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INTISARI

Media pembelajaran tata surya kepada siswa Taman Kanak-Kanak Harapan
Gorongan masih menggunakan media cetak berupa buku bergambar. Penggunaan
teknologi dapat menjadi salah satu jenis media lain yang dapat diterapkan atau
diperkenalkan yaitu penggunaan aplikasi Augmented Reality berbasis Android.
Augmented Reality menggunakan Teknik marked based tracking memungkinkan
objek planet untuk divisualisasi secara 3D dan bergerak dalam pengenalan tata
surya.Aplikasi Augmented Reality dengan fitur menampilkan objek 3D delapan
buah planet yang terdiri dari planet kecil dan besar sebagal media pembelajaran
system tata surya kepada siswa TK Harapan Gorongan. Penelitian ini menggunakan
metode Multimedia Development Life Cycle (MDLC) yang terdiri dari lima
tahapan yaitu konsep, desain, pengumpulan bahan, perancangan dan distribusi.
Penggunaan aplikasi Augmented Reality media pembelajaran sistem tata surya di
TK 'Harapan Gorongan Berbasis Android berhasil dibuat dan terbilang efektif
dengan kepuasan pengguna berdasarkan hasil dari kuisioner dan mendapatkan
prosentase hingga 86,24% dengan demikian dapat disimpulkan bahwa aplikasi
tersebut dapat digunakan sebagai sarana alternatif belajar guru ke siswa pada Tk

Harapan Gorongan.

Kata kunci: Augmented Reality, Marker Based Tracking, Tata Surya, 3 Dimensi,
MDLC.
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ABSTRACT

The learning media of the solar system to Harapan Gorongan Kindergarten
students still use printed media in the form of picture books. The use of technology
can be one type of other media that can be applied or introduced, namely the use
of Android-based Augmented Reality applications. Augmented Reality using
marked based tracking techniques allows planetary objects to be visualized in 3D
and move in the introduction of the solar system. Augmented Reality applications
with features display 3D objects of eight planets consisting of small and large
planets as a learning medium for the solar system to Harapan Gorongan
Kindergarten students. This research uses the Multimedia Development Life Cycle
(MDLC) method which consists of five stages, namely concept, design, material
collection, design and distribution. The use of the Augmented Reality application
of solar system learning media in Android-based Harapan Gorongan Kindergarten
was successfully made and was fairly effective with user satisfaction based on the
results of the questionnaire and got a percentage of up to 86.24%, thus it can be
concluded that the application can be used as an alternative means of learning
teachers to students at Tk Harapan Gorongan.

Keyword: Augmented Reality, Marker Based Tracking, Solar System, 3
Dimension, MDLC.
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