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ABSTRAK 

IMPLEMENTASI GAMIFIKASI PADA PEMBELAJARAN  

DOA SEHARI-HARI MENGGUNAKAN MARKER-BASED AUGMENTED 

REALITY 

 

 

Oleh : 
 
 

Moch Syahrul Masaid 

Kemajuan teknologi digital telah mendorong inovasi dalam pendidikan, termasuk 

pembelajaran agama bagi anak usia dini. Namun, metode pengajaran doa harian di 

TPQ masih bersifat konvensional, cenderung monoton, dan kurang menarik. 

Penelitian ini bertujuan merancang media pembelajaran interaktif doa harian 

berbasis Augmented Reality (AR) dengan elemen gamifikasi guna membantu 

pemahaman dan motivasi belajar anak. Metode yang digunakan adalah 

evolutionary prototyping, melalui tiga tahapan iteratif. Tahapan perancangan sistem 

dimulai analisis kebutuhan, pembuatan prototipe, dan uji coba pengguna. Aplikasi 

yang dikembangkan menyajikan visual 3D, audio doa, teks arab dan latin, serta fitur 

kuis dengan poin dan life point. Hasil pengujian menunjukkan aplikasi berjalan 

sesuai fungsi, menarik minat siswa, dan membantu kelancaran hafalan doa. 

Penggabungan AR dan gamifikasi terbukti efektif sebagai media pembelajaran doa 

yang menyenangkan dan interaktif bagi anak usia dini. 

Kata Kunci: Augmented Reality, gamifikasi, doa harian, anak usia dini, media 

pembelajaran. 
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ABSTRACT 

IMPLEMENTATION OF GAMIFICATION IN LEARNING DAILY 
PRAYERS USING MARKER-BASED AUGMENTED REALITY 

 
 

By: 
 
 

Moch Syahrul Masaid 
 

The advancement of digital technology has driven innovation in education, 

including religious learning for early childhood. However, the method of teaching 

daily prayers in TPQ is still conventional, tends to be monotonous, and less 

interesting. This study aims to design interactive learning media for daily prayers 

based on Augmented Reality (AR) with gamification elements to help children's 

understanding and motivation to learn. The method used is evolutionary 

prototyping, through three iterative stages. The system design stage begins with 

needs analysis, prototype creation, and user testing. The application developed 

presents 3D visuals, prayer audio, Arabic and Latin texts, and quiz features with 

points and life points. The test results show that the application runs according to 

its function, attracts students' interest, and helps smooth memorization of prayers. 

The combination of AR and gamification has proven effective as a fun and 

interactive prayer learning media for early childhood. 

Keywords: Augmented Reality, gamification, daily prayer, early childhood, 

learning media.  
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