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ABSTRACT

Virtual reality is a technology that will feature a depiction of a place or
object is presented in the form of 3-dimensional. With this virtual
reality technology will observe the effects to the user can directly enter into
the virtual environment. Looking at the potential of virtual reality technologies that
can be utilized as a medium for thepromotion of Jurug Zoo, then a
single application of 3D Virtual reality Zoo Animal Park case study with Taru in
Central Java Province which is an android apps with a purpose as a means
of promotion, publications, andeducation to the
community about animals — endangered.

Application of Virtual Reality to make the Zoo with a case study of Jurug
Zoo in Central Java Province must pass through several stages that are quite
long. As an initial step that needs to be done is to route direct observation to
get all information about get and conduct interviews to the Zoo. It was only
after making this application was undertaken in accordance with the matter
obtained. Previous publication this application, authors need to do tests against the
application by wusing the concept of charging a questionnaire spread
out randomly. It was only after that application is true — could
actually published in massive after getting input from the detailed
questionnaire testing the application.

Virtual reality a zoo with a case study of Jurug Zoo in Central Java
Province will display objects such as Garden gesang, animals — wildlife that is in
it, and the Lake in Riau Province. For the creation of Virtual
reality with Zoo Animal Park case study Destinations in Central Java
Province using the Unity 3D Game Engine. Products that will be
produced from Virtual reality Z00 Animal Park case
study with Taru Had shaped the apk file can be run on an android device that
has a gyroscope sensor. Making Virtual Reality Zoo passes the various stages of
manufacture are divided into 3 phasesnamely observation, creation, and
testing. Virtual reality the Zoo expected to describe virtually Taru Jurug fauna
Park in the city of Surakarta, that it can be used as a means of education
regarding the history of Central Java Province and as a
media publication to tourists within and outside the city of Surakarta are better.

Keyword: Android, zoos, Jurug Zoo, Unity 3D, Virtual reality
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ABSTRAK

Virtual reality merupakan teknologi yang akan menampilkan
penggambaran suatu tempat atau objek yang disajikan dalam bentuk 3 dimensi.
Dengan teknologi virtual reality ini akan memerikan efek kepada pengguna dapat
merasakan secara langsung masuk ke dalam lingkungan virtual. Melihat potensi
teknologi virtual reality yang dapat dimanfaatkan sebagai media promosi untuk
Taman Satwa Taru Jurug (TSTJ), maka dibuatlah Aplikasi 3D Virtual reality
Kebun Blnatang dengan studi kasusaman Satwa Taru Jurug yang merupakan

ancardKepada pihak

kasi n‘i&esum or;"’

melakukan wa
pembuatan apl

Studi Kasus Taman Satwa Taru Jurug berbentuk file .apk yang dapat dijalankan
pada perangkat android yang memiliki sensor gyroscope. Pembuatan Virtual
Reality Kebun Binatang melewati berbagai tahapan pembuatan yang dibagi menjadi
3 tahapan yaitu observasi, pembuatan, dan pengujian. Virtual reality Kebun
Binatang diharapkan mampu menggambarkan secara virtual Taman Satwa Taru
Jurug di Kota Surakarta, sehingga dapat digunakan sebagai sarana edukasi tentang
sejarah Jurug dan sebagai media publikasi kepada wisatawan dalam maupun luar
Kota Surakarta secara lebih baik.

Kata Kunci : Android, Kebun Binatang, Taman Satwa Taru Jurug, Unity 3D,
Virtual reality
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