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INTISARI 

 
Aplikasi ini dikembangkan dengan tujuan menyampaikan materi 

pembelajaran di SD N 2 Tumpukan agar siswa mudah memahami materi yang 

diajarkan memlalui penyampaian informasi berbasis multimedia mengenai materi 

pembelajaran pada metamorfosis kupu kupu.  

Aplikasi dirancang dan dikembangkan meliputi tahapan perancangan di mana 

digambarkan melalui alur navigasi aplikasi, tahapan selanjutnya pembuatan yang 

meliputi pemodelan 3D hingga pembuatan AR, dan tahapan pengujian yaitu testing 

jalannya aplikasi, dan terakhir adalah tahapan penyelesaian di mana aplikasi di install 

pada perangkat yang tersdia.  

Penelitian ini menghasilkan aplikasi multimedia yang memberikan informasi 

tentang materi metamorfosis kupu- kupu yang ditampilkan dalam bentuk objek 3D, 

teks, suara menggunakan teknologi Augmented Reality.  

 

Kata Kunci: Augmented Reality, Pembelajaran, Metamorfosis kupu-kupu 
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ABSTRACT 
 

 
This application was developed with the goal of delivering learning in SD N 2 

Tumpukan so that the students easily understand the material being taught throught 

the delivery of multimedia based information about the learning material on the 

metamorphosis of the butterfly.  

Applications designed and developed covers the stages of the design flow 

through which is described navigation applications, the next stage of manufacture 

which include 3D modeling to manufacture of AR, and stages of testing that is testing 

the course applications, and last is the stage of a settlement in which the application 

is installed on the device are available.  

This research resulted in multimedia application that provides information 

about the material metamorphosis of butterflies shown that are displayed in the form 

of 3D objects, text, sound use of Augmented Reality technology.  

 

Keyword: Augmented Reality, Learning, Buterfly Metamorphosis 
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