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HALAMAN MOTTO DAN PERSEMBAHAN 

 

 

 

 

 

 

Strength does not come from physical capacity. It comes from an 

indomitable will. 

 

 

 

 

 

Kekuatan tidak berasal dari kapasitas fisik. Itu berasal dari kemauan 

yang gigih. 

 

 

“Mahatma Gandhi” 
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RANCANG BANGUN APLIKASI PENGENALAN ALAT MUSIK 

TRADISIONAL BANTEN MENGGUNAKAN AUGMENTED  

REALITY DENGAN ALGORITMA SATTOLO SHUFFLE 

ABSTRAK 

Penelitian ini berisi perancangan dan pembangunan aplikasi pengenalan alat 

musik tradisional Banten menggunakan teknologi Augmented Reality (AR) 

dengan algoritma Sattolo Shuffle. Alat musik tradisional adalah alat musik rakyat 

yang secara turun temurun lahir dan berkembang dari budaya daerah. Berdasarkan 

hasil dari survey, masyarakat berdomisili di Banten kurang mengenal alat musik 

tradisional Banten. Pengenalan alat musik tradisional Banten meliputi nama, 

model 3D, sejarah, dan bunyi alat musik. Aplikasi memiliki dua mode yakni 

eksplorasi dan quiz. Mode quiz mengimplementasikan algoritma Sattolo Shuffle 

untuk mengacak susunan soal. Aplikasi dibangun menggunakan Unity dan 

Vuforia dengan bahasa pemrograman C#. Pengaruh penggunaan aplikasi terhadap 

pemahaman alat musik tradisional Banten dihitung dengan menggunakan tes 

sebelum dan sesudah penggunaan aplikasi dengan hasil peningkatan yang dialami 

oleh seluruh sampel dan 25.8% dari sampel mengalami peningkatan sebesar 80%. 

Tingkat motivasi pengunaan aplikasi oleh pengguna diukur dengan menggunakan 

kuesioner sesuai konteks permodelan Hedonic Motivation System Adoption Model 

(HMSAM) dengan tiga skala Likert. Dari 89 sampel didapat hasil indeks aspek 

joy (97%), control (87,3%), immersion (88,4%), curiosity (95,8%), perceived ease 

of use (94%), perceived usefulness (96,2%) dan behavioral intention to use 

(92,9%). 

 

Kata Kunci: Augmented Reality, Alat Musik Tradisional Banten, Sattolo Shuffle, 

Hedonic Motivation System Adoption Model, Unity 
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ABSTRACT 

This research contains the design and development of the introduction of 

traditional musical instrument of Banten using Augmented Reality (AR) 

technology with Sattolo Shuffle algorithm. Traditional musical instrument is a 

folk instrument that is hereditary born and developed from regional culture. Based 

on the results of the survey, people living in Banten are less familiar with 

traditional musical instruments of Banten. The introduction of traditional Banten 

musical instruments includes the name, 3D model, history, and sound of musical 

instruments. The app has two modes of exploration and quiz. The quiz mode 

implements the Sattolo Shuffle algorithm to randomize the question set. 

Applications built using Unity and Vuforia with C# programming languages. The 

influence of application usage on the understanding of traditional musical 

instrument of Banten was calculated by using test before and after application use 

with the result of improvement experienced by all samples and 25.8% of samples 

increased by 80%. The level of motivation for application usage by users is 

measured by using a questionnaire according to the context of Hedonic 

Motivation System Adoption Model (HMSAM) modeling with three Likert 

scales. From 89 samples, there were joy index (97%), control (87,3%), immersion 

(88,4%), curiosity (95,8%), perceived ease of use (94%), perceived usefulness 

(96,2%) and behavioral intention to use (92.9%). 

 

Keywords: Augmented Reality, Banten Traditional Music Instruments, Sattolo 

Shuffle, Hedonic Motivation System Adoption Model, Unity 
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