
Zoom, Google Classroom, Animaker, Assemebler Edu, 
etc. Base on those, many researchers have raised the 
theme of the effectiveness of using these learning media 
applications and services. Such as: The Effectiveness of 
Online Learning Media through Google Classroom 
(Syakur et al., 2020). The Effectiveness of Using the 
Zoom Application as an Online Learning Media for 
Students During the Covid-19 Pandemic (Syakur et al., 
2020; Gulo, 2021; Danisworo, 2019), The Effectiveness of 
Animaker-Based Animated Videos on Students' Clean 
and Healthy Life Behavior Elementary School 
(Burhanuddin et al., 2018; Herlandy et al., 2020; 
Hikmawan et al., 2018; Pranata et al., 2022). From the 
many research obtained, rarely found research that 
discusses the effectiveness of assembler edu 
applications, so it needs to be done. Assembler Edu is an 
augmented reality application that is specifically made 
to help needs in the world of education, especially in the 
teaching and learning process. Assembler Edu hopes to 
be able to provide a more interesting and enjoyable 
learning and teaching experience. This application is 
based on augmented reality so that it has more 
interactive learning for students. The purpose of this 
research was to know the effectiveness of using 
Assemblr Edu learning media in supporting learning at 
schools. This research is expected to be useful in giving 
additional information about the effectiveness of using 
the Assembler Edu application for teachers and students 
at Junior and High School. 

Teaching and learning is a process where there is a 
communication between educators and students, so the 
media used in the teaching and learning process is 
commonly called learning media (Majid et al., 2021; 
Majid, 2020; Fuada, et al., 2020). In learning and teaching 
process, a learning media is needed to carry out a 
communication in the classroom so that learning runs 
optimally (Hendawati et al., 2019; Putri et al., 2021). 
Therefore, teaching and learning process in schools 
cannot be separated from the important role of learning 
media that can make it easier for students to understand 
and absorb any given material [13]. Learning process 
goes well and not well because of the influence of the 
learning media used by teaching staff. Teaching and 
learning process can be called effective and efficient if it 
is carried out with the help of technology, from which an 

educator is required to master technology. 
Literally the meaning of the media when connected 

with “learning media” is an intermediary or 
introduction (Masykur et al., 2017). The other mean of 
learning media is all things in the form of 
communication tools that can be used as a tool in giving 
information from teachers to students in a planned way, 

so as to create a conducive learning environment where 
students can learn more effectively and efficiently 
(Mistrik et al., 2016). Three-dimensional media itself can 
be interpreted as media with a view that can be observed 
in its overall shape from various angles or directions. 
This three-dimensional media has the criteria of volume, 
length, width and height. Some media that are included 
in three-dimensional media are prototypes, balls, fruit, 
etc. From the above understanding of three-dimensional 
media, it can be concluded that three-dimensional 
learning media are media that can be observed from 
various directions as a whole that can be used to help 
giving information when learning. One of the learning 
media that uses three-dimensional media is 3D 
augmented reality media. 

There are applications based on 3D augmented 
reality, one of them is an application called Assemblr 
Edu. Assemblr Edu is an augmented reality application 
that is specifically made to help the needs in the world 
of education, especially in the teaching and learning 
process. Inside this application, there are some features 
such as classes, topics, scans and profiles. This 
application is based on augmented reality so that it has 
more interactive learning for students. 
 

Method  
 

This research is a quantitative descriptive study 
using a survey method conducted by distributing a 
questionnaire in the form of an online google form. 
Quantitative research is research that emphasizes 
objective phenomena and is studied quantitatively, 
carried out using numbers that will be processed using 
statistical data, and descriptive research is a method that 
examines the form of activity aimed at describing the 
phenomena that exist and take place at this time or in the 
past based on facts with the right interpretation 
(Hikmawan et al., 2019; Werdiningsih et al., 2019). 

The samples used in this research were randomly 
selected from junior/high school students in the West 
Java province. Primary data collection in this research 
was carried out by distributing a questionnaire in the 
form of a student opinion questionnaire on the Assemblr 
Edu application on March 18, 2022. it was found that 
there were 20 students full fill the questionnaire. 

 
Result and Discussion 
 
Junior and High School Student’s views on the 
implementation of learning in schools 

Learning media is one of the factors that make 
teaching and learning activities run effectively. For the 
example is, with using interesting learning media, the 
student can learn easily and not bored like monotonous 
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learning. Many learning media can we use in 
smartphone or services, one of them is Assemblr Edu 

with the concept 3D Augmented Reality. This the 
following display of the Assemblr Edu application.

 

   
(a) (b) (c) 

 
(d) 

Figure 1. Assemblr edu feature display (a) Add Class Feature, (b) Topic and Materials Feature, (c) 3D AR Content List, and (d) 
The Content of 3D AR 

 
Researchers conducted a survey of junior and high 

school students to find out how attractive the learning 
media at school and how likely it was that Assemblr Edu 
learning media could help implement teaching and 
learning activities in schools. The survey is in the form 
of a questionnaire that uses Google Forms. This was is 
used to comply with health protocols during the 
COVID-19 pandemic. From the questionnaire, we get 
the number of respondents obtained as many as 20 
junior and high school students. Most respondents 
stated that learning in schools was close to very good, 
this was because several schools had implemented 
learning that was able to meet the needs of their 
students. Some of the respondents also thought that the 

learning media delivered at school was interesting and 
could stimulate their interest in learning. Besides that, 
most of the respondents do not know what augmented 
reality is. Other results show that learning media based 
on 3D augmented reality is still very rarely used and 
even knows it. Most respondents stated that 3D 
augmented reality learning media can help in the 
process of learning and teaching activities in their 
schools to meet learning deficiencies in their schools, but 
there are still respondents who doubt that this learning 
media can help meet learning deficiencies in their 
schools. These results have shown that 3D augmented 
reality learning media can be accepted by some students 
to support learning at school. Many of the respondents 
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do not like using the application because the UI design 
is difficult to reach and the amount of storage used. 
However, some respondents also said that this media 
was very enjoyable because the learning was presented 
in the form of 3-dimensional media with the person as 
users.  

In the results of the questionnaire about whether or 
not this learning media was applied at schools, it was 
found that most students agreed to be able to use the 
Assembler Edu application in the teaching and learning 
process at school because it could increase student's 
interactive knowledge and creativity in using 3D media. 
Based on the student’s opinion who becomes 
respondents of our survey, the Assemblr Edu 
application has the following advantages such as make 
learning and teaching activities more interesting; easy to 
use when learning; has an attractive display of content 
and helps learning; and the material presented is quite 
complete and in accordance with the subject category. 

Behind many advantages of this application, there 
was still shortcomings that may have to be improved by 
the builders such as it cannot used by students under the 
age of 10; the size is quite large, so not all students can 
download and use this application; the UI of this 
application is too difficult to reach; and most of the 
content is used online, so it requires a stable internet 
speed and a fairly large internet data. 
 
Data Normality Test 

Normality test is a test with the goal of assessing the 
distribution of data in a group, whether the distribution 
of the data is normally distributed or not. The meaning 
of normally distributed is that the data will follow the 
form of a normal distribution where the data is centered 
on the average and median values. The hypothesis are 
data is normally distributed (Ho) and data is not 
normally distributed (Ha). By using the chi square table, 

the data is not normally distributed (Ha) if X count X 
table and the data is normally distributed (Ho) if X count 
< X table. 

Q1 is “What do you think about learning at 
school?”. From a scale of 1 – 5, respondent’s data is 
obtained which is presented on table 1. we get the 
average result is 4.02 and SD 0.68. By using the alpha 
approach = 0.95, from the chi square table, the X2 table 
value = 0.5543. Based on the results, it can be seen that X 
count < X table, then Q1 is accepted or normally 
distributed. 

Q2 is “Are the learning media used in schools has 
been interesting?” From a scale of 1 – 5, respondent’s 
data is obtained which is presented on table 2. We get 
the average result is 3.08 and SD 1.11. By using the alpha 
approach = 0.95, from the chi square table, the X2 table 
value = 0.5543. Based on the results, it can be seen that X 
count > X table, then Q2 is rejected or not normally 
distributed.  

Table 1. Q1 respondent (chi square) 
Responden Q1 
Scale F (Oi) Zo Za Wide Difference F(Ei) X2 
1 0 -5.19 -3.72 0 0 0.000 
2 0 -3.72 -2.24 0.0125 0.625 0.000 
3 11 -2.24 0.77 0.2081 10.405 0.034 
4 27 -0.77 0.71 0.5405 27.025 0.000 
5 12 0.71 2.18 0.2243 11.215 0.055 
SUM 50     0.089 

 
Table 2. Q2 respondent (chi square) 

Responden Q2 

Scale F (Oi) Zo Za wide 
difference 

F(Ei) X2 

1 4 -2.32 -
1.42 

0.0676 3.38 0.114 

2 11 -1.42 -
0.52 

0.2237 11.185 0.003 

3 18 -0.52 0.38 0.3465 17.325 0.026 

4 11 0.38 1.28 0.2517 12.585 0.200 

5 6 1.28 2.18 0.0857 4.285 0.686 

SUM 50     1.029 
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Table 3. Q3 respondent (chi square) 

Responden Q3 

Scale F (Oi) Zo Za wide 
difference 

F(Ei) X2 

1 0 -4.57 -
3.20 

0.0007 0.035 0.035 

2 1 -3.20 -
1.83 

0.0329 1.645 0.253 

3 15 -1.83 -
0.47 

0.2856 14.28 0.036 

4 25 -0.47 0.90 0.4967 24.835 0.001 

5 9 0.900 2.27 0.1725 8.625 0.016 

SUM 50     0.342 

Table 4. Q4 respondent (chi square) 

Responden Q4 

Scale F (Oi) Zo Za Wide 

difference 
F(Ei) X2 

1 2 -2.85 -1.72 0.0405 2.025 0.000 

2 11 -1.72 -0.59 0.2339 11.695 0.041 

3 23 -0.59 -0.54 0.4288 21.44 0.114 

4 12 -0.54 1.68 0.2481 12.405 0.013 

5 2 1.68 2.881 0.044 2.2 0.018 

SUM 50     0.187 
 

Table 5. Q5 respondent (chi square) 

Responden Q5 

Scale F (Oi) Zo Za wide 
difference 

F(Ei) X2 

1 2 -2.85 -1.72 0.0405 2.025 0.000 

2 11 -1.72 -0.59 0.2339 11.695 0.041 

3 23 -0.59 -0.54 0.4288 21.44 0.114 

4 12 -0.54 1.68 0.2481 12.405 0.013 

5 2 1.68 2.881 0.044 2.2 0.018 

SUM 50     0.187 

 
Q3 is “In your opinion, can 3D Augmented Reality 

learning media help the lack of learning in schools?” 
From a scale of 1 – 5, respondent’s data is obtained which 
is presented on table 3. We get the average result is 3.84 
and SD 0.73. By using the alpha approach = 0.95, from 
the chi square table, the X2 table value = 0.5543. Based on 
the results, it can be seen that X count < X table, then Q2 
is accepted or normally distributed. 

Q4 is “How do you feel about using the Assemblr 
Edu application?”. From a scale of 1 – 5, respondent’s 
data is obtained which is presented on table 4. We get 
the average result is 3,02 and SD 0,88 By using the alpha 
approach = 0.95, from the chi square table, the X2 table 
value = 0.5543. Based on the results, it can be seen that X 
count < X table, then Q2 is accepted or normally 
distributed. 

Q5 is “Do you think Assemblr Edu is suitable for 
use when learning at school?” From a scale of 1 – 5, 
respondent’s data is obtained which is presented on 
table 5. We get the average result is 3.02 and SD 0.88.By 
using the alpha approach is 0.95, from the chi square 

table, the  table value is 0.5543. Based on the results, it 
can be seen that Xcount < Xtable, then Q2 is accepted or 
normally distributed. 

 
Discussion 

One of the factors that determine the continuity of 
good teaching and learning activities is the use of 
learning media. By using creative and interactive 
learning media, it can stimulate student’s mindset and 
attract students who initially had difficulty 
understanding learning to become easy to understand 
learning. Assemblr Edu software is one of the interactive 
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learning media that is presented in 3 dimensions. By 
using this software, students can understand learning 
easily because it is presented in 3 dimensions. 

Based on the results of research referring to the 
Assemblr Edu software, it was found that 4 hypotheses 
were accepted and 1 hypothesis was rejected. The 
rejected hypothesis is a hypothesis about the use of 
interactive media in schools which is still lacking. Well, 
from the explanation above, it was found that the 
Assemblr Edu software can help attract student’s 
interest and creativity, because of the 3 questions about 
using the software, all hypotheses were accepted. 

 

Conclusion  

From the discussion that has been described 
previously, we can conclude that the Assemblr Edu 
learning application can be a more interesting and 
modern learning solution to be applied in school. Then, 
the use of the Assemblr Edu application which is quite 
easy can provide opportunities for more effective 
learning with the features of learning topics that are 
already complete enough to be learned. Besides that, the 
lack of knowledge of students about Augmented Reality 
technology has an impact on the Assemblr Edu 
application that is rarely used by schools or students 
independently. Last, support from hardware such as 
smartphones is very important with specifications that 
are large enough in terms of memory storage, to run 
applications better and efficiently and connection 
stability also affects the use of this learning application. 
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