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ABSTRACT 

Munaqosah tahfidz al-quran is a measurement and aims to find 

out the results of the achievement of the tahfidz al-quran 

mentoring program. The method of learning ablution and prayer 

at TPQ Maksum Hambali, uses the at-tartil method. However, the 

learning process delivered is very long, so students have difficulty 

understanding the material, most students still fail to take the 

munaqosah test and students only understand the theory, in 

practice it is still lacking. The purpose of the research is to build 

learning media, which can improve the ability of students to 

master the movements of ablution and prayer perfectly. The use of 

augmented reality technology in learning media for ablution and 

prayer is very interesting, effective and efficient. Learning media 

is built using unity and vuforia. The Case Study method involving 

the Waterfall Model is used by researchers in this study. The 

result of this research is to build learning media for ablution and 

prayer using augmented reality technology with marker-based 

tracking and packaged in APK form. Based on the results of the 

pre-test, the average score was very low, namely 63,5. However, 

after doing the post-test, there was a very good improvement, 

namely getting an average score of 84. 
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ABSTRAK 

Munaqosah tahfidzul quran adalah suatu pengukuran dan 

bertujuan untuk mengetahui hasil pencapaian program 

pendampingan tahfidz al-qur’an. Metode pembelajaran wudhu 

dan sholat di TPQ Maksum Hambali, menggunakan metode at-

tartil. Namun proses pembelajaran yang disampaikan sangat lama, 

sehingga santri kesulitan memahami materi, kebanyakan santri 

masih gagal mengikuti tes munaqosah serta santri hanya 

memahami teori saja, dalam mempraktekannya masih kurang. 

Tujuan dari penelitian adalah membangun media pembelajaran, 

yang dapat meningkatkan kemampuan santri menguasai gerakan 

wudhu dan sholat dengan sempurna. Pemanfaatan teknologi 

Augmented Reality pada media pembelajaran wudhu dan sholat 

sangat menarik, efektif dan efisisen. Media pembelajaran 

dibangun menggunakan Unity dan Vuforia. Metode Studi Kasus 

dengan melibatkan Model Waterfall digunakan peneliti dalam 

penelitian ini. Hasil dari penelitian adalah membangun media 

pembelajaran wudhu dan sholat menggunakan teknologi 

Augmented Reality dengan marker based-tracking dan dikemas 

dalam bentuk APK. Berdasarkan hasil uji coba pre-test, nilai rata-

rata yang diperoleh sangat rendah, yaitu 63,5. Namun setelah 

melakukan post-test terjadi peningkatan  yang sangat baik, yaitu  

memperoleh nilai rata-rata 84.  
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