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Penyampaian Soekasada Ujung masih
didominasi oleh k Al s engunjung belum memperoleh
pengalaman bela ] lam, % caruh kolonial Belanda
terhadap sejara angas ini berfokus pada
pengembangan eality Story sekaligus

mengevaluasi  pe oun erhac dia yang dihasilkan.
Pengembangan aplilk
Life Cycle (MDLC)

Multimedia Development
esign, material collecting,
assembly, testing, dan diperoleh melalui observasi,
wawancara, studi dokur ioner. Produk yang dihasilkan
adalah aplikasi Android RUWATARA yang menerapkan teknologi marker-based
Augmented Reality dengan booklet sebagai marker utama. Aplikasi ini
mengintegrasikan objek tiga dimensi, audio narasi dalam dua bahasa, video
edukatif, serta fitur interaktif berupa rotasi objek dan zoom in—zoom out. Kelayakan
aplikasi dibuktikan melalui pengujian black box, uji ahli isi, dan uji ahli media
dengan hasil bahwa aplikasi layak digunakan. Evaluasi pengalaman pengguna
menggunakan User Experience Questionnaire (UEQ) terhadap 41 responden
menunjukkan seluruh skala berada pada kategori Excellent, meliputi daya tarik
(2,87), kejelasan (2,74), efisiensi (2,90), ketepatan (2,83), stimulasi (2,72), dan
kebaruan (2,88). Temuan tersebut menunjukkan bahwa RUWATARA mampu
menjadi media informasi sejarah yang interaktif dan memberikan pengalaman
penggunaan yang sangat baik bagi pengunjung Taman Soekasada Ujung.

Kata kunci: Augmented Reality Story, media informasi, Kerajaan Karangasem,
RUWATARA.
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ABSTRACT

The delivery of historical inforu an Soekasada Ujung is still dominated

by conventional media, li yrtunities to gain an interactive
learning experience re olonialism on the history of
the Karangasem Ki ing an Augmented Reality
Story-based info and evalu 7, experiences with the
developed applic pli al ' using the Multimedia

Development Life ) ef [ of six stages: concept,
ion. Data were collected

through observatio ; and questionnaires. The
resulting product is a 'ATARA, which implements
marker-based Augmen o t a booklet as the primary

marker. The applicatior 2 ee-d onal objects, bilingual audio
e features such as object rotation and
zoom in—zoom out. The applicatioﬁ 's feasibility was confirmed through black-box
testing, content expert validation, and media expert validation, indicating that the
application is suitable for use. User experience evaluation was conducted using the
User Experience Questionnaire (UEQ) involving 41 respondents. The results

narration, educational videos, ana

showed that all UEQ scales achieved an Excellent rating, including attractiveness
(2.87), perspicuity (2.74), efficiency (2.90), dependability (2.83), stimulation (2.72),
and novelty (2.88). These findings indicate that RUWATARA is capable of providing
an interactive historical information medium while delivering a highly positive user
experience for visitors to Taman Soekasada Ujung.

Keywords: Augmented Reality Story, information media, Karangasem Kingdom,
RUWATARA.
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