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ABSTRAK

Penelitian ini bertujuan untuk menghasilkan game augmented reality berbasis
android sebagai pembelajaran kedisiplinan anak Indonesia menggunakan unity 3D.
Game edukasi kedisiplinan menggunakan unity 3d ini diharapkan dapat menjadi
sumber belajar tentang kedisiplinan pada kalangan rumah, sekolah, maupun tempat
umum. Dalam merancang game ini menggunakan pendekatan Multimedia
Development Life Cycle (MDLC) yang terdiri dari 6 tahap yaitu concept
(pengonsepan), design (pendesainan), material collecting (pengumpulan materi),
assembly (pembuatan), testing (pengujian), dan distribution (pendistribusian).
Keenam tahap tidak wajib beruturan, tahap tersebut diperbolehkan saling bertukar
posisi. Meskipun demikian, tahan konsep wajib menjadi hal yang pertama
dikerjakan. Hasil penelitian ini diuji dengan menggunakan Alpha test. Hasil
penelitian ini menunjukan Game Edukasi menggunkan Unity 3D kedisiplinan anak
usiap tahapan sekolah menengah pertama (SMP) sebagai sumber belajar
kedisiplinan pada anak di kalangan rumah, sekolah, dan tempat umum diharapkan
dapat meningkatkan kesadaran siswa dalam berperilaku disiplin.

Kata kunci : Game Edukasi, Kedisiplinan, Android, Augmented Reality, MDLC



ABSTRACT

This study aims to produce an Android-based augmented reality game as a
discipline learning for Indonesian children using Unity 3D. This discipline
education game using Unity 3D is expected to be a source of learning about
discipline in homes, schools, and public places. In designing this game using the
Multimedia Development Life Cycle (MDLC) approach which consists of 6 stages,
namely concept, design, collecting material, assembly, testing, and distribution.
The six stages are not required to be sequential, these stages are allowed to
exchange positions. However, the concept must be the first thing to do. The results
of this study were tested using the Alpha test. The results of this study indicate that
Educational Games using Unity 3D discipline children at the junior high school
(SMP) stage as a source of learning discipline for children at home, school, and
public places are expected to increase students’ awareness of disciplined behavior.

Keywords: Educational Game, Discipline, Android, Augmented Reality, MDLC
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