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ABSTRAK

Perkembangan teknologi informasi saat ini membawa dampak signifikan bagi
sektor pariwisata, salah satunya melalui pemanfaatan teknologi digital sebagai
sarana promosi dan edukasi. Masalah utama yang dihadapi situs-situs wisata sejarah
di Kabupaten Kuningan, seperti Taman Purbakala Cipari, Museum Gedung
Perundingan Linggarjati, dan Situs Darmaloka, saat ini adalah keterbatasan media
informasi eksisting yang masih bersifat konvensional, statis, didominasi teks, dan
kurang komunikatif. Akibatnya, penyampaian nilainilai sejarah kurang
tersampaikan secara optimal dan kurang mampu menarik minat pengunjung.
Penelitian ini bertujuan untuk merancang sistem visual media informasi berbasis
Augmented Reality (AR) pada perangkat Android yang komunikatif, menarik, serta
mampu merepresentasikan nilai historis secara interaktif dan edukatif. Metode
penelitian yang digunakan adalah pendekatan kualitatif dengan teknik
pengumpulan data melalui observasi langsung, wawancara dengan pengelola, studi
literatur, dan dokumentasi. Proses perancangan media multimedia ini mengadopsi
model Multimedia Development Life Cycle (MDLC) yang terdiri dari enam
tahapan, yaitu concept, design, material collecting, assembly, testing, dan
distribution. Melalui metode marker-based tracking, teknologi ini sudah
memproyeksikan objek visual digital berupa aset 3D serta konten edukatif di lokasi
wisata secara offline. Pengujian sistem sudah dilakukan melalui alpha testing dan
beta testing untuk memastikan fungsionalitas dan kelayakan hasil perancangan.
Hasil akhir ini berhasil mengatasi kendala penyampaian informasi yang kaku serta
meningkatkan keterlibatan, minat, dan daya ingat wisatawan terhadap konten
sejarah, sekaligus memberikan inovasi media informasi digital interaktif bagi
pelestarian warisan budaya lokal di Kabupaten Kuningan dalam ranah Desain
Komunikasi Visual.

Kata kunci: Augmented Reality, Wisata Sejarah, Kabupaten Kuningan, Media
Informasi, MDLC, Desain Komunikasi Visual.
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ABSTRACT

The rapid development of information technology currently has a significant impact
on the tourism sector, particularly through the utilization of digital technology as a
promotional and educational tool. However, the main problem faced by historical
tourism sites in Kuningan Regency, such as the Cipari Archaeological Park, the
Linggarjati Conference Museum, and the Darmaloka Site, is the limitation of
existing information media which remains conventional, static, text-dominated, and
less communicative. Consequently, the conveyance of historical values is not
optimally delivered and less capable of attracting visitors' interest. This study aims
to design a communicative and attractive visual system for an Android-based
Augmented Reality (AR) information media that can represent historical values
interactively and educationally. The research method applied is a qualitative
approach with data collection techniques through direct observation, interviews
with managers, literature studies, and documentation. The development process of
this multimedia design adopts the Multimedia Development Life Cycle (MDLC)
model, which consists of six stages: concept, design, material collecting, assembly,
testing, and distribution. Utilizing marker-based tracking, this technology has
projected digital visual objects in the form of 3D assets and educational content
offline at tourism sites. System testing has been conducted through alpha testing
and beta testing to ensure the functionality and feasibility of the design. The final
results successfully overcome the constraints of rigid information delivery and
enhance tourists' engagement, interest, and retention of historical content, while
providing an innovative interactive digital information medium for local cultural
heritage preservation in Kuningan Regency within the scope of Visual
Communication Design.

Keywords: Augmented Reality, Historical Tourism, Kuningan Regency, Information
Media, MDLC, Visual Communication Design.
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