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ABSTRAK 

 Bahasa sebagai alat komunikasi tentunya sangat penting 

untuk dipelajari, seiring dengan berkembangnya ilmu 

pengetahuan kita dituntut untuk menguasai banyak bahasa, 

bahasa jepang contohnya, di tingkat sekolah menengah 

SMA/SMK kini mulai diajarkan bahasa jepang guna menunjang 

komunikasi didunia industri maupun pariwisata. Pembelajaran 

bahasa jepang di Indonesia banyak ditemui masih menggunakan 

cara konfensional, dimana cara ini cenderung membuat siswa 

bosan dan berdampak pada kurangnya minat belajar. 

 Game Edukasi adalah suatu bentuk hasil dari 

perkembangan teknologi yang bisa dimanfaatkan sebagai media 

pembelajaran. Game Edukasi Pengenalan Serta Cara Penulisan 

Huruf Hiragana dan Katakana menggunakan Augmented Reality  

berbasis Markerless dibuat dengan menggunakan Metode 

Multimedia Development Life Cycle (MDLC) yang mana 

memiliki 6 tahapan yaitu pengonsepan (concept), perancangan 

(design), Pengumpulan Materi (material collecting), pembuatan 

(assembly), pengujian (testing), dan distribusi (distribution) 

sehingga menghasilkan game edukasi yang baik dan tepat 

digunakan dalam pembelajaran. 

 Tujuan penelitian ini dibuat adalah untuk menghasilkan 

game edukasi menggunakan Augmented Reality yang berbasis 

Markerless agar dapat membantu siswa maupun tenaga pendidik 

dalam melangsungkan proses pembelajaran bahasa jepang yang 

inovatif dengan adanya animasi cara penulisan dan kuis 

didalamnya. 

 

Kata Kunci: Markerless, Augmented Reality, Hiragana, Game 

Edukasi, multimedia development life cycle (MDLC) 
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ABSTRACT 

 Language as a means of communication is undoubtedly 

important to be learned. As the rapid development of technology 

and science, we are required to master different languages, one 

of which is Japanese. In high schools, Japanese are taught in 

order to help students communicate in industrial and tourism 

settings. However, Japanese teaching and learning in Indonesia 

is still conducted in conventional ways, resulting the students to 

be less motivated and easily losing interest in the process. 

 Educational game is one of the products of technological 

advance that can be utilized as a learning medium. “Educational 

Game Introduction and Guide to Writing Hiragana and Katakana 

Using Maerkerless-based Augmented Reality” is created using 

Multimedia Development Life Cycle (MDLC) which consists of 

six stages namely concept, design, material collecting, assembly, 

testing, and distribution. Therefore, it is expected that the game is 

suitable and effective in helping students improve their Japanese 

writing skills.  

 The purpose of this study is to create an educational 

game using Markerless-based Augmented Reality that can be 

useful for students and teachers in carrying out innovative 

Japanese teaching and learning process with the help of 

interesting animated writing guide and various quizzes in it. 

Keywords: Markerless, Augmented Reality, Hiragana, 

Educational Game, multimedia development life cycle (MDLC 
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