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ABSTRAK 

 

Grade 5 students in elementary school learn about ecosystems only relying on 

books from the government and not using technology. This research aims to create 

an application to recognize ecosystems for grade 5 students and build learning 

media that can support student learning processes, as well as help teachers create 

new and innovative teaching methods. The author wants to provide a solution by 

creating a learning application that is in accordance with the curriculum being 

implemented. The method used in this research is a descriptive qualitative method. 

By using data collection techniques in the form of interviews, observation and 

literature study. And with 3 stages, namely Pre-Production, Production and Post-

Production. After carrying out all the stages, the author tested the feasibility of the 

application on 20 students and from the test results obtained a final score of 92.3%, 

therefore making an Android-based learning application called Getting to Know 

the Ecosystem is very suitable for use by students. 

Keywords: Learning Applications, Getting to Know the Ecosystem, Learning Media 

 

Siswa kelas 5 di SD mempelajari tentang ekosistem hanya mengandalkan buku dari 

pemerintah dan kurang menggunakan teknologi. Penelitian ini bertujuan untuk 

membuat aplikasi mengenal ekosistem kepada siswa kelas 5 dan membangun media 

pembelajaran yang dapat mendukung proses belajar siswa, juga membantu guru 

menciptakan metode mengajar yang baru dan inovatif. Penulis ingin memberikan 

solusi dengan membuatkan aplikasi pembelajaran yang sesuai dengan kurikulum 

yang diterapkan. Metode yang digunakan dalam penelitian ini adalah metode 

kualitatif yang bersifat deskriptif. Dengan menggunakan teknik pengambilan data 

berupa wawancara, observasi dan studi Pustaka. Dan dengan 3 tahap yaitu 

Praproduksi, Produksi dan Pascaproduksi. Setelah melakukan semua tahapan, 

penulis menguji kelayakan aplikasi kepada 20 siswa dan dari hasil pengujian 

mendapatkan nilai akhir 92,3%, maka dari itu pembuatan Aplikasi pembelajaran 

berbasis android yang bernamakan Mengenal Ekosistem ini sangat layak digunakan 

oleh siswa. 

Kata Kunci: Aplikasi Pembelajaran, Mengenal Ekosistem, Media Pembelajaran
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sebab itu, penulis mengharapkan saran dan kritik yang membangun untuk laporan 

ini. 

Akhir kata, penulis berharap agar laporan Tugas Akhir ini dapat memberikan 

manfaat bagi para pembaca, terutama dalam pengembangan ilmu dalam bidang 

Multimedia. 

 

Jakarta, 24 Juli 2024. 

Penulis,  

 

 

Ratih Rachma Juwita 

Nim: 19012116



   

 

ix 

 

DAFTAR ISI 

 

 

LAPORAN TUGAS AKHIR MAHASISWA D3 MULTIMEDIA .................... i 

LEMBAR PENGESAHAN TUGAS AKHIR ..................................................... ii 

LEMBAR PESETUJUAN SIDANG TUGAS AKHIR ..................................... iii 

HALAMAN PERNYATAAN ORISINALITAS TUGAS AKHIR DAN 

BEBAS PLAGIARISME ..................................................................................... iv 

HALAMAN PERNYATAAN PUBLIKASI KARYA ILMIAH ........................ v 

ABSTRAK ............................................................................................................ vi 

PRAKATA ........................................................................................................... vii 

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

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

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

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

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

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

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

D. Rumusan Masalah ........................................................................................ 3 

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

F. Manfaat Penulisan ........................................................................................ 4 

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

A. Media Pembelajaran ..................................................................................... 5 

B. Augmented Reality ....................................................................................... 5 

C. Unified Modeling Language (UML) ............................................................ 6 

D. Ekosistem ..................................................................................................... 9 

BAB III METODE PELAKSANAAN ................................................................ 11 

A. Objek Karya ............................................................................................... 11 

B. Teknik Pengumpulan Data ......................................................................... 11 

C. Ruang Lingkup ........................................................................................... 12 

D. Langkah Kerja ............................................................................................ 12 



   

 

x 

 

BAB IV PEMBAHASAN ..................................................................................... 26 

A. Pembuatan Aplikasi ................................................................................... 26 

B. Pengujian Sistem ........................................................................................ 36 

BAB V PENUTUP ................................................................................................ 47 

A. Kesimpulan ................................................................................................ 47 

B. Saran ........................................................................................................... 47 

DAFTAR PUSTAKA ........................................................................................... 48 

LAMPIRAN .......................................................................................................... 49 

 



   

 

xi 

 

DAFTAR TABEL 

Tabel 1 Timeline pembuatan dalam minggu ......................................................... 25 

Tabel 2  Sound ...................................................................................................... 35 

Tabel 3 Video Motion ............................................................................................ 35 

Tabel 4 Spesifikasi Perangkat ............................................................................... 36 

Tabel 5 Spesifikasi hasil uji coba 20 siswa/siswi.................................................. 37 

Tabel 6 Hasil Uji Coba Perangkat ......................................................................... 38 

Tabel 7 Hasil uji coba kompabilitas dengan 20 perangkat siswa/siswi ................ 39 

Tabel 8 Hasil Uji Coba berdasarkan jarak ............................................................ 40 

Tabel 9 Hasil Uji Fungsionalitas ........................................................................... 41 

Tabel 10 Skala Kepuasan ...................................................................................... 42 

Tabel 11 Pertanyaan Uji Kegunaan....................................................................... 43 

Tabel 12  Hasil Kuisioner ..................................................................................... 45 

Tabel 13 Persentase Kelayakan ............................................................................. 46 

 

 

  



   

 

xii 

 

DAFTAR GAMBAR 

 

Gambar 1 Cara Kerja Augmented Reality ............................................................... 6 

Gambar 2 Use Case Diagram ................................................................................. 7 

Gambar 3 Diagram Aktivitas .................................................................................. 8 

Gambar 4 Class Diagram........................................................................................ 9 

Gambar 5 Sequence Diagram ................................................................................. 9 

Gambar 6 Alur Langkah Kerja .............................................................................. 13 

Gambar 7 Use Case Aplikasi ................................................................................ 14 

Gambar 8 Diagram Aktivitas Menu Pengaturan ................................................... 14 

Gambar 9 Diagram Aktivitas Menu Petunjuk ....................................................... 15 

Gambar 10 Diagram Aktivitas Menu Latihan ....................................................... 15 

Gambar 11 Diagram Aktivitas Menu Info ............................................................ 16 

Gambar 12 Diagram Aktivitas Menu Scan AR..................................................... 16 

Gambar 13 Diagram Aktivitas Menu Feedback ................................................... 17 

Gambar 14 Diagram Aktivitas Menu Keluar ........................................................ 18 

Gambar 15 Class Diagram Aplikasi ..................................................................... 18 

Gambar 16 Sequence Diagram Aplikasi ............................................................... 19 

Gambar 17 Rancangan tampilan Loading Screen ................................................. 19 

Gambar 18 Rancangan Tampilan Menu Utama .................................................... 20 

Gambar 19 Rancangan Tampilan Menu Petunjuk ................................................ 20 

Gambar 20 Rancangan Tampilan Kamera AR...................................................... 21 

Gambar 21 Rancangan Tampilan Menu Latihan .................................................. 21 

Gambar 22 Rancangan Tampilan Menu Info ........................................................ 22 

Gambar 23 Rancangan Tampilan Menu Pengaturan ............................................ 22 

Gambar 24 Rancangan Tampilan Menu Feedback ............................................... 23 

Gambar 25 Rancangan Tampilan Menu Keluar.................................................... 23 

Gambar 26 Rancangan Tampilan Video Motion ................................................... 24 

Gambar 27 Tampilan Loading Screen .................................................................. 26 

Gambar 28 Tampilan Menu Utama ...................................................................... 26 

Gambar 29 Tampilan Menu Petunjuk 1 ................................................................ 27 



   

 

xiii 

 

Gambar 30  Tampilan Menu Petunjuk 2 ............................................................... 27 

Gambar 31  Tampilan Menu Petunjuk 3 ............................................................... 28 

Gambar 32 Tampilan Menu Scan AR ................................................................... 28 

Gambar 33 Tampilan Menu Latihan ..................................................................... 29 

Gambar 34 Tampilan Menu Latihan 2 .................................................................. 29 

Gambar 35 Tampilan Menu Info .......................................................................... 30 

Gambar 36 Tampilan Menu Pengaturan ............................................................... 30 

Gambar 37 Tampilan Pop-up Keluar .................................................................... 31 

Gambar 38 Tampilan Desain Motion .................................................................... 31 

Gambar 39 Aset Aplikasi ...................................................................................... 34 


