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INTISARI

Museum kata Andrea Hirata merupakan museum sastra pertama di
indonesia yang didirikan tahun 2010 oleh novelis terkenal Andrea Hirata.
Museum kata Andrea Hirata didirikan dengan tujuan untuk mengedukasi di
museum ini juga terdapat display karya-karya sastra potongan- potongan kisah
dari laskar pelangi, ada ruangan sastra dunia, ada literary music, ada literary art
dan museum kata juga menyediakan sekolah yang diajar andrea hirata sendiri.
Ada 3 bangunan Museum kata Andrea Hirata yang terdiri dari Ruang Utama,
ruang Andrea Hirata, ruang Jendela Dunia. Saat ini banyak tidak bisa berkunjung
dikarenakan pandemi yang tidak tahu sampai kapan akan berakhir dan tidak tahu
seperti apa museum ini.

Berdasarkan permasalahan diatas, teknologi virtual reality dapat
digunakan untuk sebagai solusi pada saat pandemi. Virtual reality merupakan
teknologi yang berjalan pada platform android. Aplikasi dibuat di unity dengan
video 360° direkam dengan smartphone dan di edit di adobe premiere, dalam
membangun aplikasi metode yang digunakan merupakan Multimedia
Development life Cycle (MDLC).

Berdasarkan dari perhitungan diketahui bahwa aplikasi VR Museum Kata Andrea
Hirata bisa membantu museum dengan persentase skor nilai 65.75%. Sehingga apabila
dimasukkan ke dalam kategori persentase yaitu : Cukup.

Keywords : Virtual Reality, Museum, Video 360
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Abstract
The Andrea Hirata Museum of words is the first literary museum in

Indonesia which was founded in 2010 by the famous novelist Andrea Hirata. The
Andrea Hirata word museum was founded with the aim of educating in this
museum there are also displays of literary works, pieces of stories from the
Rainbow Troops, there is a world literature room, there is literary music, there is
literary art and the word museum also provides schools taught by Andrea Hirata
himself. . There are 3 buildings of the Andrea Hirata Museum, which consist of
the Main Room, Andrea Hirata's room, and the World Window room. Currently,
many cannot visit because of the pandemic who do not know when it will end and
do not know what this museum is like.

Based on the above problems, virtual reality technology can be used as a
solution during a pandemic. Virtual reality is a technology that runs on the
android platform. The application is made in unity with 360° video recorded with
a smartphone and edited in adobe premiere, in building the application the
method used is the Multimedia Development Life Cycle (MDLC).

Based on calculations, it is known that the Andrea Hirata Kata Museum
VR application can help museums with a percentage score of 65.75%. So if it is
included in the percentage category, namely: Enough

Keywords : Virtual Reality, Museum, Video 360°
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