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INTISARI 

Alat musik tradisional indonesia merupakan salah satu tradisi budaya 

Indonesia yang ada turun-temurun sejak dulu sampai sekarang. Alat musik 

tradisional sangatlah beragam di indonesia di berbagai daerah dengan ciri khas 

budaya di setiap daerah tersebut. Semakin berkembangnya zaman modern ini, 

semakin kurang minat masyarakat khususnya anak muda untuk mengenal tradisi 

alat musik tradisional Indonesia. Disebabkan juga karena faktor kelangkaan dan 

mahal untuk produksi alat musik tradisional, dan hanya di gunakan untuk acara-

acara adat saja. Pentingnya melestarikan budaya alat musik tradisional indonesia, 

setidaknya mengetahui budaya bangsa kita ini. Dengan memanfaatkan teknologi 

augmented reality yang di padukan dengan tradisi alat musik tradisional 

Indonesia, di buatlah aplikasi pengenalan alat musik tradisional indonesia 

menggunakan teknologi augmented reality pada penelitian ini. 

Metode yang di gunakan pada aplikasi augmented reality yaitu metode 

markerless augmented reality. Metode markerless augmented reality dapat 

menampilkan objek 3D tanpa membutuhkan penanda (marker). Metode yang di 

gunakan dalam perancangan menggunakan metode Multimedia Development Life 

Cycle (MDLC) dengan tahapan concept, design, material collecting, assembly, 

testing dan distribution. Proses perancangan ini menggunakan software Unity, 

EasyAR SDK, dan Blender. Hasil perancangan menghasilkan aplikasi augmented 

reality berbasis android 

Pengujian aplikasi yang sudah di buat menggunakan metode alpha test. 

Aplikasi telah di uji menggunakan 3 perangkat Android yang berbeda, di 

antaranya Xiaomi Pocophone F1, Oppo F11, dan Sony xperia XZ3. Hasil 

pengujian aplikasi pada 3 perangkat Android dapat berjalan sesuai dengan tujuan 

perancangan dan apa yang di harapkan pada penelitian ini. 

 

Kata Kunci: Augmented reality, alat musik tradisional, Multimedia Development 

Life Cycle (MDLC), Unity, EasyAR. 



xiv 

 

ABSTRACT 

Indonesian traditional musical instruments are one of Indonesia's cultural 

traditions that have been passed down from generation to generation from the 

past until now. Traditional musical instruments are very diverse in Indonesia in 

various regions with cultural characteristics in each area. With the development 

of this modern era, the public, especially young people, are less interested in 

getting to know the traditions of Indonesian traditional musical instruments. It is 

also caused by the scarcity and expensive factor for the production of traditional 

musical instruments, and is only used for traditional events. The importance of 

preserving the culture of Indonesian traditional musical instruments, at least 

knowing the culture of our nation. By utilizing augmented reality technology 

combined with traditional Indonesian musical instrument traditions, an 

application for the introduction of Indonesian traditional musical instruments was 

made using augmented reality technology in this study.  

The method used in the augmented reality application is the markerless 

augmented reality method. The markerless augmented reality method can display 

3D objects without the need for markers. The method used in the design uses the 

Multimedia Development Life Cycle (MDLC) method with the stages of concept, 

design, material collecting, assembly, testing and distribution. This design 

process uses Unity software, EasyAR SDK, and Blender. The results of the design 

produce an android-based augmented reality application. 

Testing applications that have been made using alpha testing methode. 

The application has been tested using 3 different Android devices, including the 

Xiaomi Pocophone F1, Oppo F11, and Sony Xperia XZ3. The results of testing 

applications on 3 Android devices can run according to the design objectives and 

what is expected in this study. 

 

 

Keyword: Augmented reality, traditional musical instruments, Multimedia 

Development Life Cycle (MDLC), Unity, EasyAR. 
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