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ABSTRAK

Deni Rahmatullah (12182364), Heris Setiawan (12182271), Tb Yahdini
(12182314), Penggunaan Teknologi Augmented Reality Dalam Edukasi Sousi
Ketahanan Bencana Banjir di Indonesia

Bencana alam merupakan salah satu bencana yang diakibatkan oleh faktor-faktor yang
terjadi pada alam antara lain yaitu faktor geologi, hidrologi, meteorologi, klimatologi,
biologi, dan faktor yang diakibatkan oleh benda-benda yang ada di luar angkasa. Sala
satu contoh bencana yang sering terjadi adalah banjir. Sebagai akibat dari terjadinya
bencana, menyebabkan masyarakat mengalami hambatan dalam melaksanakan tugas
kehidupannya. Permasalahan utama yang dihadapkan pada masyarakat secara umum
ialah kurangnya pemahaman tentang bencana dan kesigapan terhadap bencana,
menganggap mudah permasalahan seputar kebencanaan, akibatnya berdampak
ketidak.pedulian masyarakat terhadap kondisi lingkungan serta alam. Penanggulangan
bencana harus didasarkan pada prinsip-prinsip seperti kecepatan dan ketepatan,
keterpaduan, prioritas, dan koordinasi. Dengan pesatnya perkembangan teknologi,
setiap orang dapat menggunakan smartphone sebagai alat bantu untuk menunjang
kehidupan sehari-hari. Smartphone memudahkan untuk mendapatkan informasi yang
banyak tersedia di Internet. Keuntungan nyata lainnya adalah smartphone dapat
menjadi media pembelajaran. Dengan dukungan smartphone, perkembangan teknologi
juga melahirkan teknologi terkini, yaitu konsep augmented reality (AR). Realitas
tertambah AR. Ini adalah salah satu teknik yang digunakan. Penelitian ini
menggunakan teknologi Augmented Reality (AR) sebagai media edukasi kami
berharap masyarakat bisa memahami dengan jelas dan bisa menerapkannya dalam
kehidupan sehari-hari. edukasi bencana banjir meliputi pengetahuan dasar bencana
banjir, penanggulangan, hingga kesiapan masyarakat menghadapi bencana banjir ,
maka masyarakat nantinya akan lebih sadar bagaimana menanggulangi banjir, dan
bagaimana menghadapi banjir tersebut.

Kata Kunci :Solusi, Bencana Banjir, Augmented Reality
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ABSTRACT

Deni Rahmatullah (12182364), Heris Setiawan (12182271), Tb Yahdini (12182314),
The Use of Augmented Reality Technology in Education on Flood Disaster
Resilience Solutions in Indonesia

Natural disasters are one of the disasters caused by factors that occur in nature,
including geological, hydrological, meteorological, climatological, biological factors,
and factors caused by objects in outer space. One example of a disaster that often
occurs is a flood. As a result of the disaster, causing the community to experience
obstacles in carrying out their life tasks. The main problems faced by the community
in general are the lack of understanding about disasters and preparedness for
disasters, taking problems around disasters easily, as a result, the community's
indifference to environmental and natural conditions is affected. Disaster management
should be based on principles such as speed and accuracy, cohesiveness, priority, and
coordination. With the rapid development of technology, everyone can use a
smartphone as a tool to support daily life. Smartphones make it easy to get information
that is widely available on the Internet. Another obvious advantage is that smartphones
can be a learning medium. With the support of smartphones, technological
developments also gave birth to the latest technology, namely the concept of augmented
reality (AR). AR augmented reality. This is one of the techniques used. This research
uses Augmented Reality (AR) technology as an educational medium. We hope that
people can understand clearly and can apply it in everyday life. Flood disaster
education includes basic knowledge of flood disasters, mitigation, and community
readiness to face flood disasters, so that people will be more aware of how to cope
with floods, and how to deal with floods.

Kata Kunci :Solution, Flood, Augmented Reality(AR)
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and factors caused by objects in outer space. One example of a disaster that often
occurs is a flood. As a result of the disaster, causing the community to experience
obstacles in carrying out their life tasks. The main problems faced by the community
in general are the lack of understanding about disasters and preparedness for
disasters, taking problems around disasters easily, as a result, the community's
indifference to environmental and natural conditions is affected. Disaster management
should be based on principles such as speed and accuracy, cohesiveness, priority, and
coordination. With the rapid development of technology, everyone can use a
smartphone as a tool to support daily life. Smartphones make it easy to get information
that is widely available on the Internet. Another obvious advantage is that smartphones
can be a learning medium. With the support of smartphones, technological
developments also gave birth to the latest technology, namely the concept of augmented
reality (AR). AR augmented reality. This is one of the techniques used. This research
uses Augmented Reality (AR) technology as an educational medium. We hope that
people can understand clearly and can apply it in everyday life. Flood disaster
education includes basic knowledge of flood disasters, mitigation, and community
readiness to face flood disasters, so that people will be more aware of how to cope
with floods, and how to deal with floods.

Kata Kunci :Solution, Flood, Augmented Reality(AR)
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