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MOTTO 

 

“Aku Membahayakan Nyawa Ibu Untuk Lahir Ke Dunia 

Jadi Tidak Mungkin Aku Tidak Ada Artinya” 

 

 

“Boleh jadi kamu membenci sesuatu, padahal itu baik bagimu.” 

(QS. Al-Baqarah: 216) 

 

 

“Dia mengajarkan manusia apa yang tidak diketahuinya.” 

(QS. Al-'Alaq: 5)  



 

xi 
 

DAFTAR ISI 

 

TUGAS AKHIR ..................................................................................................... ii 

LEMBAR PERSETUJUAN ................................................................................ iii 

IMPLEMENTASI AUGMENTED REALITY  SEBAGAI MEDIA 

PEMBELAJARAN KELAS 6 SEKOLAH DASAR PADA MATERI TATA 

SURYA .................................................................................................................. iii 

PERNYATAAN ORISINALITAS ....................................................................... iv 

LEMBAR PENGESAHAN .................................................................................. v 

KATA PENGANTAR ........................................................................................... vi 

PERSEMBAHAN ................................................................................................ vii 

ABSTRAK .......................................................................................................... viii 

ABSTRACT ........................................................................................................... ix 

MOTTO ................................................................................................................. x 

DAFTAR ISI ......................................................................................................... xi 

DAFTAR TABEL ............................................................................................... xiii 

DAFTAR GAMBAR .......................................................................................... xiv 

BAB I PENDAHULUAN ...................................................................................... 1 

1.1 Latar Belakang .............................................................................................. 1 

1.2  Rumusan Masalah ........................................................................................ 3 

1.3 Tujuan Penelitian ........................................................................................... 3 

1.4  Manfaat penelitian ........................................................................................ 3 

1.5 Batasan Masalah ............................................................................................ 4 

BAB II TINJAUAN PUSTAKA ........................................................................... 5 

2.1  Penelitian Terdahulu ..................................................................................... 5 

2.2  Augmented Reality  ....................................................................................... 8 

2.3  Mata Tata Surya .......................................................................................... 10 

2.4  Media Simulasi Berbasis Augmented Reality  ............................................. 11 

2.5  Blender 3D .................................................................................................. 11 

2.6  Unity ............................................................................................................ 11 



 

xii 
 

2.7  Microsoft Visual Studio Community ........................................................... 12 

2.8  Vuforia SDK ............................................................................................... 12 

2.9  Evektivitas Penggunaan Augmented Reality  ............................................. 13 

BAB III METODE PENELITIAN .................................................................... 17 

3.1 Concept (Konsep) ........................................................................................ 17 

3.2  Design ......................................................................................................... 21 

3.3  Material Collecting (Pengumpulan Material) ............................................. 24 

3.4 Assembly ...................................................................................................... 25 

3.5  Testing (Pengujian) ..................................................................................... 26 

3.6 Distribution ................................................................................................. 36 

BAB IV HASIL DAN PEMBAHASAN ............................................................. 37 

4.1Hasil Implementasi ....................................................................................... 37 

4.2 Assembly (Pembangunan Sistem) ................................................................ 37 

4.3 Distribution ................................................................................................. 39 

4.4 Hasil Implementasi Antarmuka Aplikasi ..................................................... 40 

4.5 Hasil Pengujian ............................................................................................ 43 

4.6 Pembahasan ................................................................................................. 56 

BAB V KESIMPULAN DAN SARAN .............................................................. 60 

5.1 Kesimpulan .................................................................................................. 60 

5.2 Saran ............................................................................................................ 60 

DAFTAR PUSTAKA........................................................................................... 62 

LAMPIRAN ......................................................................................................... 66 

 

 

 

 

 

 

 

  



 

xiii 
 

DAFTAR TABEL 

 

Tabel 2. 1 Penelitian Yang Relevan ......................................................................... 6 

Tabel 3. 1 Black-box Testing ................................................................................. 26 

Tabel 3. 2 Tabel Kuesioner Usability .................................................................... 28 

Tabel 3. 3 Tabel Kriteria Kelayakan (Interpretasi Skor) ....................................... 31 

Tabel 3. 4 Kisi-Kisi Instrumen Soal Pretest dan Posttest ...................................... 31 

Tabel 4. 1 Hasil Black-Box Testing Aplikasi AR Tata Surya ................................ 43 

Tabel 4. 2 Rekapitulasi Hasil USE Questionnaire (3 Responden Guru) ............... 48 

Tabel 4. 3 Rekapitulasi Skor per Aspek USE Questionnaire ................................ 51 

Tabel 4. 4 Data Nilai Pretest dan Posttest Siswa .................................................. 51 

Tabel 4. 5 Analisis Deskriptif: ............................................................................... 52 

Tabel 4. 6 Hasil Uji Normalitas Shapiro-Wilk ....................................................... 53 

Tabel 4. 7 Hasil Uji Homogenitas (Levene's Test) ................................................ 53 

Tabel 4. 8 Hasil Uji-t Berpasangan (Paired Sample t-test) ................................... 54 

Tabel 4. 9 Rekapitulasi N-Gain Score Per Siswa .................................................. 55 

Tabel 4. 10 Rekapitulasi Kategori N-Gain Siswa ................................................. 56 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



 

xiv 
 

DAFTAR GAMBAR 

   

 

Gambar 1.1 Dokumentasi Penelitian  ..................................................................... 2 

Gambar 2. 1 Tahap Penelitian ............................................................................... 10 

Gambar 3. 1 Tahapan Penelitian Menggunakan Metode MDLC .......................... 17 

Gambar 3. 2 Alur Navigasi Aplikasi AR Tata Surya. ............................................ 22 

Gambar 3. 3 Diagram Use Case ........................................................................... 22 

Gambar 3. 4 Storyboard aplikasi ........................................................................... 23 

Gambar 3. 5  Pengumpulan Material Aplikasi ...................................................... 24 

Gambar 3. 6 Pengumpulan Aset Material Aplikasi. .............................................. 25 

Gambar 4. 1 Tampilan Scene AR pada Unity Editor.” .......................................... 39 

Gambar 4. 2  Contoh Tampilan AR Planet pada Smartphone.” ............................ 39 

Gambar 4. 3 Tampilan Menu Utama Aplikasi AR Tata Surya.” ........................... 40 

Gambar 4. 4 Tampilan Halaman Pilih Planet.” ..................................................... 41 

Gambar 4. 5 Tampilan Halaman Informasi Planet.” ............................................. 41 

Gambar 4. 6 Tampilan Simulasi Gerhana Matahari.” ........................................... 42 

Gambar 4. 7 Tampilan Simulasi Gerhana Bulan.” ................................................ 42 

Gambar 4. 8 Tampilan Halaman Tentang Aplikasi.” ............................................. 43 

 

 

 

 

  

 


