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INTISARI

Museum Gunung Merapi merupakan museum yang tidak hanya memuat
informasi seputar Gunung Merapi tapi informasi dunia vulkanik pada umumnya.
Informasi yang tersedia digunakan untuk memberi edukasi kepada masyarakat
khususnya pengunjung Museum Gunung Merapi. Media informasi pada museum
ini pada umumnya berbentuk 2D. Penggunaan obyek 3D akan menambah variasi
media informasi yang berbeda dengan yang sudah ada. Penelitian ini bertujuan
menarik minat pengunjung untuk mempelajari dunia vulkanik dengan adanya
aplikasi augmented reality.

Aplikasi augmented reality di Museum Gunung Merapi ini dirancang dan
dikembangkan menggunakan metode studi pustaka yaitu mencari referensi yang
berhubungan dengan penelitian serta observasi langsung. Pembuatan aplikasi
augmented reality di Museum Gunung Merapi-dilakukan dengan menggunakan
beberapa software yaitu Adobe Photoshop, Blender, VVuforia, dan Unity.

Penelitian ini menghasilkan aplikasi multimedia yang akan menyediakan
informasi tentang beberapa gunung di Indonesia. Informasi yang disediakan
meliputi tipe gunung, sejarah, dan informasi pendukung lainnya.

Kata Kunci: Informasi, Multimedia, Museum, Edukasi
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ABSTRACT

Technological advances that develop in all sectors of society can help
performance in achieving maximum results. Most of the work can be done with
technology, thus encouraging progress in the field or business. One of them is
technological progress in delivering information using a multimedia-based
computerized system.

Multimedia-based computing technology can produce information with a
more attractive appearance. One of the advantages of a multimedia-based
computerized system Is that it can be used as a means of delivering information by
institutions or agencies or companies to introduce companies among communities
with a more attractive appearance and higher quality. But there are several
agencies or companies that have not used modern computer systems to convey
information so that it is less effective and has many weaknesses.

Jagalan Village i1s a village that has the potential as a tourist village,
especially cultural tourism. Many Javanese cultures are still preserved in this
village. But there is no promotional media that contains and explains all the
potential in this village. The author plans to document the potential of Jagalan
Village culture which is then published in one video with the aim of attracting
potential tourists who want to visit cultural attractions.

Keyword: Information, Multimedia, Museum, Education
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