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INTISARI 

 

Penelitian ini dilatarbelakangi oleh rendahnya minat dan pemahaman siswa 

dalam mempelajari materi sistem tata surya akibat terbatasnya media pembelajaran 

yang interaktif. Kondisi ini berdampak pada kurangnya keterlibatan siswa dalam 

proses belajar serta rendahnya pemahaman konsep secara visual. Oleh karena itu, 

diperlukan media pembelajaran yang mampu menyajikan materi secara menarik, 

interaktif, dan mudah dipahami. 

Metode penelitian yang digunakan adalah Research and Development 

(R&D) dengan model pengembangan ADDIE (Analysis, Design, Development, 

Implementation, Evaluation). Tahapan penelitian dimulai dari analisis kebutuhan, 

perancangan antarmuka dan konten, pembuatan aset 2D dan 3D, integrasi teknologi 

Augmented Reality (AR) menggunakan Unity dan Vuforia, hingga pengujian 

aplikasi. Pengujian dilakukan dengan metode Black Box untuk memastikan 

fungsionalitas sistem dan kuesioner Skala Likert untuk mengevaluasi tanggapan 

pengguna. 

Hasil penelitian menunjukkan bahwa aplikasi media pembelajaran tata 

surya berbasis Augmented Reality yang dikembangkan mampu menampilkan objek 

3D planet secara interaktif dan berjalan sesuai fungsinya. Berdasarkan hasil 

kuesioner, aplikasi ini dinilai menarik, mudah digunakan, dan membantu 

meningkatkan pemahaman siswa. Media ini dapat dimanfaatkan oleh guru dan 

siswa sebagai pendukung pembelajaran IPA khususnya materi sistem tata surya, 

serta berpotensi dikembangkan lebih lanjut dengan penambahan fitur evaluasi 

pembelajaran dan integrasi materi lain. 

 

Kata kunci: Augmented Reality, Sistem Tata Surya, Media Pembelajaran, 

ADDIE, Unity 
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ABSTRACT 

 

This research is motivated by the low interest and understanding of students 

in learning the solar system due to the limited availability of interactive learning 

media. This condition impacts students’ engagement in the learning process and 

their ability to visually comprehend concepts. Therefore, it is necessary to develop 

learning media that present material in an engaging, interactive, and easily 

understandable manner. 

The research method used is Research and Development (R&D) with the 

ADDIE development model (Analysis, Design, Development, Implementation, 

Evaluation). The research stages began with needs analysis, interface and content 

design, creation of 2D and 3D assets, integration of Augmented Reality (AR) 

technology using Unity and Vuforia, followed by application testing. The testing 

phase employed the Black Box method to ensure system functionality and a Likert 

scale questionnaire to assess user feedback. 

The results indicate that the developed solar system learning media 

application based on Augmented Reality can display 3D planet objects interactively 

and functions as intended. Based on the questionnaire results, the application is 

considered engaging, easy to use, and effective in improving students’ 

understanding. This media can be utilized by teachers and students as a supporting 

tool for science learning, particularly for the solar system topic, and has potential 

for further development by adding learning evaluation features and integrating 

other materials. 

. 

 

Keyword: Augmented Reality, Solar System, Learning Media, ADDIE, Unity


