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INTISARI

FELYA TRI KUSUMAWATI, 2020. PEMBUATAN GAME MENGENAL
PANCAINDERA (GEMPI) BERBASIS ANDROID.

Program Diploma Il Teknik Informatika, Fakultas Matematika dan Ilimu
Pengetahuan Alam, Universitas Sebelas Maret Surakarta.

Seiring dengan perkembangan teknologi yang semakin pesat memacu
berkembangnya berbagai aspek dalam kehidupan, salah satunya dalam bidang
pendidikan. Perkembangan tersebut telah berpengaruh pada isi materi dan dalam
proses belajar mengajar. Selain=itu, pada proses.belajar mengajar seringkali anak
kurang tertarik terhadap apa yang sedang disampaikan oleh guru karena kurang
menariknya media yang digunakan. Siswa sekolah dasar memerlukan sarana untuk
membantu dalam proses pembelajaran, seperti.permainan yang bernilai edukatif.
Untuk itu perlu ada pengembangan dan inovasi dalam dunia permainan anak-anak
khususnya siswa sekolah-dasar yaitu permainan edukatif yang berbasis teknologi
Augmented Reality.

Pembuatan Game Edukasi-Augmented Reality Pengenalan Pancaindra Dalam
Mendukung Mata Pelajaran IPA _Tingkat Siswa Sekolah Dasar Berbasis Android
dirancang dengan menggunakan metode studi pustaka yaitu mencari referensi
kurikulum pembelajaran-yang berhubungan dengan penelitian yang dilakukan di
Sekolah Dasar. Pembuatan~Game Edukasi-Augmented Reality dilakukan
menggunakan beberapa software seperti Unity3D, Vuforia; Blender, Adobe Illustrator,
dan Adobe Audition.

Penelitian ini ~menghasilkan ~aplikasi. multimedia sebagai media
pembelajaran berbasis game untuksiswa sekolah dasar (kelas 1 SD) tentang
pengenalan pancaindra. Dengan adanya aplikasi tersebut, diharapkan menjadi salah
satu alternatif media pembelajaran berbasis game yang dapat meningkatkan motivasi
bagi anak usia dini yang menarik, menyenangkan, dan mudah dipahami.

Penelitian ini berdasarkan hasil pengujian fungsional aplikasi dapat berjalan
sesuai dengan fungsinya. Berdasarkan hasil pengujian penerimaan perangkat dapat
digunakan pada pencahayaan terang dengan jarak kamera ke marker 10 — 40 cm
serta dengan sudut pandang kamera ke marker sebesar 30° - 60° agar objek
terdeteksi dengan baik.

Kata Kunci : Augmented Reality, Game Edukasi, Pancaindera
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ABSTRACT

FELYA TRI KUSUMAWATI, 2020. MAKING A GAME TO RECOGNIZE THE
SENSES (GEMPI) BASED ON ANDROID. Diploma Ill Program in Informatics
Engineering, Faculty of Mathematics and Natural Sciences, Sebelas Maret
University Surakarta.

Along with the increasingly rapid technological development spurred
the development of various aspects of life, one of which is in the field
education. These developments have influenced the contents of the material and in
the teaching and learning process. Inaddition, in the teaching and learning process
often children are less interested in what is being conveyed by the teacher because
of the lack of interest in the media used.Elementary school students need tools to
assist in the learningprocess, such as educational .games. For this reason, there
needs to be development and innovation in the world of children's games, especially
elementary schoal students, namely educational games based on Augmented Reality
technology.

Making an Augmented Reality Educational Game Introducing the Senses in
Supporting Science Subjeets for Elementary School Students Based on Android
designed using library research methods, namely looking for references
learning curriculum related to researeh conducted at Primary school. Making
Augmented Reality Education Games is done using several software such as
Unity3D, Vuforia,Blender;"Adobe Illustrator, and Adobe Audition.

This research produeces multimedia applications as media Game-based
learning for elementary school students (1st grade elementary school) about
sensory introduction. With this. application, it is expected to be one alternative
based learning mediathe game which can increase motivation for early childhood
that is interesting, fun, and easy to understand.

This research is based on the results of functional testing the application
can run in accordance with its function. Based on the results of testing the
acceptance of the device can be used in bright lighting with the camera distance to
the marker 10-40 cm and with a camera to marker angle of 30° - 60° order object
detected properly.

Keywords : Augmented Reality, Educational Games, Senses

XViii



