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ABSTRAK 

Students of SDN 02 Duren Sawit have difficulty understanding traditional West 

Java musical instruments such as lute, angklung, and drum. An Augmented Reality 

(AR)-based ‘MusiKids of West Java’ application was developed for interactive 

learning. Testing showed all features functioned well, the application adapted to 

various Android devices, and AR objects were clearly visible. Questionnaires 

revealed 88.8% of students found it easier to understand traditional musical 

instruments, and 90% of teachers stated the app helps learning. The app contributes 

positively to cultural preservation and improves students' understanding. 

Keyword : SDN 02 Duren Sawit students, West Java traditional musical 

instruments, harp, angklung, drum, Augmented Reality (AR), ‘MusiKids of West 

Java’,interactive learning, black box testing, Android device, cultural 

preservation. 

 

Siswa SDN 02 Duren Sawit kesulitan memahami alat musik tradisional Jawa Barat 

seperti kecapi, angklung, dan gendang. Aplikasi "MusiKids of West Java" berbasis 

Augmented Reality (AR) dikembangkan untuk pembelajaran interaktif. Pengujian 

menunjukkan semua fitur berfungsi baik, aplikasi beradaptasi dengan berbagai 

perangkat Android, dan objek AR terlihat jelas. Kuesioner mengungkapkan 88,8% 

siswa lebih mudah memahami alat musik tradisional, dan 90% guru menyatakan 

aplikasi ini membantu pembelajaran. Aplikasi ini berkontribusi positif terhadap 

pelestarian budaya dan meningkatkan pemahaman siswa. 

Kata Kunci: Siswa SDN 02 Duren Sawit, alat musik tradisional Jawa Barat, 

kecapi, angklung, gendang, Augmented Reality (AR), "MusiKids of West Java", 

pembelajaran interaktif, pengujian black box, perangkat Android, pelestarian 

budaya. 
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