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ABSTRAK 

IMPLEMENTASI AUGMENTED REALITY PADA APLIKASI HOPE 

BERBASIS ANDROID 

(2020 : xvii + 94 Halaman + Daftar Gambar + Daftar Tabel + Daftar 

Lampiran) 

 

IHZANY VILIA DEVI 

061640351551 

JURUSAN TEKNIK ELEKTRO 

PROGRAM STUDI TEKNIK TELEKOMUNIKASI 

ABSTRAK 

 

Dalam mempelajari telekomunikasi mahasiswa diwajibkan untuk 

menguasai alat telekomunikasi yang sering digunakan di laboratorium. Mahalnya 

alat telekomunikasi menyebabkan mahasiswa harus bergantian dalam mengamati 

dan mempelajari alat telekomunikasi tersebut. Apabila mahasiswa tidak berhati-

hati dalam menggunakan peralatan telekomunikasi milik laboratorium maka 

kemungkinan peralatan akan cepat rusak sehingga menyebabkan proses belajar 

mengajar menjadi terganggu. Maka di perlukan aplikasi interaktif yang dapat 

memberikan pembelajaran baik secara visual maupun auditorial berbasis android 

yang dapat diakses kapan saja dan dimana saja. Dari hasil evaluasi penilaian yang 

dilakukan terhadap aplikasi HOPE mendapatkan skor 84,46 yang berarti aplikasi 

HOPE dinyatakan acceptable termasuk dalam grade A dan B dengan rating 

excellent, Sehingga aplikasi HOPE dapat meningkatkan nilai peringkat Indonesia 

pada aspek kemampuan menerima pembelajaran siswa. 

 

 

Kata kunci : Augmented Reality, 3D Object, Android, Unity, Marker Based 

Tracking 
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ABSTRACT 

IMPLEMENTATION OF AUGMENTED REALITY IN HOPE 

APPLICATION ANDROID BASED 

(2020 : xvii + 94 Pages + List of Figures + List of Tables + List of 

Attachments ) 

 

IHZANY VILIA DEVI 

061640351551 

ELECTRICAL ENGINEERING DEPARTMENT 

MAJORING TELECOMMUNICATION ENGINEERING 

ABSTRACT 

 

In studying telecommunications, students are required to master 

telecommunications equipment which is often used in laboratories. The high cost 

of telecommunication tools causes students to take turns observing and studying 

these telecommunication tools. If students are not careful in using the laboratory's 

telecommunication equipment, it is possible that the equipment will break down 

quickly, causing the teaching and learning process to be disrupted. So an 

interactive application is needed that can provide learning both visually and 

audibly based on Android that can be accessed anytime and anywhere. From the 

results of the evaluation of the assessment carried out on the HOPE application, it 

gets a score of 84.46, which means that the HOPE application is acceptable, 

including in grade A and B with an excellent rating, so that the HOPE application 

can increase Indonesia's rating in the aspect of the ability to accept student 

learning. 

 

 

Keywords: Augmented Reality, 3D Object, Android, Unity, Marker Based 

Tracking 
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