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ABSTRAK

Perkembangan teknologi telah membawa perubahan signifikan dalam
bidang pendidikan, termasuk penggunaan Augmented reality (AR) sebagai media
pembelajaran. Penelitian ini dirancang dan mengembangkan aplikasi AR Pada
materi pengenalan Jaringan Komputer sebagai media pembelajaran berbasis
Android menggunakan Unity Engine. Aplikasi Augmented Reality akan
memberikan pengalaman interaktif bagi pengguna untuk belajar tentang Jaringan
Komputer melalui teknologi AR. Digunakan metode Rapid Application
Development (RAD). Metode RAD memerlukan beberapa langkah-langkah dalam
proses perancangan aplikasi Augmented Reallity seperti identifikasi masalah,
perumusan masalah, studi literatur, pengumpulan data, perancangan aplikasi,
pengujian dan hasil dari aplikasi. Untuk menentukan kebutuhan pengguna, RAD
menggunakan teknik pengembangan sistem berulang, di mana working model
(model kerja) sistem dibangun pada awal tahap pengembangan, Aplikasi
Augmented Reality Pengenalan Jaringan Komputer sebagai media pembelajaran
yang dibangun mampu menampilkan objek 3D dan Aplikasi ini dibangun
menggunakan Unity Engine dan Vuforia. Aplikasi Augmented Reality Jaringan
Komputer dikembangkan dengan bahasa pemograman.

Kata Kunci: Android, Augmented Reality (AR), Jaringan Komputer, Rapid
Application Development (RAD), Unity Engine, Vuforia.
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ABSTRACT

Technological developments have brought significant changes in the field
of education, including the use of augmented reality (AR) as a learning medium.
This research designed and developed an AR application on the introduction of
computer networks as an Android-based learning medium using Unity Engine.
The augmented reality application will provide an interactive experience for users
to learn about computer networks through AR technology. The Rapid Application
Development (RAD) method is used. The RAD method requires several steps in
the augmented reality application design process, such as problem identification,
problem formulation, literature study, data collection, application design, testing,
and application results. To determine user needs, RAD uses an iterative system
development technique where the working model of the system is built at the
beginning of the development stage. The Augmented Reality Application
Introduction to Computer Networks as a learning medium is capable of displaying
3D objects, and this application is built using the Unity Engine and Vuforia. The
Augmented Reality Computer Network application was developed with increased
programming languages Android.

Keywords: Android, Augmented Reality (AR), Computer Networks, Rapid
Application Development (RAD), Unity Engine, Vuforia.
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