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ABSTRAK 

Jurusan Desain Komunikasi Visual SMK Negeri 1 Cilacap memiliki mata 

pelajaran Teknik Pengolahan Audio & Video, pada mata pelajaran ini 

terdapat salah satu materi fundamental yang harus dikuasai oleh siswa 

yaitu Teknik Camera Movement. Materi tersebut disampaikan oleh guru 

hanya menggunakan modul dan berupa grafis video sehingga proses 

pembelajaran dinilai kurang interaktif dan tidak adanya contoh nyata 

teknik Camera Movement yang dimaksud pada modul sehingga materi 

kurang tersampaikan dan dipahami dengan baik oleh sebagian siswa. 

Berdasarkan permasalahan tersebut diperlukan sebuah pemanfaatan 

teknologi Augmented Reality berupa aplikasi pembelajaran teknik 

Camera Movement, karena pada dasarnya Augmented Reality dapat 

memproyeksikan visual digital kedalam dunia nyata sehingga siswa 

mampu menerima materi secara matang. Dalam proses perancangan dan 

pembangunan aplikasi Augmented Reality ini diperlukan metode 

Multimedia development life cicle (MDLC), pada metode ini dilakukan 

proses berdasarkan 6 tahapan, yaitu Konsep (Concept), Perancangan 

(Design), Pengumpulan Bahan (Material Collecting), Pembuatan 

(Assembly), Pengujian (Testing) dan Distribusi (Distribution). 

Berdasarkan pengujian alpha terhadap aplikasi yang menunjukkan hasil 

pengujian “sesuai yang diharapkan” dan pengujian beta terhadap 

pengguna dengan total 45 Responden yang menyatakan 63% Sangat 

Setuju, dengan itu maka dapat dinyatakan bahwa aplikasi masuk dalam 

kategori Berhasil dan sangat layak untuk digunakan.  

 

Kata kunci : Media Pembelajaran, Augmented Reality, Teknik Camera 

Movement. 
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ABSTRACT 

The Department of Visual Communication Design at SMK Negeri 1 

Cilacap has an Audio & Video Processing Engineering course, in this 

course, there is one of the basic materials that students must master, 

namely Camera Movement Techniques. The material delivered by the 

teacher only uses modules and is in the form of video graphics so that the 

learning process is considered less interactive and there are no real 

examples of the Camera Movement technique referred to in the module 

so that the material is not conveyed properly and understood by some 

students. Based on these problems, it is necessary to use Augmented 

Reality technology in the form of a Camera Movement technique learning 

application, because basically, Augmented Reality can project digital 

visuals into the real world so that students can maturely receive material. 

In the process of designing and developing Augmented Reality 

applications, the Multimedia development life cycle (MDLC) method is 

needed, in this method the process is carried out based on 6 stages, namely 

Concept, Design, Material Collection, Assembly, Testing and 

Distribution. The results of the study show that this application can assist 

teachers in conveying material and assist students in understanding 

camera movement technique material. Based on alpha testing of 

applications that show the results of testing "as expected" and beta testing 

of users with a total of 45 respondents who stated 37% agreed, and 63% 

stated Strongly Agree, with that it can be stated that the application is 

included in the Successful and very feasible category to use. 

 

Keywords : learning media, augmented reality, camera movement 

technique. 
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