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ABSTRAK

Universitas Pendidikan Indonesia (UPI) adalah kampus unggulan yang fokus pada
pendidikan dan pengembangan sumber daya manusia. Universitas pendidikan indonesia
memiliki beberapa fakultas dan juga memiliki kampus daerah salah satunya kampus upi
cibiru. Sebanyak 68% responden pernah berkunjung ke Kampus UPI Cibiru, namun 73%
dari mereka merasa kurang mendapatkan informasi yang memadai mengenai letak,
fasilitas, dan tata ruang gedung di kampus tersebut. tujuan dari penelitian itu yaitu
membuat video visualisasi 3D yang berfungsi sebagai media informasi dan mengetahui
uji hasil kelayakannya. penelitian ini menggunakan metode multimedia develovment life
cycle (MDLC) vyang terdiri dari 6 tahapan vyaitu, concept,design,material
collecting,asembly,testing,dan distribution dengan pengujian skala likert. penelitian
melalui 2 tahap pengujian yaitu tahap pengujian alpha test yang dilakukan nya uji validasi
oleh ahli materi dan ahli media . dan tahap pengujian tahap beta test dilakukan terhadap
responden mahasiswa dan masyarakat umum usia 18 -30 tahun di kota bandung.
Pengujian hasil alpha test yang dinilai oleh ahli materi mendapatkan persentase 92%,
sedangkan Pengujian test yang di nilai oleh ahli media mendapatkan persentase 87% dan
dapat disimpulkan dari hasil pengujian ahli materi dan media mendapatkan kualifikasi
“sangat layak” Hasil pengujian beta test menunjukan persentase 93% dengan kualifikasi
“Sangat Layak”. Dari hasil tersebut bisa disimpulkan perancangan video visualisasi 3D
kampus universitas pendidikan indonesia sebagai media informasi “sangat layak” dan
dapat digunakan sebagai media informasi.

Kata kunci : Visualisasi 3D,Media informasi,Kampus
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ABSTRACT

Universitas Pendidikan Indonesia (UPI) is a leading campus that focuses on education
and human resource development. Universitas Pendidikan Indonesia has several faculties
and also has regional campuses, one of which is the upi cibiru campus. As many as 68%
of respondents have visited the UPI Cibiru Campus, but 73% of them feel that they do not
get adequate information about the location, facilities, and layout of buildings on the
campus. the purpose of the study was to make a 3D visualization video that functions as
an information medium and find out the feasibility test results. This research uses the
multimedia develovment life cycle (MDLC) method which consists of 6 stages, namely,
concept, design, material collecting, assembly, testing, and distribution with Likert scale
testing. the research went through 2 stages of testing, namely the alpha test testing stage
which was carried out by validation tests by material experts and media experts. and the
beta test testing stage was carried out on student respondents and the general public
aged 18-30 years in the city of Bandung. Alpha test results assessed by material experts
get a percentage of 92%, while the test results assessed by media experts get a
percentage of 87% and it can be concluded from the results of testing material and media
experts get a qualification “very feasible” The results of the beta test test showed a
percentage of 93% with the qualification “Very Feasible”. From these results it can be
concluded that the design of the 3D visualization video of the Indonesian education
university campus as information media is ‘“‘very feasible” and can be used as
information media.

Keywords: 3D visualization, Information media, Campus
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