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DAFTAR ISTILAH

Augmented Reality (AR)

Teknologi yang menggabungkan objek virtual dua dimensi atau tiga dimensi ke
dalam lingkungan dunia nyata secara real-time.

Harimau Jawa

Subspesies harimau (Panthera tigris sondaica) yang pernah hidup di pulau Jawa
dan kini sekarang populasinya sangat sedikit: menjadi fokus pengenalan dalam
media edukasi.

Edukasi

Proses penyampaian pengetahuan atau informasi, dalam skripsi ini melalui media
Augmented Reality untuk mengenalkan Harimau Jawa kepada masyarakat.
Multimedia Development Life Cycle (MDLC)

Metodologi pengembangan perangkat lunak berbasis multimedia yang terdiri dari
enam tahap: konsep, desain, pengumpulan materi, pembuatan, pengujian, dan
distribusi.

Unity

Mesin pengembangan perangkat lunak lintas platform yang digunakan untuk
membuat aplikasi berbasis AR, termasuk simulasi interaktif seperti terapi
eksposur untuk arachnophobia.

Markerless AR

Jenis augmented reality yang tidak memerlukan penanda (marker) fisik,
melainkan menggunakan deteksi permukaan atau posisi melalui kamera.

3D Modeling

Proses pembuatan representasi tiga dimensi dari suatu objek menggunakan
perangkat lunak khusus untuk digunakan dalam aplikasi AR.

User Interface (UI)

Antarmuka yang digunakan pengguna untuk berinteraksi dengan aplikasi,
mencakup desain visual, navigasi, dan elemen interaktif lainnya.

User Experience (UX)
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Pengalaman keseluruhan penggunaan saat berinteraksi dengan aplikasi, termasuk
aspek kemudahan pengguna, responsivitas, dan kepuasan pengguna.
Interaksi Real-Time

Fitur dalam aplikasi AR yang menunjukkan pengguna untuk berinteraksi langsung

dengan objek virtual tanpa jeda waktu yang signifikan.
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INTISARI

This research is entitled "Development of Augmented Reality Intro-
duction of Indonesian Endemic Javanese Rare Tigers Using the MDLC Method"
which aims to develop an interactive educational media in introducing rare Javan
tigers to the general public by utilizing Augmented Reality (AR) technology. The
Javan tiger (Panthera tigris sondaica) is an endemic species of Indonesian tiger that
has been declared extinct, but still has important value in the preservation of Indo-
nesia's biodiversity knowledge and heritage.

This application as an educational medium is designed so that users can see
3D images of Javan tigers in real life through Android-based smartphone devices,
thereby increasing people's interest in learning and understanding, especially the
younger generation, about this species. The development of this application uses
the Multimedia Development Life Cycle (MDLC) method which consists of six
stages: concept, design, material collection, manufacture, testing, and distribution.
The result of this research is an Augmented Reality application that is able to dis-
play a 3D model of the Javan tiger with supporting information related to charac-
teristics, habitat, size, and other unique facts. and the results of the questionnaire
respondent test, from 10 respondents who filled out and conducted research directly
on Amikom students, where on average they gave the most Yes and Strongly Agree
answers, where the application is feasible and can be used as an educational and
learning medium. Based on the results of the trial, this application is considered
effective and interesting as an alternative educational media that is interactive, in-
novative, and quite easy to access.

Kata kunci: Augmented Reality, Javan Tiger, Multimedia Development Life Cy-
cle (MDLC), 3D, Interactive.
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ABSTRACT

Augmented Reality is a technology that combines the real world with virtual
objects interactively and in real-time. In this study, an Augmented Reality of Rare
Javanese Tigers Endemic to Indonesia was developed using the MDLC method.
which is then projected into real time or environment. One of the fields that can be
integrated with AR is education and knowledge, with the rare tiger as one of the
objects that can be implemented in the introduction of AR as education and also
learning because of its almost extinct number status. In this study, the method used
is Multimedia Development Life Cycle (MDLC), which was chosen because it is in
accordance with the objectives of planning an interactive application for the intro-
duction of rare Javan tigers. The MDLC method consists of six stages: Concept,
Design, Material Collecting, Assembly, Testing, Distribution. This application was
developed so that users can get to know about the endangered Javanese tiger using
Augmented Reality technology.

Keyword: Augmented Reality, Javan Tiger, Multimedia Development Life Cycle
(MDLC), 3D, Interactive.
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