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ABSTRAK 

 

Tiara 201410225262, Skripsi Perancangan Aplikasi Pengenalan 

Augmented Reality(AR) Benda Bersejarah Berbasis Android Pada Museum Di 

Kota Tua Jakarta, Hadi Kusmara M,Kom, Rasim, S.T, M.Kom, 10  Halaman 

Pengantar, 6 Daftar Lampiran, 1 Jumlah Daftar Pustaka. 

Museum Sejarah Jakarta atau yang kini dikenal sebagai Museum 

Fatahillah terletak di jln. Taman Fatahillah No.1 Kota Administratif Jakarta Barat.  

Namun seiring berjalannya seiring berjalanya waktu masyarakat kurang meminati 

untuk berkunjung ke museum, karena tampilan museum yang masih terkesan 

kuno. Informasi yang disampaikan masih menggunakan teks. Augmented Reality 

adalah sebuah lingkungan yang menggabungkan dunia nyata dengan dunia maya. 

Oleh karena itu penulis berencana untuk mengembangkan media informasi 

dengan menggunakan teknologi Augmented Reality agar lebih interaktif.  

Dalam proses pembuatan aplikasi ini software yang digunakan adalah 

Unity 3D menggunakan bahasa pemrograman c# dan Vuforia, serta untuk design 

objek menggunakan Google SketchUP, Autodeks 3Dmax. Metode pengembangan 

perangkat lunak yang digunakan adalah Model Rapid Application Development 

(RAD). Untuk pengujian aplikasi menggunakan Blackbox. Hasil dari penelitian 

adalah dengan menggunakan aplikasi ini menghasilkan 93% hasil angket 

responden  informasi menggunakan teknologi Augmented Reality yang ada di 

museum dengan lebih menarik dan interaktif.  

Kata Kunci : Museum Sejarah Jakarta, Augmented Reality, Unity 3D, C#, 

Vuforia, Google SketchUp, Autodeks 3Dmax, Rapid Application Development 

(RAD). 
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ABSTRACT 

 

 
 Tiara 201410225262, Thesis Application Design Augmented Reality 

(AR) Introduction of Android Based Museum At The Museum In The Old City 

Jakarta, Hadi Kusmara M. Kom, Rasim, S.T, M.Kom, 10 Page Introduction, 6 List 

of Attachments, 1 Number of References. 

 

 Jakarta History Museum or now known as Museum Fatahillah located 

in jln. Taman Fatahillah No.1 Kota Administrative of West Jakarta. However, as 

time goes by when the community is less interested to visit the museum, because 

the museum's display is still old-fashioned impression. The information submitted 

still uses text. Augmented Reality is an environment that combines the real world 

with the virtual world. Therefore, the authors plan to develop information media 

using Augmented Reality technology to be more interactive. 

 

 In the process of making this application software used is Unity 3D 

using the programming language c # and Vuforia, as well as to design objects 

using Google SketchUP, Autodeks 3Dmax. Software development method used is 

Model Rapid Application Development (RAD). For testing apps using Blackbox. 

The result of this research is by using this application yield 93% result of 

questionnaire responder information using technology of Augmented Reality in 

museum with more interesting and interactive. 

 

Keywords: Jakarta History Museum, Augmented Reality, Unity 3D, C #, Vuforia, 

Google SketchUp, 3Dmax Autodex, Rapid Application Development (RAD). 
 

 

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



x 

 

DAFTAR ISI 

     Halaman 

LEMBAR PERSETUJUAN ................................................................................  ii 

LEMBAR PENGESAHAN .................................................................................  iii 

LEMBAR PERNYATAAN BUKAN PLAGIASI .............................................  iv 

ABSTRAK ............................................................................................................  v 

ABSTRACT ..........................................................................................................  vi 

LEMBAR PERNYATAAN PUBLIKASI ..........................................................  vii 

KATA PENGANTAR ..........................................................................................  viii 

DAFTAR ISI .........................................................................................................  x 

DAFTAR TABEL ................................................................................................  xiv 

DAFTAR GAMBAR ............................................................................................  xv 

DAFTAR LAMPIRAN ........................................................................................  xvii 

BAB I PENDAHULUAN ..................................................................................  1 

1.1  Latar Belakang .............................................................................................  1 

1.2  Identifikasi Masalah ....................................................................................  4 

1.3  Rumusan Masalah........................................................................................  4 

1.4  Batasan Masalah ..........................................................................................  4 

1.5  Tujuan dan Manfaat .....................................................................................  4 

1.6      Tempat dan Waktu ......................................................................................  5 

1.7  Metode Penelitian ........................................................................................  5 

1.8  Sistematika Penulisan ..................................................................................  7 

BAB II LANDASAN TEORI .............................................................................  9 

2.1   Sistem .........................................................................................................  9 

2.1.1 Karakteristik Sistem .......................................................................  10 

2.1.2 Klasifikasi Sistem ..........................................................................  12 

2.2   Sistem Informasi .........................................................................................  14 

2.3   Aplikasi .......................................................................................................  15 

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



xi 

 

2.4   Augmented Reality ......................................................................................  15 

2.4.1 Sejarah Augmented Reality  ...........................................................  16 

2.4.2 Metode Augmented Reality ............................................................  17 

2.4.3 Prinsip Augmented Reality .............................................................  19 

2.5   Museum ......................................................................................................  20 

2.6  Kualitas Fitur .............................................................................................. 20 

2.6.1 BMP ...............................................................................................  21 

2.6.2 JPG .................................................................................................  21 

2.6.3 PNG ................................................................................................  22 

2.6.4 Animasi 3D (Animasi Tiga Dimensi) ............................................  22 

2.7       Citra ............................................................................................................ 23 

2.8       Storyboard ..................................................................................................  24 

2.9       Android ......................................................................................................  24 

2.9.1 Versi-versi Android ........................................................................  25 

2.9.2 Android SDK .................................................................................  26 

2.9.3 Java Development Kit ....................................................................  26 

2.9.4 Android Development Tools (ADT) ..............................................  26 

2.10 Metode Pengembangan ................................................................................  26 

2.11 Autodesk 3DMAX .......................................................................................  28 

2.12 Vuforia SDK ................................................................................................  28 

2.13 Unity 3D ......................................................................................................  29 

2.14 Google SketchUp .........................................................................................  29 

2.15 UML (Unified Modeling Language) ...........................................................  31 

2.15.1 Use Case Diagram..........................................................................  31 

2.15.2 Activity Diagram.............................................................................  32 

2.15.3 Sequence Diagram ..........................................................................  33 

2.15.4 Class Diagram ................................................................................  36 

2.16 Bagan Alir (Flowchart) ...............................................................................  37 

2.17 Skala Likert..................................................................................................  38 

2.18 Pengujian Black Box ...................................................................................  40 

 

 

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



xii 

 

BAB III METODOLOGI PENELITIAN .........................................................  41 

3.1.  Objek Penelitian .........................................................................................  41 

3.1.1 Profil Museum ................................................................................  41 

3.1.2 Denah lokasi Museum Sejarah Jakarta ..........................................  41 

3.1.3 Sejarah Museum Sejarah Jakarta ...................................................  42 

3.1.4 Struktur Organisasi ......................................................................... 42 

3.1.5 Tugas dan Tanggung Jawab ...........................................................  43 

3.1.6 Visi dan Misi Museum Sejarah Jakarta ..........................................  47 

3.2  Kerangka Penelitian ...................................................................................  47 

3.2.1 Diagram alur penelitian ................................................................... 47 

3.2.2 Metode Pengumpulan Data ............................................................. 49 

3.2.2.1 Studi pustaka ....................................................................... 49 

3.2.2.2 Observasi ............................................................................. 49 

3.2.2.3 Wawancara .......................................................................... 49 

3.2.2.4 Angket (kuisioner) ............................................................... 51 

3.3 Analisis Sistem Berjalan ................................................................................  57 

3.4 Permasalahan .................................................................................................  58 

3.5 Analisis Usulan Sistem ............................. ....................................................  59 

3.6 Analisis Kebutuhan Sistem ............................................................................  60 

BAB IV PERANCANGAN SISTEM DAN IMPLEMENTASI .....................  61 

4.1  Perancangan dan Implementasi ..................................................................  61 

4.1.1 Perancangan ...................................................................................  61 

4.1.1.1       Use case diagram ...............................................................  62 

4.1.1.2       Activity diagram  ................................................................  62 

4.1.1.3       Sequence diagram...............................................................  67 

4.1.1.4       Class diagram .....................................................................  70 

4.2  Fase Konstruksi ..........................................................................................  70 

4.3  Fase Perancangan Antar Muka...................................................................  71 

4.3.1 Perancangan Antarmuka SplashScreen ..........................................  71 

4.3.2 Perancangan Antarmuka Menu Utama ..........................................  71 

4.3.3 Perancangan Antarmuka Menu  Museum ......................................  72 

4.3.4 Perancangan Antarmuka Menu Play ..............................................  72 

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



xiii 

 

4.3.5 Perancangan Antarmuka Menu Koleksi Museum..........................  73 

4.3.6 Perancangan Antarmuka Menu About ...........................................  73 

4.3.7 Perancangan Antarmuka Menu Panduan .......................................  73 

4.3.8 Perancangan Antarmuka Menu Keluar ..........................................  74 

4.4       Pembuatan Database ..................................................................................  74 

4.4.1 Implementasi Antarmuka ...............................................................  75 

4.4.2 Implementasi Antarmuka Splashscreen .........................................  75 

4.4.3 Implementasi Antarmuka Menu Utama .........................................  76 

4.4.4 Implementasi Antarmuka Menu Museum ......................................  76 

4.4.5 Implementasi Antarmuka Scan Peti ...............................................  77 

4.4.6 Implementasi Antarmuka Scan Miniatur Kursi .............................  77 

4.4.7 Implementasi Antarmuka Scan Pistol Perkussi..............................  78 

4.4.8 Implementasi Antarmuka Scan Ganesha .......................................  78 

4.4.9 Implementasi Antarmuka Scan Koleksi Museum ..........................  78 

4.4.10 Implementasi Antarmuka About ....................................................  79 

4.4.11 Implementasi Antarmuka Panduan ................................................  79 

4.5       Pengujian Sistem ........................................................................................  80 

4.5.1 Pengujian Aplikasi .........................................................................  82 

4.6       Jadwal Implementasi ..................................................................................  88 

BAB V PENUTUP ................................................................................................  90 

5.1  Kesimpulan ................................................................................................  90 

5.2  Saran ...........................................................................................................  90 

DAFTAR PUSTAKA 

LAMPIRAN 

 

 

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



xiv 

 

DAFTAR TABEL 

  Halaman 

Tabel 2.1    Simbol-simbol Use Case Diagram .....................................................  30 

Tabel 2.2    Simbol-simbol Activity Diagram ........................................................  32 

Tabel 2.3    Simbol-simbol Sequence Diagram .....................................................  33 

Tabel 2.4    Simbol-simbol Class Diagram ...........................................................  36 

Tabel 2.5    Simbol-simbol Flowchart...................................................................  37 

Tabel 2.6    Skor Berdasarkan Skala Likert ...........................................................  39 

Tabel 3.2   Pertanyaan Wawancara .......................................................................  49 

Tabel 3.3    Hasil Wawancara ................................................................................  50 

Tabel 3.4    Kuesioner ...........................................................................................  51 

Tabel 3.5    Nilai Jawaban Kuesioner ....................................................................  52 

Tabel 3.6    Interval Pinilaian Skor Angket ...........................................................  52 

Tabel 3.7    Hasil Angket .......................................................................................  53 

Tabel 3.8    Hasil Jawaban Responden ..................................................................  55 

Tabel 4.1   Definisi Aktor ......................................................................................  62 

Tabel 4.2   Use Case Diagram Benda Bersejarah .................................................  62 

Tabel 4.3   Hasil Pengujian Aplikasi .....................................................................  80 

Tabel 4.4   Kuisoner Pengujian Aplikasi ...............................................................  82 

Tabel 4.5   Tabel Jawaban Kuesoner .....................................................................  83 

Tabel 4.6   Interval Penilaian Skor Angket ...........................................................  84 

Tabel 4.7   Hasil Kuesoner Pengujian Aplikasi .....................................................  84 

Tabel 4.8   Hasil Jawaban Responden Berdasarkan Pilihan Pada Angket ............  86 

Tabel 4.9   Jadwal Implementasi ...........................................................................  89 

 

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



xv 

 

DAFTAR GAMBAR 

  Halaman 

Gambar 1.1  Grafik Jumlah Pengunjung Museum ...........................................  2 

Gambar 2.1  Prinsip Kerja Augmented Reality (AR) .......................................  19 

Gambar 2.2  Ilustrasi Model RAD ...................................................................  27 

Gambar 3.1  Denah Lokasi Museum Sejarah Jakarta .......................................  41 

Gambar 3.2  Stuktur Organisasi Museum Sejarah Jakarta ...............................  42 

Gambar 3.3      Kerangka Penelitian .....................................................................  48 

Gambar 3.4      Grafik Presentase Skor Pertanyaan 1 ...........................................  55 

Gambar 3.5      Grafik Presentase Skor Pertanyaan 2 ...........................................  56 

Gambar 3.6      Grafik Presentase Skor Pertanyaan 3 ...........................................  56 

Gambar 3.7      Grafik Presentase Skor Pertanyaan 4 ...........................................  57 

Gambar 3.8      Grafik Presentase Skor Pertanyaan 5 ...........................................  57 

Gambar 3.9      Sistem Yang Berjalan ..................................................................  58 

Gambar 3.10    Sistem Usulan ..............................................................................  59 

Gambar 4.1      Use Case  Diagram Augmented Benda Bersejarah .....................  62 

Gambar 4.2      Activity Diagram Museum ...........................................................  63 

Gambar 4.3      Activity Diagram Play ..................................................................  64 

Gambar 4.4      Activity Diagram Koleksi Museum ..............................................  65 

Gambar 4.5      Activity Diagram Input Data ........................................................  65 

Gambar 4.6      Activity Diagram Edit Data ..........................................................  66 

Gambar 4.7      Activity Diagram Delete Data ......................................................  67 

Gambar 4.8      Sequence Diagram Museum ........................................................  67 

Gambar 4.9      Sequence Diagram Play ...............................................................  68 

Gambar 4.10    Sequence Diagram Koleksi Museum ...........................................  68 

Gambar 4.11    Sequence Diagram Unity Input Data ...........................................  69 

Gambar 4.11    Sequence Diagram Edit Data .......................................................  69 

Gambar 4.13    Sequence Diagram Delete Data ...................................................  70 

Gambar 4.14    Class Diagram Pengenalan Augmented Benda Bersejarah .........  70 

Gambar 4.15    Perancangan Antarmuka Splashscreen ........................................  71 

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



xvi 

 

Gambar 4.16    Perancangan Antarmuka Menu Utama ........................................  72 

Gambar 4.17    Perancangan Antarmuka Museum ...............................................  72 

Gambar 4.18    Perancangan Antarmuka Play ......................................................  72 

Gambar 4.19    Perancangan Antarmuka Koleksi Museum .................................  73 

Gambar 4.20    Perancangan Antarmuka About ...................................................  73 

Gambar 4.21    Perancangan Antarmuka Panduan ...............................................  74 

Gambar 4.22    Perancangan Antarmuka Keluar ..................................................  74 

Gambar 4.23    Target Manager ............................................................................  75 

Gambar 4.24    Splashcreen ..................................................................................  75 

Gambar 4.25    Menu Utama ................................................................................  76 

Gambar 4.26    Menu Museum .............................................................................  76 

Gambar 4.27    Menu Scan Peti ............................................................................  77 

Gambar 4.28    Menu Scan Miniatur Kursi ..........................................................  77 

Gambar 4.29    Menu Scan Pistol .........................................................................  78 

Gambar 4.30    Menu Scan Ganesha ....................................................................  78 

Gambar 4.31    Menu Koleksi Museum ...............................................................  79 

Gambar 4.32    Menu About .................................................................................  79 

Gambar 4.33    Menu Panduan .............................................................................  80 

Gambar 4.34    Grafik Presentase Skor Pertanyaan 1 ...........................................  86 

Gambar 4.35    Grafik Presentase Skor Pertanyaan 2 ...........................................  87 

Gambar 4.36    Grafik Presentase Skor Pertanyaan 3 ...........................................  87 

Gambar 4.37    Grafik Presentase Skor Pertanyaan 4 ...........................................  88 

Gambar 4.38    Grafik Presentase Skor Pertanyaan 4 ...........................................  88 

 

 

 

 

 

 

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018



xvii 
 

DAFTAR LAMPIRAN 

 

Lampiran 1  Biodata Mahasiswa………………………………………………………………………… L-1  

Lampiran 2  Kartu Bimbingan Skripsi……………………………………………………………….. L-2 

Lampiran 3  Surat Permohonan Riset dari Kampus………………………………………….. L-3 

Lampiran 4  Surat Keterangan Riset dari Museum Sejarah Jakarta…………………. L-4 

Lampiran 5  Pertanyaan Wawancara…………………………………………………………………… L-5 

Lampiran 6  Kuisoner Penelitian…………………………………………………………………………. L-6 

 

 

 

       

Perancangan Aplikasi..., Tiara, Fakultas Teknik 2018


	02-201410225262-persetujuan
	03-201410225262-pengesahan
	04-201410225262-pernyataan-plagiasi
	05-201410225262-abstrak
	06-201410225262-pernyataan-publikasi
	07-201410225262-pengantar
	08-201410225262-daftar-isi
	09-201410225262-daftar-tabel
	10-201410225262-daftar-gambar
	11-201410225262-daftar-lampiran



