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INTISARI 

 

Pada pendidikan siswa/i SDN Bulusari 02, ada pokok pendidikan bangun 

ruang, kompetensi yang wajib dipunyai siswa ialah membentuk bermacam bangun 

ruang untuk menghitung volume serta menciptakan luas permukaan. Proses 

pendidikan dicoba memakai media buku, papan tulis serta perlengkapan peraga 

berupa balok, bundaran kerucut serta lain-lain. Bersamaan dengan pertumbuhan 

teknologi, pendidikan bisa dibantu dengan pemakaian aplikasi media pendidikan 

yang interaktif serta menarik atensi siswa. Oleh sebab itu butuh terdapatnya aplikasi 

yang bisa mengenalkan objek bangun ruang serta jaring-jaring bangun ruang 

dengan uraian secara digitalisasi. Aplikasi pendidikan bangun ruang ini dibentuk 

dengan memakai metode Multimedia Development Life cycle (MDLC) yang terdiri 

dari sesi concept, design, material collecting, assembling, testing serta distribution. 

Pemodelan sistem memakai Unified Modeling Language (UML), flowchart view, 

struktur navigasi, storyboard serta interface. Pembuatan aplikasi media pendidikan 

bangun ruang memakai teknologi augmented reality, serta aplikasi pendukung 

semacam unity, blender, vuforia, Adobe Illustrator, dan pengujian aplikasi 

memakai pengujian black box testing. Fitur-fitur aplikasi terdiri dari scan marker, 

fitur suara, informasi serta exit. Aplikasi media pendidikan bangun ruang ini bisa 

menolong siswa belajar buat memahami bangun ruang serta menekuni wujud 

jaring-jaring, sudut, rusuk serta pula bisa menghitung volume serta luas permukaan 

bangun ruang dengan objek bangun ruang 3D lewat media smartphone. 

 

Kata kunci: Bangun Ruang, Augmented Reality, MDLC, UML, Unity 
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ABSTRACT 

 

In the education of students at SDN Bulusari 02, there is a subject of spatial 

education, the lower competency that students must have is to form various 

geometric shapes to calculate volume and find surface area. The educational 

process was carried out using whiteboard novel media and visual aids in the form 

of blocks, round cones and others. Along with the growth of technology, education 

can be assisted by the use of educational media applications that are interactive 

and attract students' attention. Therefore it is necessary to have an application that 

can introduce geometric objects and geometric networks with digitized 

descriptions. This spatial educational application is made using the Multimedia 

Development Life Cycle (MDLC) method which consists of concept, design, 

material collecting, assembling, testing and distribution sessions. System modeling 

uses the Unified Modeling Language (UML), flowchart views, navigation 

structures, storyboards and interfaces. Creating spatial educational media 

applications using augmented reality technology, as well as supporting 

applications such as unity, blender, vuforia, Adobe Illustrator, and application 

testing using blackbox testing. Application features consist of scan, download 

marker, news and exit. This spatial educational media application can help students 

learn to understand geometric shapes and study the shapes of nets, angles, ribs and 

can also calculate the volume and surface area of geometric shapes with 3D spatial 

objects via smartphone media.  

. 

 

Keyword: Geometry, Augmented Reality, MDLC, UML, Unity


