DAFTAR ISI

ABSTRACT . ettt ettt r e nre e e I
ABSTRAK ..ttt b e nan e i
KATA PENGANTAR ..o i
DAFTAR ISH ..t %
DAFTAR TABEL ... viii
DAFTAR GAMBAR ...ttt et nbee s IX
BAB | PENDAHULUAN. ...t I-1
1.1, Latar Belakang ........cccoveiiiiieiiieniseeee e I-1
1.2, RUMUSAN MaSalAN .......c.oiviiiiiicce s 1-6
1.3, Tujuan Penelitian ... 1-6
1.4, Manfaat Penelitian ...........ccooiiiiiiiiiicee e I-7
1.5, Batasan Masalah..........ccocoviiiiiiiiiii I-7
BAB Il LANDASAN TEORI ...oooii e -1
2.1, Augmented REAITY ........cooeiiiiiiiiie e -1
2.2.  Marker Based-Tracking .........cccceeeriirenerenine s -1
230 ANAIOI .o -2
2.4.  Multimedia Development Life CyCle.........cooovieiiiiniiiieneseee e -3
2.5.  Boundary Value AnalysSiS........cccooiiriiiiiiiniee e 11-5
2.6.  System Usability Scale ... 11-6



2.7, SNOFOF ..o s 1-6
2.8, TSUlatsSi MUJAITAd .......ccoiveiiieiiiceeeee e -7
2.9.  Algoritma FISher-Yates........c.ccvvveviiieiieie e -7
2.10.  Penelitian Terkait ..........cccoeririiiieisisee e 11-8
211, State Of TNe AT ..o 11-29
2.12. Matriks PeNelitian ........ccocooieiiiieie e 11-44
2.13.  Relevansi Penelitian .........c.ocoiiiiiiiiieiess s 1-47
BAB 11 METODE PENELITIAN ....ooiiiii e -1
3.1 Metode Penelitian.........coooveirieiieiiiiccieeee e -1
3.1.1. Pengumpulan dan Analisis Data ..........c.cccccoceeieieeieiiece e, -1
3.1.2. Perancangan dan Pembuatan Sistem...........cccccccevveviiieieeie e, 11-3
3130 EVAIUBSTE .ot 11-8
314, KeSIMPUIAN ... 11-9
BAB IV HASIL DAN PEMBAHASAN ..o V-1
4.1.  Pengumpulan dan Analisis Data ..........ccccooeieieiinenene e V-1
4.2.  Perancangan dan Pembuatan SiStem..........ccccooeiinininiineniiniesieienn V-1
B.2.1. CONCEPL ..ottt V-1
A B 1= o | o SR V-2
4.2.3. Material COlECHING ....cceevveiiiiiiie et IvV-21
424, ASSEMDIY.....ooiiiiieiiece e 1V-22

Vi



A.2.5. TESHNG .ecueeieeieiteeie et V-26

4.2.6. DISIFDULION oo s IV-34
4.3, EVAIUBST ..o IV-35
BABV KESIMPULAN DAN SARAN .....ooiieee e V-1
5.1, KESIMPUIAN w.ceviiiiieeee e V-1
5.2, SAIAN....ciiiieeet e V-2

vii



Tabel 2.

Tabel 2.

Tabel 3.

Tabel 3.

Tabel 3.

Tabel 3.

Tabel 3.

Tabel 4.

Tabel 4.

Tabel 4.

Tabel 4.

Tabel 4.

Tabel 4.

Tabel 4.

DAFTAR TABEL

1 State Of TRE Ar......oie e 1-29
2 Matriks Penelitian ..o 11-44
1 Bab Tsulatsi MUJarrad ..o 11-2
2 Kata kerja yang digunakan sebagai Marker............cccccovevevvrvennnnnnn. 11-2
3 Skenario Pengujian BVA ... -5
4 Instrumen Pengujian SUS ..o I11-6
5 Kriteria SKOr SUS ..o 111-6
1 Kosakata yang digunakan ............ccceoeiiniiiniiineeeese e V-1
2 Spesifikasi software dan hardware yang digunakan ..............c......... V-2
3 Desain Button APlIKaST .........cccooeiiiiiiiiiiieceee e IV-12
4 DESAIN MAIKET ..ot IV-13
5 Hasil Pengujian Algoritma Fisher-Yates .........cccocoeviininiiinnennn, I\V-27
6 Hasil Pengujian Blackbox dengan Metode BVA..........cccocvevvenee. 1V-28
7 Hasil Pengujian SUS........cooo i IV-31

viii



Gambar 2.

Gambar 3.

Gambar 3.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

DAFTAR GAMBAR

LAIUN MDLC ...t -4
1 AIUr Penelitian. ... ..o -1
2 Peringkat SKOr SUS.........oooiiiiiie e 11-8
1 Use Case DIagram ..........ccueueierieienienieniesesieee e V-3
2 Activity Diagram Scan Marker ..........cccocvvviieieienene s V-4
3 Activity Diagram Halaman ADOUL ............ccocvvviiiiiieieiee e V-4
4 Activity Diagram Memilih Bab Materi .........cccooceveniiinininienn IV-5
5 Acitiviy Diagram Toggle Music Setting .........ccccoevveiineiiniieiennns V-5
6 Activity Diagram Mini Game ..........cceevveieieienesese e V-6
T UIFHOME .o V-7
8 UL MaIN MENU....oiiiiiiiiiiiieeee s IvV-7
QU KUIS ..ttt re e nnes V-8
10 Ul Menu Pilihan Bab untuk dipindai ...........ccccooviininiiciiicnins V-8
11 UL SCAN MAFKET ...t V-9
12 Ul Materi Halaman L. V-9
13 Ul Materi Halaman 2. IV-10
14 Ul Materi Halaman 3...........cooiiiiiiiiceccce e IV-10
15 Background HOME..........ccceiviieiiiiiic e IvV-11
16 Background Universal...........ccccoovviiiiiiiiiiecic e IV-11
17 Objek 3D Bah L.......covoiiiiiiiiee e IV-19
18 Objek 3D Bah 2.......covoiiiiiiiie IV-19
19 OBjek 3D BaD 3......ooeeeeeeeeeeee e IV-19



Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

Gambar 4.

20 ODJEK 3D BAD 4.....ooveoeveeeeeeeeeeee e V-20
21 ODJEK 3D BAD 5.....veooveeeeeeeee e IV-20
22 ODjeK 3D Bab B....c..ovveeiiieiieieiieie e 1V-20
23 Material Button ApliKasi ...........ccooveiiiiiiiiece e, IV-21
24 Material Background...........ccceoererininieiieeesese s IV-21
25 Material OBJEK 3D.......ccvviiiiiiiiieieee e IV-21
26 Material Marker .........ccocoieieieneis e IV-22
27 Material AUGIO.........coveieiiieicec e 1V-22
28 Tampilan HOME ........oviiiii e IV-23
29 Tampilan Menu Main MenU.........ccccceveiiiiiininicee e IV-23
30 Tampilan Menu KUIS.........ccoiiriiiiiiiiniieecee e IV-24
31 Tampilan Menu Materi........c.ccviiiiiiiieniiinieeee e IV-24
32 Tampilan Menu Scan Marker ...........cococeviriiiiiineneneneseis IV-25
33 Pembuatan Database Marker Melalui Web Vuforia................ IV-25
34 Proses Impor Marker ke Unity...........ccoovveienenencnenieceee, IV-26
35 Proses Pencocokan Objek 3D dengan Marker...........cccceeenene IV-26
36 Grafik Responden Berdasarkan Gender.............cocevvvevivevieenne. IV-33
37 Grafik Responden Berdasarkan Strata Pendidikan ................... IV-34



