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ABSTRAK 

 

Teknologi Augmented Reality ini telah membuat suatu gabungan antara 

benda maya yang kita buat melalui komputer dapat dimunculkan dalam dunia 

nyata dan juga pada waktu yang sama. Augmented Reality merupakan suatu upaya 

untuk menggabungkan elemen-elemen digital dengan benda fisik yang terdapat 

pada dunia nyata. Teknologi augmented reality ini sudah banyak membantu pada 

bidang-bidang pekerjaan yang ada seperti contohnya pendididkan. Apalagi pada 

mata pelajaran menggambar, mata pelajaran tersebut merupakan materi yang 

jarang di singgung pada dunia pendidikan. Menggambar tersebut juga dapat 

menjadi sarana pembelajaran untuk anak-anak mudah menghafal nama-nama 

hewan, buah, benda untuk pelajaran dasar. Dengan teknologi Augmented Reality 

yang nantinya berbasis android ini dapat membantu para guru pada saat proses 

pembelajaran membuat sketsa bentuk sederhana yang akan diajarkan pada anak-

anak sekolah dasar. Penggunanaan Augmented Reality ini nantinya agar membuat 

para anak-anak sekolah dasar semakin tertarik untuk memperlajari teknik 

menggambar dengan sketsa lebih baik dari sebelumnya. 

Kata Kunci : Augmented Reality, Sketsa, Menggambar, Teknologi,  Marker 
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ABSTRACT 
 

Augmented Reality technology has made a combination of virtual objects that we 

make through computers can be raised in the real world and at the same time. 

Augmented Reality is an attempt to combine digital elements with physical objects 

found in the real world. This augmented reality technology has helped a lot in 

existing fields of work such as education. Especially in drawing subjects, these 

subjects are material that is rarely mentioned in the world of education. Drawing 

can also be a learning tool for children to easily memorize the names of animals, 

fruits, objects for basic lessons. With Augmented Reality technology which will 

later be based on Android, it can help teachers during the learning process make 

sketches of simple shapes that will be taught to elementary school children. The 

use of this augmented reality will later make elementary school children 

increasingly interested in learning drawing techniques with sketches better than 

before. 

Keywords: Augmented Reality, Sketches, Drawing, Technology, Markers 

 

 

 

 

 

 

 

 

 



ix 

 

DAFTAR ISI 
 

ABSTRAK ............................................................................................................................. i 

ABSTRACT........................................................................................................................ viii 

DAFTAR ISI......................................................................................................................... ix 

DAFTAR TABEL .................................................................................................................. xi 

DAFTAR GAMBAR ............................................................................................................. xii 

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

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

1.2 Perumusan Masalah ................................................................................................. 3 

1.3 Batasan Masalah ...................................................................................................... 3 

1.4 Tujuan Penelitian ..................................................................................................... 4 

1.5 Manfaat Penelitian ................................................................................................... 4 

BAB II .................................................................................................................................. 6 

2.1 Tinjauan Penelitian Terdahulu.................................................................................. 7 

2.2 Teori Dasar Yang Digunakan ................................................................................... 14 

2.2.1 Augmented Reality .......................................................................................... 14 

2.2.2 Vuforia Engine ................................................................................................. 18 

2.2.3 Unity Game Engine .......................................................................................... 20 

2.2.4 Marker ............................................................................................................. 21 

2.2.5 Image Target ................................................................................................... 22 

2.2.6 Pengertian Pembelajaran ................................................................................ 23 

BAB III ............................................................................................................................... 24 

3.1 Rancangan Penelitian ............................................................................................. 24 

3.2 Pengumpulan Data Gambar Hewan Yang Digunakan ............................................. 25 

3.3 Perancangan Marker .............................................................................................. 26 

3.4 Perancangan Objek Virtual Gambar Hewan ........................................................... 29 

3.5 Perancangan Augmented Reality ........................................................................... 30 

BAB IV .............................................................................................................................. 31 

4.1 Pembuatan Marker Untuk Image Target ................................................................ 31 

4.2 Pembuatan UI Aplikasi dengan Unity ..................................................................... 32 



x 

 

4.3 Scene Menu Splashscreen ...................................................................................... 32 

4.4 Scene Loading Screen ............................................................................................. 34 

4.5 Scene Halaman Utama ........................................................................................... 39 

A. Menu Script ...................................................................................................... 40 

B. Popup_panduan Script ..................................................................................... 41 

C. Popup_keluar Script ......................................................................................... 41 

D. Iya Script ........................................................................................................... 42 

E. Download_marker Script .................................................................................. 42 

4.5.1 Panduan .......................................................................................................... 43 

4.5.2 Mulai ............................................................................................................... 46 

4.5.3 Keluar .............................................................................................................. 47 

4.6 Scene Pilih Hewan .................................................................................................. 51 

4.7 Scene AR Kamera Hewan ....................................................................................... 57 

BAB V ............................................................................................................................... 65 

5.1 Kesimpulan ............................................................................................................. 65 

5.2 Saran ...................................................................................................................... 65 

DAFTAR PUSTAKA ............................................................................................................ 66 

 

 

 

 

 

 

 

 

 



xi 

 

DAFTAR TABEL 
 

Tabel 2. 1 Penelitian Terdahulu........................................................................................ 10 

 

Tabel 4. 1 Pengujian Aplikasi ............................................................................................ 62 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



xii 

 

DAFTAR GAMBAR 
 

Gambar 3. 1 Alur Sistem Proses Augmented Reality. ....................................................... 24 

Gambar 3. 2 Gambar marker yang sudah dibuat. ............................................................ 27 

Gambar 3. 3 Gambar hasil marker yang sudah di proses oleh vuforia. ............................ 28 

Gambar 3. 4 Proses pembuatan objek virtual gambar hewan pada aplikasi Unity. ......... 29 

 

Gambar 4. 1 Pola marker untuk hewan anjing. ................................................................ 31 

Gambar 4. 2 Splashscreen. ............................................................................................... 32 

Gambar 4. 3  Loading Screen............................................................................................ 34 

Gambar 4. 4 Loading-bar-base. ........................................................................................ 35 

Gambar 4. 5  Loading-bar. ................................................................................................ 35 

Gambar 4. 6 Hierarchy struktur menu loading screen. .................................................... 38 

Gambar 4. 7  Halaman Utama .......................................................................................... 39 

Gambar 4. 8 Panduan....................................................................................................... 43 

Gambar 4. 9 On Click button Panduan. ............................................................................ 44 

Gambar 4. 10 panel_panduan. ......................................................................................... 44 

Gambar 4. 11 popup_panduan dan download................................................................. 45 

Gambar 4. 12 On Click button close. ................................................................................ 45 

Gambar 4. 13 On Click button Download. ........................................................................ 46 

Gambar 4. 14 On Click button Mulai. ............................................................................... 46 

Gambar 4. 15 Keluar Aplikasi. .......................................................................................... 47 

Gambar 4. 16 On Click button Keluar. .............................................................................. 48 

Gambar 4. 17  keluar_aplikasi. ......................................................................................... 48 

Gambar 4. 18 On Click button Iya. ................................................................................... 49 

Gambar 4. 19 On Click button Tidak. ............................................................................... 49 

Gambar 4. 20 Struktur hierarchy Scene Halaman Utama................................................. 50 

Gambar 4. 21  Scene Pilih Hewan..................................................................................... 51 

Gambar 4. 22 On Click pada button Ikan.......................................................................... 54 

Gambar 4. 23 Semua Fucntion yang telah dibuat. ........................................................... 55 

Gambar 4. 24 On Click button Kembali. ........................................................................... 56 

Gambar 4. 25 Struktur hierarchy scene pilih hewan. ....................................................... 57 

Gambar 4. 26 Database marker pada vuforia. ................................................................. 57 

Gambar 4. 27 Image target behaviour. ............................................................................ 58 

Gambar 4. 28 Animasi Cube Sketsa Hewan. ..................................................................... 58 

Gambar 4. 29 Inspector Cube........................................................................................... 59 

Gambar 4. 30 Texture Shader. ......................................................................................... 60 

Gambar 4. 31 Textture Transparent. ................................................................................ 60 

Gambar 4. 32 On Click button Kembali. ........................................................................... 61 


