DAFTAR ISI

HALAMAN JUDUL ...ttt i
PERSETUJIUAN . ...ttt e e e e e e e s et a e e e e e e e s e ennnnees i
HALAMAN PENGESAHAN .....ooii ittt r e [\,
PERSEMBAHAN ..ottt ettt a e e e e e e e e e s s st r e e e e e e s s annnnees Vi
1 N 1 TSRS vii
KATA PENGANTAR ...ttt it raa e e e e e e s s e e e e e e e s e nnnnees Vil
DARIBAR S| S 0 N .......... A ... L X
DAFTAR TABEL ...t XI
DAFTAR GAMBAR ...ttt e et nes Xii
INTISEERIL.. G .. S ... e . L Xii
ABSTRERCT ... W . ... ... (O Y. 0 ... Xii
BAB | PENDAHULUAN ...ttt sttt snne s 1
A. Latar Belakang Masalah.................ooovviiiiieiiiie e 1
B. Perumusan Masalah ...........cccoiiiiiiiiiiiiiieiie e 4
C. Batasan Penelitian .........cocuieiiiiiieiii i 5
D. Tujuan Penelitian ...........cocvviiiiiieiiiie ettt 5
E. Manfaat Penelitian ........cccooviiiiiiiiiieie st 5
BAB I TINJAUAN PUSTAKA ...ttt 7
N I 14 To - L= T T T ] TR PR TP 7
1. Media Pembelajaran .........ccoveiiiiiiiiie e 7

2. SePAKDOIA........cciiiiiee e 8

3. MURIMEAIA ..o 9

O A o[- ] USSP 10

5. Augmented Reality..........ccceeiiiiiiiiie e 11

6. MUIEMAKET ... 13

7. COMEI DIaW.....cciiiiieiiie e 14



8. BIENEr 3D ....ooiiciiiei e 14

9. LV (o] - PSP SPTR 14

10, UNILY BD oottt 16

11.  Sistem Operasi ANAroid .........ccoovveiiienieiieiee e 18

B. Penelitian Sebelumnya ..........coooviiiiiiii 19
BAB 11l METODE PENELITIAN ... 28
A. Tempat Dan Waktu Penelitian...........ccocoviiiiiiiiiiiicecee e 28
B. Metode Pengumpulan Data ..........ccoovviiniiiiiiiiciiee e 28
C. Alat dan Bahan Penelitian ...........ccooveiiieiiniie i 30
D. KONSep PeNelItian ........cocieiiiiiieiiieiiiesiie ettt 31
BAB IV HASIL DAN PEMBAHASAN ........ociiiiiiiiiee e 37
A, ANALISIS HASIL.......oeoe e 37
1. Concept (PENGONSEPAN) ..eeivvreeiieeeiiieeeiiieeesireeesnseeesnseeessneeessneeaneeeeanns 37

2. Design (PEranCangan) ..........ccueeeiureeiieeeiieeeaiereassssesssneessnesassesesnseses 39

3. Material Collecting (Pengumpulan Bahan) ...........ccccccveeiiieeiineeiinnnenn 46

4. Assembly (Pembuatan) ..........cccoveiiiieiiiieiiiee e 47

5. Testing (PENQUJIAN) .....veeiuieeiiireeeiiieeeeieeesiteeeasieeeastae e siaeeesnaeesaeeesseaeas 62

6. Distribution (DiStFIDUSE).......ccvviiiiieiiieeesiiee e 74
BAB V PENUTUP ...ttt sttt a e sneeana et ee b ans 75
AL KESIMPUIAN ... 75
Br=5aaN..........c.... .o T 75
DAFTAR PUSTAKA ettt st sttt ae e anes 77
LAMPIRAN ..ottt ettt sae et ste et e e beeneesneenre s 78

Xi



DAFTAR TABEL

Tabel 2.1 Perbandingan Penelitian Sebelumnya ..., 25
Tabel 2.1 Perbandingan Penelitian Sebelumnya (Lanjutan) ...........c.cccoooeiiennnnn 26
Tabel 2.1 Perbandingan Penelitian Sebelumnya (Lanjutan) ............cccocoveviiieninenn 27
Tabel 4.1 Deskripsi konsep dari media pembelajaran .............cccocoeviiiieninennnn 39
Tabel 4.2 StOryD0ard..........ccvveiiee i s 41
Tabel 4.2 Storyboard (LanjuLan) .........coeeoeeeiiiineeniieiiieseeeiee e 42
Tabel 4.3 RENCANA PENGUJIAN ...coiuviiiirieiieiiiesiieeee st s sseeesieeateesiaeesteeseeesaeeneneas 63
Tabel 4.31 Rencana Pengujian (Lanjutan) .........ccccooeeiieeiienieeniienee i 64
Tabel 4.32 Rencana Pengujian (Lanjutan) .......ccocceeoeeiieineeiieeniienee e 65
Table 4.4 HaSil PENQUJIAN ........cvvveiiiieiiiieeeiieeeeieeesntaaeasnaeasnae s aneeeesnnaaesnneeeeeeas 66
Tabel 4.4 Hasil Pengujian (Lanjutan) ..........cccueeiuereiieeeiinressiieessneeeesieeesnneesenas 67
Tabel 4.5 KUISIONEE ....oiiiuiiiiiiieeie ettt neas 68
Tabel 4.5 KuiSioner (LanjULan) ..........eeoiveeeiieeeiieeesieeessieeesnnnneesieeessnnneesnneeesnnns 69
Tabel 4.6 Hasil AKNIr PENQUJIAN ........cccvviiiiie i 74

Xii



DAFTAR GAMBAR

Gambar 1.1 Penggunaan Smartphone di dunia tahun 2019 ..........ccccccvveviereiinnnn, 3
(NBWZ0,20719). ..ottt ettt 3
Gambar 1 .(a) Marker pada aplikasi augmented reality; (b) Titik koordinat virtual
PAAA MAFKET . ...ttt ettt et 13
Gambar 2 VUTOria SDK ........oiiiiiee e 15
Gambar 3.1 Konsep PENEILIAN ........ccvviiieiiiiiiieie e 31
Gambar 3.2 metode MDLC (Metode Development Life Cycle) .........cccccovvenen. 34
(BINANTO, 2010) ... eiietieiiteeiie ettt ettt sttt ettt ettt et b e 34
Gambar 4.2 Flowchart pembuatan aplikasi..........cccooveiiieiieiiieiieeie e 40
Gambar 4.3 struktur navigasi apliKasi ...........ccccoieeiiieiiiii e 41
Gambar 4.4 FIOWChArt SISTEM..........cuviiiiieeiiie e eiee e eieeesiee e srae e sa e e enaee e e 42
Gambar 4. 6 Desain halaman awal aplikasi .............cccoooiiiiiiieniee e 45
Gambar 4. 7 Desain halaman 10ading ..........cccceoivieeiiieiiiie e 46
Gambar 4. 8 Desain halaman MENU ..........cooveiiiiiiieiie e 46
Gambar 4. 9 Desain DUTTON..........cuiiiiiiiii e 47
Gambar 4. 10 Hasil Modelling Karakter...........ccccccoevivveiiieeiie e 48
Gambar 4. 11 Hasil texture Karakler............ccouieiiieieiiie e 49
Gambar 4. 12 Proses Pemberian RIGQING .....ccceeviueeiiiieeiiie i 50
Gambar 4.13 ProSes ANIMALION .........cuueiuierieeiieesrieesiteeieeseeesieessieesneessiessbeeanees 51
Gambar 4. 14 Database Marker VUTOria.........cccooveiiiieiiiiiie e 51
Gambar 4. 15 Tampilan Awal UNity .........cccooveeiiiiiiiieeccc e 52
Gambar 4. 16 Import database Marker...........ccccocvveiiieeiiine e 53
Gambar 4. 17 Tampilan scene menu awal .............ccccovveiviie e 54
Gambar 4. 18 Tampilan scene Petunjuk............cccveeiiieeiiiee i 55
Gambar 4. 19 Tampilan pada scene 10ading ...........cccovevviieiinc i, 55
Gambar 4. 20 Tampilan pada scene menu about.............cccceovveiiee e, 56
Gambar 4. 21 Tampilan pada scene ARCAMEra ........ccccovvvveeiiiveiiiee e 57
Gambar 4. 22 Tampilan menu build Setting ...........ccovveiiic i, 58
Gambar 4. 23 Tampilan PlayerSettings .........ccovvvvveeiiiiiiee e 59

xiii



Gambar 4. 24 Tampilan other SEttING ........ccoviviiiiiiiieie e

Gambar 4. 25 Menu notifikasi

Gambar 4. 26 Loading ...........

Xiv



