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ABSTRAK 

Nama  : Leni Cahyani 

Program Studi : Informatika 

Judul  : Implementasi Augmented Reality (Ar) Dalam Pengenalan Alat  

     Exercise Fisioterapi Berbasis Android (Studi Kasus Klinik Golden   

     Active Wellness) 

 

Salah satu metode penanganan atau perawatan fisioterapi adalah dengan 

therapeutic exercises. Ada banyak peralatan yang dapat digunakan untuk terapi 

latihan (therapeutic exercises), banyaknya alat exercise fisioterapi serta bermacam-

macamnya fungsi dari masing masing alat exercise fisioterapi yang ada pada Klinik 

Golden Active Wellness membuat pasien mengalami kesulitan dalam memperoleh 

informasi mengenai alat exercise fisioterapi tersebut serta sulitnya  penyampaian 

informasi karena terbatasnya fisioterapis yang ada. Maka, dibuatlah sebuat aplikasi 

“Augmented Reality (AR) Pengenalan Alat Exercise Fisioterapi Berbasis Android”. 

Tujuannya adalah untuk memberikan informasi kepada pasien serta membantu peran 

fisioterapis dalam menyampaikan informasi mengenai alat exercise kepada pasien. 

Aplikasi ini menggunakan metode marker. Aplikasi ini memberikan beberapa fitur 

salah satunya seperti menampilkan objek 3D, menampilkan informasi mengenai alat 

exercise fisioterapi dan fungsinya berupa teks, suara, dan lain lain. Augmented reality 

ini dibangun dengan menggunakan Metode Multimedia Development Life Cycle. 

Aplikasi ini dibangun menggunakan unity versi 2020.3.23f1 sebagai game engine, 

vuforia digunakan untuk database marker, blender digunakan sebagai editor dalam 

membuat desain gambar 3D dan Corel Draw 2020 digunakan sebagai editor dalam 

membuat desain aplikasi dan marker. Hasil dari pengujian aplikasi AR Pengenalan 

alat Exercise Fisioterapi yang di dilakukan pengujian kepada 30 responden yang 

terdiri dari calon pasien dan pasien. Dari hasil evaluasi penilaian yang dilakukan 

mendapatkan skor 79 yang berarti Aplikasi Augmented Reality pengenalan Alat 

Exercise Fisioterapi dinyatakan excellent. 

 

Kata Kunci: Augmented Reality, Alat Exercise Fisioterapi, MDLC. 
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ABSTRACT 

Nama  : Leni Cahyani 

Program Studi : Informatika 

Judul    : Implementation of Augmented Reality (Ar) in the Introduction of 

Android-Based Physiotherapy Exercise Equipment (Case Study of 

the Golden Active Wellness Clinic) 

 

One of the methods of physiotherapy treatment or treatment is therapeutic 

exercises. There is a lot of equipment that can be used for therapeutic exercises 

(therapeutic exercises), the number of physiotherapy exercise tools and the various 

functions of each physiotherapy exercise tool available at the Golden Active Wellness 

Clinic makes it difficult for patients to obtain information about these physiotherapy 

exercise tools and the difficulty delivery of information due to the limited availability 

of physiotherapists. So, an application was made "Augmented Reality (AR) 

Introduction to Android-Based Physiotherapy Exercise Equipment". The aim is to 

provide information to patients and assist the role of physiotherapists in conveying 

information about exercise equipment to patients. This application uses the marker 

method. This application provides several features, one of which is displaying 3D 

objects, displaying information about physiotherapy exercise tools and their functions 

in the form of text, sound, and others. Augmented reality is built using the Multimedia 

Development Life Cycle Method. This application was built using unity version 

2020.3.23f1 as a game engine, vuforia is used for the marker database, blender is used 

as an editor in making 3D image designs and Corel Draw 2020 is used as an editor in 

making application designs and markers. The results of testing the AR application for 

the introduction of Physiotherapy Exercise tools were tested on 30 respondents 

consisting of prospective patients and patients. From the results of the evaluation, the 

assessment carried out got a score of 79 which means that the Augmented Reality 

Application for the introduction of Physiotherapy Exercise Equipment is declared 

excellent. 

Keyword : Augmented Reality, Exercise Fisioterapi, MDLC 
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