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ABSTRAK 

 

Augmented Reality is one of the modern technologies that is able to combine 

the real world and the digital world in real time. This technology can be used as a 

medium of knowledge that is interesting, effective, and efficient. Augmented Reality 

technology can be applied to knowledge methods to increase insight into society. 

Unity is one of the most commonly used applications to build Augmented Reality 

technology using the Vuforia SDK as its database. Unity is able to render 

Augmented Reality technology into an Android-based application that is easy to use 

and user friendly. This reseARch was conducted based on the need for modern, 

effective and efficient leARning applications in order to increase people's interest 

in leARning. Until now, it is still rARe for UNESCO to introduce world culture 

methods using mobile-based applications with Augmented Reality technology. To 

design an application to introduce UNESCO world cultural heritage sites based on 

augmented reality by using the scanning target image method with the UNO CARd 

media which is designed in such a way, using Unity SoftwARe and Vuforia SDK  

and based on Android, so that the application can be used for the Android platform, 

the results of making this application ARe an explanation of the motion of the 

UNESCO world cultural heritage site, Uno cARd which is designed and works as 

an AR marker . 
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Augmented Reality adalah salah satu teknologi modern yang mampu 

menggabungkan dunia nyata dan dunia digital secara realtime. Teknologi ini dapat 

dimanfaatkan sebagai media pengetahuan yang menarik, efektif, dan efisien. 

Teknologi Augmented Reality bisa diaplikasikan ke dalam metode pengetahuan 

guna penambah wawasan pada masyarakat. Unity menjadi salah satu aplikasi yang 

paling umum digunakan untuk membangun teknologi Augmented Reality dengan 

menggunakan Vuforia SDK  sebagai databasenya. Unity mampu merender 

teknologi Augmented Reality ini menjadi aplikasi berbasis Android yang mudah 

digunakan dan user friendly. Penelitian ini dilakukan berdasarkan akan kebutuhan 

aplikasi pembelajaran yang modern, efektif dan efisien guna meningkatkan minat 

belajar masyarakat. Hingga saat ini, masih jarang ada metode pengenalan warisan 

budaya dunia UNESCO yang menggunakan aplikasi berbasis mobile dengan 

teknologi Augmented Reality. Untuk merancang sebuah aplikasi pengenalan situs 

warisan budaya dunia UNESCO berbasis augmented reality dengan menggunakan 

metode scanning image target dengan media Kartu UNO yang di desain sedemikian 

rupa, dengan menggunakan Sofware Unity dan Vuforia sdk serta berbasis Android, 

sehingga aplikasi bisa dimanfaatkan untuk platform Android, hasil atas pembuatan 

aplikasi ini yakni motion graphic penjelasan dari situs warisan budaya dunia 

UNESCO, Kartu uno yang di desain dan berfungsi sebagai marker  AR. 

Kata Kunci : Augmented Reality, Unity, Vuforia, UNESCO 

 

 

 







vii 
 

DAFTAR ISI 

 

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

PENDAHULUAN ..................................................................................... 1 

A. Latar Belakang ..................................................................................... 1 

B. Identifikasi Masalah ............................................................................. 3 

C. Batasan Masalah................................................................................... 3 

D. Rumusan Masalah ................................................................................ 4 

E.  Tujuan ................................................................................................... 4 

F.   Manfaat ................................................................................................ 5 

BAB II ............................................................................................................. 7 

TINJAUAN PUSTAKA ................................................................................. 7 

A. Augmented Reality ............................................................................... 7 

B. Android  ................................................................................................ 8 

C. Motion Graphic .................................................................................... 8 

D.  Vuforia SDK ......................................................................................... 9 

D. Marker Based Tracking........................................................................ 9 

E. UNESCO .............................................................................................. 10 

F. Kartu UNO ........................................................................................... 11 

BAB III ............................................................................................................ 13 

METODOLOGI PELAKSANAAN .............................................................. 13 

A. Data / Objek Penulisan .......................................................................... 13 

B. Teknik Pengumpulan Data .................................................................... 16 

1.Studi Pustaka ..................................................................................... 16 

C. Ruang Lingkup ...................................................................................... 17 

1. Peran Penulis .................................................................................... 17 

2. Kategori Karya ................................................................................. 17 

3. Ide Kreatif ........................................................................................ 18 

D. Langkah Kerja ....................................................................................... 18 

1. Pra produksi ..................................................................................... 18 

2. Produksi ........................................................................................... 23 

3. Pasca Produksi ................................................................................. 44 

BAB IV ............................................................................................................ 46 

PEMBAHASAN ............................................................................................. 46 

A. Tujuan Pembuatan Aplikasi  ................................................................. 46 



viii 
 

B. Identifikasi Pengguna ............................................................................ 46 

C. Konsep Aplikasi .................................................................................... 46 

D. Daftar Marker Kartu UNO  ................................................................... 47 

E. Implementasi Aplikasi ........................................................................... 63 

1. Tampilan Menu Utama ................................................................. 63 

2. Tampilan Menu pilihan AR ........................................................... 64 

3. Tampilan AR.................................................................................. 65 

4. Tampilan Menu Credit .................................................................. 66 

F. Proses Pembuatan Aplikasi .......................................................................... 67 

1. Pembuatan Aset Ilustrasi ............................................................... 67 

2. Pembuatan Motion Graphic .......................................................... 68 

3. Pembuatan Marker Kartu UNO .................................................... 70 

4. Pembuatan database Marker ........................................................ 71 

5. Proses Penggabungan Aset Ilustrasi dan Target image Marker ... 71 

G. Aset Aplikasi ............................................................................................... 72 

H. Pengujian Aplikasi ...................................................................................... 75 

BAB V .............................................................................................................. 95 

PENUTUP ....................................................................................................... 95 

A. Kesimpulan ........................................................................................... 95 

B. Saran ...................................................................................................... 96 

LAMPIRAN .................................................................................................... 98 

 

 

  



97 
 

DAFTAR PUSTAKA 

 

Anggi, A. (2011). Augmented Reality with ARToolkit Reality Leaves a Lotto 

Imagine. Augmented Reality Team. www.nulisbuku.com, 9. 

 

Azuma, R. T. (1997). A Survey of Augmented Reality. Presence: Teleoperators 

and Virtual Enviroments, 7. 

 

Britton, C. a. (2001). Object-Oriented Systems Development : A Gentle 

Introduction. The McGraw-Hill Companies, Inc. United States. , 8. 

 

Cawood, S. a. (2008). Augmented Reality: A Practical Guide. Pragmatic 

Bookshelf, New York, 7. 

 

Convention, W. H. (2022, Juni 1). World Heritage List. Dari Unesco World 

Heritage Convention: https://whc.unesco.org/, 10. 

 

Geroimenko, V. (2012). Augmented reality technology and art: the analysis and 

visualization of evolving conceptual models. 2012 16th International 

Conference on Information Visualisation. Montpellier: IEEE, 9. 

 

Sebangku. (2021, Juni 5). Sebangku Games. Dari Sebangku Games: 

https://sebangku.co.id, 11. 

 

Suryono, S. (2018). Panduan Praktis Membuat Aplikasi ANDROID Dengan 

Android Studio (Kotilin). Surakarta: PT Lauwba Techno Indonesia, 8. 

 

 

 

 

 

 

 

 


	4ddf3c9dedb85410aa6dfc597422fb9072f30388acfbd5752355996781ff2ab4.pdf
	4ddf3c9dedb85410aa6dfc597422fb9072f30388acfbd5752355996781ff2ab4.pdf
	4ddf3c9dedb85410aa6dfc597422fb9072f30388acfbd5752355996781ff2ab4.pdf

