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RANCANG BANGUN APLIKASI VIRTUAL REALITY COMPANY
PROFILE PT SAKA FARMA LABORATORIES DENGAN UNITY

Louis Gabriel Hernandes

ABSTRAK

Kemajuan teknologi Virtual Reality (VR) telah membuka peluang baru dalam dunia
pelatihan industri, terutama di sektor manufaktur dan farmasi yang membutuhkan
standar keselamatan tinggi dan efisiensi kerja. PT Saka Farma Laboratories
(Kalbe Consumer Health), sebagai perusahaan yang bergerak di bidang kesehatan,
mulai mengadopsi teknologi VR untuk meningkatkan efektivitas pelatihan melalui
simulasi interaktif. Salah satu tantangan dalam pelatihan konvensional adalah
risiko gangguan terhadap proses produksi akibat penggunaan langsung peralatan
asli. Oleh karena itu, pengembangan simulasi VR ini dirancang untuk mereplikasi
prosedur presentasi company profile dalam lingkungan digital secara aman dan
imersif. Selama program magang, dilakukan perancangan sistem interaksi
berbasis Unity, termasuk implementasi interaksi grab, teleportation, step logic,
serta pengelolaan aset 3D untuk mendukung kebutuhan pembelajaran teknis.
Laporan ini menyajikan tahapan pengembangan secara menyeluruh, mulai dari
pengumpulan referensi, desain interaksi, pengujian sistem, hingga dokumentasi
akhir. Hasil pengembangan menunjukkan bahwa simulasi VR ini tidak hanya
mampu mengurangi risiko di lapangan, tetapi juga menjadi landasan bagi penerapan
teknologi pelatihan digital di masa depan di lingkungan Kalbe.

Kata kunci: Industri, Kalbe Consumer Health, Simulasi profil perusahaan,
Unity,Virtual Reality
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DESIGN AND BUILD OF VIRTUAL REALITY COMPANY PROFILE
APPLICATION PT SAKA FARMA LABORATORIES WITH UNITY

Louis Gabriel Hernandes

ABSTRACT

The advancement of Virtual Reality (VR) technology has opened new
opportunities in the industrial training sector, particularly in manufacturing and
pharmaceuticals, which require high safety standards and work efficiency. PT
Saka Farma Laboratories (Kalbe Consumer Health), a company operating in
the healthcare industry, has begun adopting VR technology to enhance training
effectiveness through interactive simulations. One of the challenges in conventional
training is the risk of disruption to production processes due to direct use
of original equipment. Therefore, the development of this VR simulation is
designed to replicate the company profile presentation procedures in a safe and
immersive digital environment. During the internship program, the design of the
interaction system was carried out using Unity, including the implementation of
grab, teleportation, step logic, and 3D asset management to support the technical
learning needs. This report presents a comprehensive development process, starting
from reference collection, interaction design, system testing, to final documentation.
The development results show that this VR simulation not only reduces risks in the
field but also lays the foundation for the future implementation of digital training
technology within Kalbe.
Keywords: Company Profile Simulation, Industrial Training, Kalbe Consumer
Health, Unity, Virtual Reality
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