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INTISARI 

Ditahun ini 2020 virus corona telah mengganggu kehidupan manusia, 

sampai-sampai negara memperketat kegiatan masyarakat. Berdasarkan hal 

tersebut penulis berusaha menyajikan suatu alternatif aplikasi dalam 

memvisualisasikan virus corona dalam bentuk augmented reality (AR).  

Adapun tahapan prosedur pemgembangan menggunakan Multimedia 

Development Life Cycle (MDLC) tahapan meliputi konsep, Perancangan, 

pengumpulan bahan materi, pembuatan,  pengujian, distribusi. 

Hasil penelitian ini adalah terbentuknya aplikasi sebagai media pendukung 

pembelajaran virus corona dengan menggunakan augmented reality, perangkat 

lunak menggunakan Blender, Adobe Photoshop, Adobe Illustrator, Unitiy, Visual 

Studio. 

 

Kata kunci : Media Pembelajaran Interaktif, Augmented Reality, Blender, Adobe 

Photoshop, Unitiy, Visual Studio, Vuvoria, Multimedia Development Life Cycle 

(MDLC). 
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ABSTRACK 
 This year 2020 the corona virus has disrupted human life, to the point 

that the state has tightened community activities. Based on this, the author tries to 

present an alternative application in visualizing the corona virus in the form of 

augmented reality (AR). 

 The stages of the development procedure using the Multimedia 

Development Life Cycle (MDLC) stages include concept, design, collection of 

materials, manufacture, testing, distribution. 

 The result of this research is the formation of applications as a media to 

support learning corona virus using augmented reality, software using Blender, 

Adobe Photoshop, Adobe Illustrator, Unitiy, Visual Studio. 

 

 

Keyword : Media Pembelajaran Interaktif, Augmented Reality, Blender, Adobe 

Photoshop, Unitiy, Visual Studio, Vuvoria, Multimedia Development Life Cycle 

(MDLC). 

 

 


