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ABSTRACT 

The development of technology is currently growing rapidly in 

various fields, one of which is in the field of education. An 

application for learning the introduction of leaves found in fruit 

and vegetable plants is designed with a display that brings up 

information, especially for elementary school students in science 

subjects so that they can understand the shape of plant leaves and 

plant names well. Using Markerless Augmented Reality and 

Multimedia Development Life Cycle (MDLC) methods as its 

development, there are 6 stages in the MDLC method, namely 

concept, design, material collecting, assembly, testing, and 

distribution. Using Unity 3D and Vuforia applications as the 

design of this application, the programming language used is C#. 

This application works on the Android operating system and 

smartphone cameras as an experimental tool to run the application 

system to appear markerless. 

Keywords: Markerless Augmented Reality, MDLC (Multimedia 

Development Life Cycle), plant leaves, Android, introduction. 
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ABSTRAK 

Perkembangan teknologi saat ini sangat berkembang pesat di 

berbagai bidang, salah satunya bidang pendidikan. Dirancanglah 

sebuah aplikasi pembelajaran pengenalan daun yang terdapat di 

tanaman buah dan sayuran dengan tampilan memunculkan 

informasi khususnya siswa SD Sederajat di mata pelajaran IPA 

agar bisa memahami bagaimana bentuk daun tanaman dan nama 

tanaman secara baik. Menggunakan metode Markerless 

Augmented Reality dan Multimedia Development Life Cycle 

(MDLC) sebagai pengembangannya, ada 6 tahap di metode 

MDLC yaitu concept, design, material collecting, assembly, 

testing, dan distribution. Menggunakan aplikasi Unity 3D dan 

Vuforia sebagai rancang bangun aplikasi ini, bahasa 

pemrograman yang digunakan adalah C#. Aplikasi ini bekerja di 

sistem operasi android dan kamera smartphone sebagai alat 

percobaan untuk menjalankan sistem aplikasi tersebut tampil 

secara markerless.  

Kata kunci: Markerless Augmented Reality, MDLC (Multimedia 

Development Life Cycle) , daun tanaman, Android, pengenalan. 
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