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MOTTO 

“Maka sesungguhnya bersama kesulitan ada kemudahan. 

Sesungguhnya bersama kesulitan ada kemudahan.” 

(Q.S Al-Insyirah, 94:5-6) 

 

“A mother's arms are more comforting than anyone else's.” 

(Princess Diana) 
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INTISARI 

Sekolah Dasar Negeri Singosaren, yang terletak di Bantul, Yogyakarta, telah 

terakreditasi A dan dalam upaya mengintegrasikan teknologi dalam pembelajaran 

untuk meningkatkan keterlibatan dan pemahaman peserta didik. Penelitian ini 

dilakukan untuk mengatasi kejenuhan belajar dengan menggunakan buku 

bergambar dua dimensi, khususnya dalam pengenalan berbagai jenis profesi kepada 

siswa. Penelitian ini mengembangkan aplikasi Augmented Reality (AR) berbasis 

Android untuk kelas 4, yang menampilkan objek 3D dengan metode Marker Based 

Tracking. Aplikasi ini dirancang menggunakan beberapa tools seperti Unity, Canva, 

Figma, dan library Vuforia, serta dikembangkan dengan metode Multimedia 

Development Life Cycle. Hasil penelitian menunjukkan bahwa aplikasi ini sangat 

baik dengan indeks kelayakan 91,66%, membantu guru dalam mengajar dan 

meningkatkan pemahaman siswa tentang berbagai profesi. Namun, aplikasi ini 

memerlukan pengembangan lebih lanjut seperti penambahan jenis profesi, evaluasi 

materi, dan ketersediaan pada sistem operasi selain Android.  

Kata kunci: Augmented Reality, Multimedia Development Life Cycle (MDLC), 

Unity 3D, Profesi.  

 

 

 

 

 

 

 

 

 

 

 

 

 



 

xvii 
 

ABSTRACT 

Singosaren State Elementary School, located in Bantul, Yogyakarta, is A 

accredited and in an effort to integrate technology in learning to increase learner 

engagement and understanding. This research was conducted to overcome the 

boredom of learning by using two-dimensional picture books, especially in the 

introduction of various types of professions to students. This research develops an 

Android-based Augmented Reality (AR) application for grade 4, which displays 3D 

objects with the Marker Based Tracking method. This application is designed using 

several tools such as Unity, Canva, Figma, and Vuforia library, and developed 

using the Multimedia Development Life Cycle method. The results showed that this 

application is very good with a feasibility index of 91.66%, helping teachers in 

teaching and increasing students' understanding of various professions. However, 

this application requires further development such as adding types of professions, 

material evaluation, and availability on operating systems other than Android. 

Keywords: Augmented Reality, Multimedia Development Life Cycle (MDLC),  

Unity 3D, Proffesion  


