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INTISARI 

 

Permasalahan sampah di Indonesia semakin serius dikarenakan timbulan 

jumlah sampah rumah tangga yang terus meningkat, terutama sampah plastik. 

Selain sampah plastik, meningkatnya sampah organik dapat memicu pencemaran 

jika tidak dikelola dengan benar, serta pentingnya menangani sampah B3 yang 

berbahaya bagi kesehatan dan lingkungan. Upaya edukasi diperlukan agar 

masyarakat, terutama remaja hingga dewasa, memahami jenis sampah dan cara 

mengelolanya dengan langkah sederhana. Penelitian ini bertujuan menghasilkan 

aplikasi edukasi pengelolaan sampah berjenis Marker-Based Augmented Reality 

(AR) pada perangkat Android dengan menerapkan metode Software Development 

Life Cycle (SDLC), sekaligus mengevaluasi kelayakan dan pengalaman pengguna 

melalui kuesioner skala Likert. Pengembangan aplikasi dilakukan melalui tahapan 

SDLC yang meliputi perencanaan, analisis, desain, implementasi, pengujian, serta 

pemeliharaan sistem berdasarkan umpan balik pengguna. Evaluasi dilakukan pada 

20 responden menggunakan 10 pernyataan skala Likert 5 poin. Secara keseluruhan, 

hasil menunjukkan bahwa aplikasi memperoleh 92,5% dengan kategori “sangat 

baik”. Dengan demikian, aplikasi dinilai layak digunakan sebagai media edukasi 

untuk membantu meningkatkan pemahaman dan kesadaran tentang pengelolaan 

sampah sederhana dan jenis-jenis sampah, khususnya bagi pengguna remaja hingga 

dewasa. 

 

Kata kunci: Augmented Reality, Marker-Based, Edukasi Pengelolaan Sampah, 

Software Development Life Cycle (SDLC). 
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ABSTRACT 

 

The waste problem in Indonesia is becoming increasingly serious due to the 

rising amounts of household waste, especially plastic waste. Besides plastic waste, 

the increase in organic waste can trigger pollution if not managed properly, and it 

is also important to handle hazardous B3 waste that is dangerous for health and the 

environment. Educational efforts are needed so that the public, particularly 

teenagers and adults, understand the types of waste and how to manage them with 

simple steps. This study aims to produce an educational waste management 

application based on Marker-Based Augmented Reality (AR) on Android devices 

by applying the Software Development Life Cycle (SDLC) method, as well as to 

evaluate its feasibility and user experience through a Likert scale questionnaire. The 

application development was carried out through the SDLC stages, which include 

planning, analysis, design, implementation, testing, and system maintenance based 

on user feedback. The evaluation was conducted on 20 respondents using 10 

statements with a 5-point Likert scale. Overall, the results showed that the 

application achieved 92.5% with a "very good" rating. Therefore, the application is 

considered suitable for use as an educational tool to help improve understanding 

and awareness of simple waste management and types of waste, particularly for 

adolescent to adult users. 

 

Keywords: Augmented Reality, Marker-Based, Waste Management Education, 

Software Development Life Cycle (SDLC).


	9d187cb0c9f209166e505c8a0b88ecd356c4db24e9ba8a40b6552e75a67a5667.pdf
	c1fb8ced7574add523c64000e44b390360d9551ec0e8bea0dc7964efb474fd47.pdf
	ae2eae5e442f8825f8bcb2be193293e33abdf41bf62495a6ae50e7f426059899.pdf
	ca3c79f39eb17ce396a464838bde558b5d8dbcdc3ed626a3402fe67dff2a4067.pdf
	9d187cb0c9f209166e505c8a0b88ecd356c4db24e9ba8a40b6552e75a67a5667.pdf

