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 ABSTRACT  

This study examines the implementation of Augmented Reality (AR) to present 

visualizations of prehistoric fauna in archaeological museums. The main challenge faced 

by museums is the limitation of traditional media, which rely only on text or incomplete 

fossils, making them less engaging and unable to provide a complete understanding for 

visitors. A marker-based AR application was developed using Unity and the Vuforia SDK, 

while 3D fauna models were created with Blender and enhanced with detailed textures. 

Testing showed that the application successfully recognized markers, ran stably on 

Android devices with an average of 26–29 FPS, and all features worked properly. These 

results confirm that the application was successfully developed as an interactive exhibition 

tool that enhances the museum visitor experience. 

Keywords: Augmented Reality, Prehistoric Fauna, Archaeological Museum, 3D 

Visualization, Unity, Vuforia  
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ABSTRAK 

Penelitian ini mengkaji penerapan Augmented Reality (AR) untuk menyajikan 

visualisasi fauna purba pada museum purbakala. Permasalahan utama yang dihadapi 

museum adalah terbatasnya media tradisional yang hanya berupa teks atau fosil yang tidak 

lengkap, sehingga kurang mampu menarik perhatian maupun memberikan gambaran utuh 

kepada pengunjung. Aplikasi AR berbasis marker dirancang dengan Unity dan SDK 

Vuforia, sementara model 3D fauna dibuat menggunakan perangkat lunak Blender serta 

dilengkapi tekstur detail normal map. Pengujian menunjukkan aplikasi dapat mengenali 

marker dengan baik, berjalan stabil di perangkat Android dengan rata-rata 26–29 Frame 

Rate per Second, serta semua fitur berfungsi sesuai. Hasil ini menegaskan bahwa aplikasi 

berhasil dikembangkan sebagai sarana pameran interaktif yang mampu meningkatkan 

pengalaman pengunjung museum. 

Kata Kunci: Augmented Reality, Fauna Purba, Museum purbakala, Visualisasi 3D, Unity, 

Vuforia  
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