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INTISARI

Pembelajaran tentang lapisan bumi di kalangan siswa 5D masih banyak
bergantung pada buku teks, ilustrasi dua dimensi, serta metode pengajaran secara
lisan. Situasi ini mengakibatkan sejumlah siswa kesulitan untuk mengerti susunan
lapisan bumi, mengingat topik ini bersifat abstrak dan sulit untuk divisualisasikan
secara nyata. Di samping itu, pﬂrtlslpmﬁwﬂqm aktivitas belajar masih minim,
sehinggn diperlukan ﬂﬂpﬁmbeiw Miﬂﬂh menarik dan imerakiif.

Penelitian ini hﬁﬁﬂh m meTancang &m -membangun media
pembelajaran berbasis Augmented Reality (AR) muteri lapisan bumi pada
perangkat Android menggunakan metode Multimedia Development Life Cycle
(MDLC). Metode MDLC ferdiri dasi tahapan congept, design, misterial collecting,
assembly, festing, dan distribution. Aplikasi d1kembmmkau Unity
se(maiﬂ_w engine, Vuforia sebagai SDK Augmented Reality, dan Blender untuk
pemhhﬂ#ek tiga dimensi. Fitur yang disedinkan meliputi pemindaian marker
mmkumqﬁm objek 3D lapisan bumi, audio narasi. materi pembe!afaran, mini
game. Miﬂﬂﬂm

Hasil penelitian berupa aplikasi AR Geosphere yang mampu menampilkan
xhﬂﬁﬁasl tiga dimensi lapisan bumi secara mtcrnknﬁllwu pengujian yang
d]l:i:lﬁ:. sa'l,l.m.l.h ﬁmﬁn .nphlnm berjalan sesual dmp lﬂumhn vang telah

ajaran ini dapat digunakan sebagai alternatif pembelajaran
yang mmmww siswa smm serta membantu gura
dalam menyampaikan mater anlsan bumi dengan lebih efcktif.

Kata kuncl: Augmented Rhty !;r{e&in Fm‘tbelﬂj:!l’&]‘t. Lapisan Bumi, Android,
MDLC.

xvi



ABSTRACT

Learning about the Earth's layers among elementary school students
still relies heavily on textbooks, two-dimensional illustrations, and verbal
teaching methods. This condition causes some students to experience
difficulties in understanding the structure of the Earth's layers because the
topic is abstract and difficult to vissalize In areal form. In addition, student
participation in learning activities remains relatively low, making it necessary

to provide amore engaging and interactive learning medium.

This study aims to design and develop an Augmented Reality (AR)-
based learning media for Earth layer material on Android devices using the
Mlﬂl:lmﬂﬂfﬂ Development Life Cycle [MDLC) method. 'I'bulﬂ}l..[! method
consists of six stages: concept, design, material collecting, assembly, testing
and distribution. The application was developed using Unity as the game
engine, ‘ﬁiﬂﬂn as the Augmented Heality Software Dwe!upmfnt;K"ﬁ [ﬁﬂi{]
and Blender for creating three-dimensional objects. The application features
marker scanning to display 30 Earth layer objects; audio narration, learning
nﬂﬂ‘ja]s mini-games, and evaluation quizzes.

Tl;erpﬂdtﬂftﬁsm,hm application called AR Geosphere, which
is capable of presenting interactive ﬂlree-dimmﬂlﬁi-ﬁsuaiizamm of the
Earth's mmm the testing mm:iln."t'_.i!ﬁ,: all application functions
operated according to the specified requirements. This learning media can
serve as an alternative Inmmtht is more engaging and interactive for
elementary school students and can assist teachers in delivering Earth layer

material more effectively.

Keyword: Augmented Reality, Learning Media, Earth Layers, Android, MDLC.
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