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ABSTRAK 

 

Penelitian ini bertujuan untuk: (1) mengembangkan media pembelajaran 
berbasis aplikasi android dengan augmented reality pada mata pelajaran Gambar 

Teknik dengan model Waterfall dan (2) mengetahui kelayakan media ditinjau dari 
aspek materi dan aspek media menurut ISO 25010 (functional suitability, 
compatibility, usability dan performance effiency).  

Penelitian ini merupakan penelitian Research and Development (R&D) 
dengan menggunakan model pengembangan Linear sequential model atau yang 

biasa disebut Waterfall Model. Model Waterfall melalui tahapan analisis, desain, 
pengodean, dan pengujian. 

Hasil penelitian sebagai berikut. (1) Tahap analisis didapat permasalahan 

siswa menggunakan smartphone saat pembelajaran, media kurang variasi dan 
metode guru mengajar masih konvensional. Software yang digunakan adalah Unity 

3D, Corel Draw X8, dan Adobe Photoshop CS6. Spesifikasi minimum smartphone 
yang dibutuhkan android versi 4.0 Jellybean, RAM 768 MB dan kamera 5 MP. (2) 
Tahap desain dihasilkan rancangan Unified Modeling Language (UML), dan desain 

antarmuka (user interface). (3) Tahap pengodean dihasilkan aplikasi android, 
implementasi dari desain Unified Modeling Language (UML) dan desain antarmuka 

(user interface). (4) Tahap pengujian yakni uji materi dan uji media menurut ISO 
25010. Hasil uji materi oleh ahli materi dari aspek kualitas isi dan tujuan serta 
aspek kualitas pembelajaran memperoleh total skor 89 dengan nilai presentase 

92,7% kategori sangat Layak. Pengujian aspek functional suitability oleh ahli media 
memperoleh nilai presentase 100% berada pada kategori sangat layak. Aspek 
compatibility sub kategori co-existence dan hasil uji pada berbagai tipe perangkat 

masing-masing memperoleh skor 100% dengan kategori sangat layak. Pengujian 
aspek usability memperoleh skor 79,8 dengan kategori baik. Pada aspek 

performance efficiency memperoleh hasil memenuhi standar dan berada pada 
performance efficiency yang baik. 
 

Kata kunci: Media Pembelajaran, Aplikasi Android, Augmented Reality, Gambar 

Teknik 
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ABSTRACT 
 

This study aims to: (1) developing learning media based on android application 

with augmented reality in the subject of technical drawing learning, and (2) 

determine the feasibility of the media in terms of material aspects and media 

aspects according to ISO 25010 (functional suitability, compatibility, usability and 

performance effiency). 

The Research used Research and Development (R&D) method using linear 

sequential model development or commonly called the Waterfall Model. the stage 

of Waterfall Model was analysis, design, coding, and testing. 

The results of this research as follows. (1) The stage of analysis obtained 

problems by students use of smartphones while learning, the lacks variety of the 

media and the teaching methods are still conventional. The software used is Unity 

3D, Corel Draw X8, and Adobe Photoshop CS6. The least smartphone hardware 

needed is Android 4.0 Jellybean with 768 MB RAM and 5 MP camera. (2) The 

design stage results in a design in the form of a Unified Modeling Language (UML), 

and an interface design (user interface). (3) The coding stage results is the form 

of an android application which are the results of the Unified Modeling Language 

(UML) design implementation and the user interface. (4) The Testing stage 

consists of material test and media test according to ISO 25010. Material test 

results by material experts obtained a score of 89 with a very decent group. The 

feasibility of the media in terms of quality content and aims as well as aspects of 

learning quality get a total score of 89 with a percentage of 92.7% with the 

category very decent. In the functional suitability aspect, media experts get a 

percentage value of 100% with the category very decent. Co-existence sub-group 

compatibility aspects and test results on various types of devices each score 100% 

with the category very decent. Then in the usability aspect, it gets a score of 79.8 

and is in the good category. In the aspect of performance efficiency obtains results 

according to standards and is at a good performance efficiency. 

 
Keywords: Learning Media, Android Application, Augmented Reality, Technical 

Drawing 
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MOTTO

“Just do it!”
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