
 

APPLICATIONS FOR LEARNING FRUITS AND ANIMALS 

USING ANDROID-BASED AUGMENTED REALITY 

TECHNOLOGY 

 

 

THESIS REPORT 

 

 

YOSEPH MARTIN LAY 

41519010198 

 

 

 

 

INFORMATICS ENGINEERING STUDY PROGRAM 

FACULTY OF COMPUTER SCIENCE 

MERCU BUANA UNIVERSITY JAKARTA 

2024 

https://lib.mercubuana.ac.id



 

 

APPLICATIONS FOR LEARNING FRUITS AND ANIMALS 

USING ANDROID-BASED AUGMENTED REALITY 

TECHNOLOGY 

 

THESIS REPORT 

 

 

YOSEPH MARTIN LAY 

41519010198 

TITLE PAGE 

 

Submitted as one of the requirements to obtain a Bachelor's Degree 

 

INFORMATICS ENGINEERING STUDY PROGRAM 

FACULTY OF COMPUTER SCIENCE 

MERCU BUANA UNIVERSITY JAKARTA 

2024 

https://lib.mercubuana.ac.id



ii 

ii 

https://lib.mercubuana.ac.id



iii 

iii 

https://lib.mercubuana.ac.id



 

iv 
 

FOREWORD 

 

Praise and gratitude to the presence of God Almighty who has given His 

grace and guidance, so I can do this final report to complete my Bachelor of 

Informatics Engineering in Mercu Buana University. The author is fully aware 

that in making this Final Report it cannot be completed without any support, 

therefore I would like to express my deepest gratitude to: 

1. Ir. Emil Robert Kaburuan, S.T., M.A., Ph.D, as Thesis Supervisor, which 

he always support and never tired to push the author until this thesis 

finished. 

2. Dr. Bambang Jokonowo, S.Si.,MTI. as Dean of Faculty of Computer 

Science, Universitas Mercu Buana. 

3. Dr. Hadi Santoso, S.Kom., M.Kom, as Head of Department of Informatics 

Engineering, Universitas Mercu Buana. 

4. Afiyati, Dr., S.Si, MT, as Secretary of International Department of 

Informatics Engineering, Universitas Mercu Buana. 

5. Prastika Indriyanti S.Kom, M.Cs as Academic Supervisor. 

6. All Lecturers have been dedicated to transferring they knowledge. 

7. Both parents my father and my mother always provide prayers, advice and 

support to author. 

8. My girlfriend always giving help in any situation 

9. Also My Informatics Engineering Friends who have always been together 

since the first time starting college at Universitas Mercu Buana. 

The author realizes that there are still many shortcomings in this report. 

Therefore,constructive feedback is allowed and I hope this report will be of 

usefull to other All Mercu Buana University students and also other students one 

day. 

Jakarta, 20 June 2024 

 

                                                                                                    Yoseph Martin Lay 

https://lib.mercubuana.ac.id



https://lib.mercubuana.ac.id



 

vi 
 

Bahasa Indonesia 

 

ABSTRAK 

 

Nama    : Yoseph Martin Lay 

NIM    : 41519010198 

Program Studi   : Informatics Engineering 

Pembimbing   : Emil Robert Kaburuan, S.T., M.A., Ph.D 

Judul Tugas Akhir : Applications for Learning Fruits Using Android- 

Based Augmented Reality Technology 

 

Penggunaan teknologi Augmented Reality (AR) dalam dunia pendidikan menjadi 
salah satu bidang penelitian yang menarik perhatian dalam beberapa tahun 
terakhir. Dalam konteks pembelajaran hewan dan buah-buahan, AR berpotensi 
besar untuk meningkatkan minat dan pemahaman siswa melalui pengalaman 
interaktif yang menarik. Dengan menggunakan Unity 3D sebagai platform 
pengembangan dan Vuforia sebagai toolkit AR, aplikasi ini dilengkapi dengan 
fitur-fitur seperti pendeteksian objek, visualisasi buah dan hewan dalam 3D, serta 
informasi tambahan tentang nama, deskripsi dan informasi tambahan tentang sifat 
dan karakteristik. dari setiap objek. Penelitian ini bertujuan untuk 
mengembangkan aplikasi pembelajaran buah dan hewan dengan menggunakan 
teknologi Augmented Reality (AR) berbasis Android. Aplikasi ini memanfaatkan 
kemampuan AR pada perangkat Android untuk memvisualisasikan buah dan 
hewan secara tiga dimensi (3D) di dunia nyata. 

Keywords: Aplikasi Pembelajaran, Teknologi Augmented Reality, Model 3D, 
Pengenalan Kamera 
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English Language 

 

ABSTRACT 

 

Name    : Yoseph Martin Lay 

NIM    : 41519010198 

Study Program  : Informatics Engineering 

Counsellor   : Emil Robert Kaburuan, S.T., M.A., Ph.D 

Tittle Of Thesis Report : Applications for Learning Fruits Using Android-

Based Augmented Reality Technology 

 

The use of Augmented Reality (AR) technology in education has become an area 

of research that has attracted attention in recent years. In the context of learning 

animals and fruits, AR has great potential to increase students' interest and 

understanding through interesting interactive experiences. By using Unity 3D as a 

development platform and Vuforia as an AR toolkit, this application is equipped 

with features such as object detection, visualization of fruits and animals in 3D, 

as well as additional information about names, descriptions and additional 

information about characteristics and characteristics of each object. This study 

aims to develop a fruits and animals learning application using Android-based 

Augmented Reality (AR) technology. This application takes advantage of AR 

capabilities on Android devices to visualize fruits and animals in three dimensions 

(3D) in the real world. 

Keywords: Learning Applications, Augmented Reality Technology, 3D    
Models, Camera Recognition 
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