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ABSTRAK 
PENGEMBANGAN APLIKASI PENGENALAN SENJATA DENGAN 

TEKNOLOGI AUGMENTED REALITY BERBASIS ANDROID 

Pemberian materi pengenalan senjata kepada mahasiswa di Universitas 
Pertahanan RI selama ini dilakukan melalui sesi ceramah. Namun, metode 
ceramah sering kali dianggap monoton dan kurang menarik apabila tidak ada 
senjata aslinya sedangkan akses dan jenis senjata sangat terbatas. Oleh karena 
itu, penelitian ini mengembangkan sebuah aplikasi berbasis Augmented Reality 
(AR) yang dirancang untuk memberikan pengalaman belajar yang lebih interaktif 
dan menarik. Proses pengembangan aplikasi ini menggunakan metode Rapid 
Application Development (RAD) dengan pengujian black box. Hasilnya, aplikasi 
berhasil menampilkan model 3D senjata dengan fitur interaktif seperti zoom, 
rotate, dan informasi tambahan yang dapat diakses melalui scan QR.  

Kata Kunci: Augmented Reality, Pengenalan Senjata, Universitas Pertahanan RI, 

Rapid Application Development, Unity 3D, Vuforia SDK. 
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ABSTRACT 
DEVELOPMENT OF WEAPON RECOGNITION APPLICATION WITH 

ANDROID-BASED AUGMENTED REALITY TECHNOLOGY 

The introduction of knowledge about weapons to students at the Republic of 
Indonesia Defence University (IDU) has been through lecture sessions. However, 
the lecture method is often considered monotonous and less interesting if there 
are no actual weapons while access and types of weapons are very limited. 
Therefore, in this research, an Augmented Reality (AR) based application is 
made which is designed interactively and interestingly. This application uses the 
Rapid Application Development (RAD) method with black box testing. As a result, 
this application successfully displays 3D models of weapons with interactive 
features such as zoom, rotate, and additional information that can be accessed 
through QR scans.  

Keywords: Augmented Reality, Weapon, Republic of Indonesia Defense 

University, Rapid Application Development, Unity 3D, Vuforia SDK. 
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