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PENGEMBANGAN APLIKASI AUGMENTED REALITY SEBAGAI
MEDIA PEMBELAJARAN BERBASIS ANDROID PADA MATA
PELAJARAN DESAIN GRAFIS PERCETAKAN

ABSTRAK

Penelitian 1n1 bertujuan untuk mengembangkan aplikasi augmented reality
sebagar media pembelajaran berbasis android pada mata pelajaran desain grafis
percetakan, serta mengetahui kualitas aplikasi yang dibuat berdasarkan standar
kualitas perangkat lunak ISO 25010. Aplikasi yang dibuat diberi nama Arcamove.
Metode yang digunakan dalam penelitian in1 menggunakan metode Waterfall atau
sering disebut juga model sekuensial linier/alur hidup klasik. Model air terjun ini1
menyediakan pendekatan alur hidup perangkat lunak secara sekuensial atau terurut
dimula1 dari analisis, desain, pengkodean, dan pengujian. Pengujian perangkat
lunak yang akan digunakan dari standar ISO 25010 adalah 4 aspek diantaranya
functional suitability, performance efficiency, portability, dan usability. Pengujian
usability dilakukan kepada siswa/1i di SMKN 9 Garut dengan jumlah siswa
sebanyak 15 orang, serta pengujian functional suitability dilakukan oleh 3 orang
ahl1 media dan 2 orang ahli mater1 untuk pengujian aspek materi. Pengujian yang
dilakukan menggunakan Blackbox Testing. Teknik analisis data menggunakan
skala likert dan skala guttman. Hasil pengujian aplikasi pada aspek functional
suitability, portability adalah valid dengan persentase 100% dapat disimpulkan
bahwa seluruh fitur aplikasi 100% dapat berjalan dengan baik dan dapat dijalankan
diberbagai device yang berbeda dengan ukuran layar yang berbeda. Pada pengujian
performance efficiency dengan menggunakan PcCloudy menunjukkan rata-rata
skor “moderate state” atau sedang sehingga dapat dikatakan bahwa aplikasi sudah
baik dar1 aspek CPU, memory dan battery. Untuk hasil pengujian usability dapat
dikatakan aplikasi sudah layak digunakan dengan nilai sebesar 3,9. Sedangkan
pengujian pada aspek matert mendapat nilar 72 dan dinyatakan sangat layak,
sehingga dapat dikatakan mater1 pada aplikasi arcamove sudah sesuai menurut ahli
matert.

Kata kunci: Media pembelajaran, Aplikasi, Augmented Reality, Android, Waterfall,
ISO 25010



THE DEVELOPMENT OF AUGMENTED REALITY AS AN ANDROID-
BASED LEARNING MEDIA IN GRAPHIC DESIGN PRINTING
SUBJECT

ABSTRACT

This study 1s aimed at developing augmented reality application as an
android-based learning media 1in graphic design printing course, thus this study
aimed at finding out the quality of the application made according to ISO 25010
software quality standard. The application made 1s named Arcamove. Waterfall
method or often referred to as linear sequential mode/classical life flow was used
in this study. This Waterfall method provides a sequential software life flow
approach starting from analysis, design, coding, and testing. Software testing was
based on 4 aspects of the ISO 25010 standard including functional suitability,
performance efficiency, portability, and usability. Usability testing was carried out
on students of SMKN 9 Garut with total of 15 students, functional suitability testing
was carried by 3 media experts and 2 material experts for testing material aspects.
This testing was done by using Blackbox Testing. Likert scale and Guttman scale
were used as a technique to analyze the data. The results ot the application testing
on the functional, suitability, and portability aspects were valid with a percentage
of 100%. It can be concluded that all application features can run 100% well and
can be run on a variety of different devices with different screen sizes. In testing
the performance efficiency by using PcCloudy, the results showed that an average
score of "moderate state” or moderate so it can be said that the application 1s good
in terms of CPU, memory and battery. For the results of the usability testing, it can
be said that the application is suitable for use with a value of 3.9. While testing on
the material aspect received a value of 72 and was declared very feasible, so it could
be said that the material in the Arcamove application was appropriate according to
the material expert.

Keywords: Learning media, Application, Augmented Reality, Android, Waterfall,
ISO 25010
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