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INTISARI

Penelitian ini dilakukan untuk merancang dan mengembangkan aplikasi media
pembelajaran berbasis Augmented Reality (AR) menggunakan metode Multimedia Development
Life Cycle (MDLC). Aplikasi ini ditargetkan untuk membantu siswa kelas 5 di SDN Tanjung
penggunaan media AR ini, siswa dapat lebih mudah menguasai kompetensi dasar membentuk
hﬂbﬂgﬂbﬂgmmmg.nm@hmgvﬂm,danm tkan luns permukaan. Tshap perencanaan
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ABSTRACT

Thix rexearch aims to design and develop an Augmented Reality (AR)-based interactive
learning media application using the Multimedia Development Life Cyele (MDLC) method. The
application s largeted to axsist Sth-grode situdents o Tanfung  Elementary  School in
understanding the concepis of spatial shapes, calculating volume, and finding surface oreas in a

B '-.:I: .._.__"'*'-'L"

IR, o i R




	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_001.pdf (p.1)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_002.pdf (p.2)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_003.pdf (p.3)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_004.pdf (p.4)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_005.pdf (p.5)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_006.pdf (p.6)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_007.pdf (p.7)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_008.pdf (p.8)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_009.pdf (p.9)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_010.pdf (p.10)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_011.pdf (p.11)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_012.pdf (p.12)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_013.pdf (p.13)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_014.pdf (p.14)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_015.pdf (p.15)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_016.pdf (p.16)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_017.pdf (p.17)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_018.pdf (p.18)
	Revisi  - Cover - ALDINNO FAHRIR IZHA MAULANA_019.pdf (p.19)

