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ABSTRAK 

 

Nama  : Muhammad Ainur Rokhim Abadi 

Program Studi : Informatika 

Judul : Media Periklanan Interaktif untuk Katalog Bisnis Properti 

menggunakan Augmented Reality (Studi Kasus: PT Mitra Land 

Reality) 

 

Augmented reality adalah teknik untuk mengkombinasikan teknologi 

grafis tiga dimensi dengan dunia nyata, dirancang dan diproyeksikan 

menggunakan bantuan perangkat kamera pada smartphone secara langsung 

(real time). Augmented reality dapat diterapkan di berbagai bidang keilmuan, 

diantaranya pendidikan, manufaktur, militer, periklanan, kedokteran serta 

dunia hiburan. Dalam periklanan augmented reality dapat memberikan kesan 

yang menarik karena efek interaktif yang di buat oleh teknik ini. Salah satu 

implementasi dari augmented reality di dalam bidang periklanan adalah 

melalui katalog bisnis properti dalam hal ini untuk katalog perusahaan 

developer properti PT Mitra Land Reality, sehingga media promosi menjadi 

lebih interaktif dan menarik calon pembeli yang diterapkan dalam aplikasi 

berbasis Android. Aplikasi dirancang menggunakan metode Motion Tracking, 

Enviroment Understanding, dan Lighting Estimation yang telah diterapkan 

oleh ARFoundation yang menggunakan metode marker, yaitu 

mengidentifikasi marker (katalog) lalu memunculkan properti rumah yang 

sesuai dengan marker yang teridentifikasi. Augmented reality pada media 

katalog property ini dibuat dengan menggunakan dua aplikasi utama yaitu 

SketchUp untuk membuat model tiga dimensi dari objek property dan Unity 

sebagai 3D engine untuk membuat aplikasi augmented reality berbasis 

Android-nya. 

Kata kunci: augmented reality;objek 3D;katalog iklan;bisnis property;3D 

engine  
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ABSTRACT 

 

Name  : Muhammad Ainur Rokhim Abadi 

Department : Informatics 

Title : Interactive Advertisement for Property Business using Augmented 

Reality (Case Studies: PT Mitra Land) 

 

Augmented reality is a technique for combining three-dimensional 

graphics technology with the real world, designed and projected using the help 

of a camera device on a smartphone directly (real time). Augmented reality can 

be applied in various fields of science, including education, manufacturing, 

military, advertising, medicine and the entertainment world. In augmented 

reality advertising can give an interesting impression because of the interactive 

effects created by this technique. One of the implementation of augmented 

reality in the field of advertising is through the catalog of property businesses 

in this case for the catalog of property development company PT Mitra Land 

Reality, so that promotional media becomes more interactive and attractive 

client candidates that are applied in Android-based applications. The 

application is designed using the Motion Tracking, Enviroment 

Understanding, and Lighting Estimation method that has been applied by 

ARFoundation using the marker method, which is to identify the marker 

(catalog) and then bring up the property of the house that matches the identified 

marker. Augmented reality on this property catalog media is created using two 

main applications namely SketchUp to create a three-dimensional model of 

property objects and Unity as a 3D engine to create an Android-based 

augmented reality application. 

Keywords: augmented reality;3D Object;Advertising Catalog;Property 

Business;3D engine  



xi 

 

DAFTAR ISI 

 
PERNYATAAN KEASLIAN DAN PERSETUJUAN  PUBLIKASI 

TUGAS AKHIR ............................................................................................ iii 

KATA PENGANTAR ................................................................................... v 

ABSTRAK .................................................................................................... vii 

ABSTRACT .................................................................................................. ix 

DAFTAR ISI ................................................................................................. xi 

DAFTAR GAMBAR .................................................................................. xiii 

DAFTAR TABEL ...................................................................................... xvii 

DAFTAR PERSAMAAN ........................................................................... xix 

1. PEDAHULUAN ........................................................................................ 1 

1.1 Latar Belakang .................................................................................. 1 

1.2 Rumusan Masalah ............................................................................. 3 

1.3 Tujuan Penelitian .............................................................................. 3 

1.4 Manfaat Penelitian ............................................................................ 3 

2. TINJAUAN PUSTAKA DAN DASAR TEORI ..................................... 5 

2.1 Tinjauan Pustaka ............................................................................... 5 

2.1.1 Markerless Augmented Reality Sebagai Media Promosi Dengan 

Platform Android ..................................................................................... 5 

2.1.2 Perancangan Teknologi Augmented Reality Pada Brosur Stt 

Dharma Iswara Madiun ........................................................................... 6 

2.2 Rekap Tinjauan Pustaka .................................................................... 7 

2.3 Landasan Teori ................................................................................. 8 

2.3.1 Media Periklanan ....................................................................... 8 

2.3.2 Augmented Reality .................................................................... 8 

2.3.3 ARCore ...................................................................................... 8 

2.3.4 Marker ....................................................................................... 9 

2.3.5 AutoCAD ................................................................................. 10 

2.3.6 Sketchup .................................................................................. 10 

2.3.7 Unity3D ................................................................................... 10 

3. METODE PENELITIAN ....................................................................... 11 

3.1 Analisa Kebutuhan .......................................................................... 11 

3.1.1 Kebutuhan Fungsional ............................................................. 12 

3.1.2 Kebutuhan Non Fungsional ..................................................... 13 

3.1.3 Target Pengguna ...................................................................... 13 

3.2 Desain Sistem ................................................................................. 14 



xii 

 

3.2.1 Flowchart ................................................................................. 14 

3.2.2 UML (Unified Modelling Language) ...................................... 15 

3.2.3 Desain Mockup Wireframe ...................................................... 24 

3.2.4 Desain Mockup Final ............................................................... 30 

4. HASIL DAN PEMBAHASAN ............................................................... 37 

4.1 Desain Rumah ................................................................................. 37 

4.1.1 Desain Rumah Menggunakan AutoCAD ................................. 37 

4.1.2 Proses 3D Modelling di Sketchup ............................................ 37 

4.2 Proses Membangun Aplikasi ........................................................... 40 

4.2.1 Setup Unity 3D......................................................................... 40 

4.2.2 Interaksi Augmented Reality ................................................... 41 

4.2.3 Produksi Main Menu atau Main Activity ................................ 53 

4.2.4 Produksi Katalog Properti ........................................................ 55 

4.2.5 Produksi View House Type ..................................................... 61 

4.2.6 Produksi Bantuan atau Panduan ............................................... 62 

4.3 Pengujian Aplikasi .......................................................................... 64 

4.3.1 Black Box Test ......................................................................... 64 

4.3.2 User Usability Test................................................................... 67 

4.3.3 Hasil User Usability Test ......................................................... 69 

5. PENUTUP ................................................................................................ 71 

5.1 Kesimpulan ...................................................................................... 71 

5.2 Saran ................................................................................................ 71 

DAFTAR PUSTAKA ................................................................................... 73 

LAMPIRAN .................................................................................................. 75 

 

  



xiii 

 

DAFTAR GAMBAR 

Gambar 3.1 Diagram Alur Model Waterfall ................................................. 11 

Gambar 3.2 Flowchart Identifikasi Marker ................................................... 14 

Gambar 3.3 Use Case Diagram Aplikasi ...................................................... 15 

Gambar 3.4 Activity Diagram Scan Marker .................................................. 17 

Gambar 3.5 Activity Diagram View 1st Floor ............................................... 18 

Gambar 3.6 Activity Diagram View 2nd Floor ............................................... 19 

Gambar 3.7 Activity Diagram View Full House ............................................ 20 

Gambar 3.8 Activity Diagram View Inside House ......................................... 21 

Gambar 3.9 Activity Diagram View Property Catalouge .............................. 22 

Gambar 3.10 Activity Diagram View House Type ......................................... 23 

Gambar 3.11 Activity Diagram View Guide .................................................. 24 

Gambar 3.12 Wireframe Splash Screen ......................................................... 25 

Gambar 3.13 Wireframe Main Activity.......................................................... 25 

Gambar 3.14 Wireframe Scan Marker (marker belum terdeteksi) ................ 26 

Gambar 3.15 Wireframe Scan Marker (marker sudah terdeteksi)................. 26 

Gambar 3.16 Wireframe View 1st Floor ........................................................ 27 

Gambar 3.17 Wireframe View 2nd Floor ....................................................... 27 

Gambar 3.18 Wireframe View Inside House ................................................. 28 

Gambar 3.19 Wireframe View Property Catalouge ...................................... 28 

Gambar 3.20 Wireframe View House Type ................................................... 29 

Gambar 3.21 Wireframe View Guide ............................................................ 29 

Gambar 3.22 Mockup Splashscreen .............................................................. 30 

Gambar 3.23 Mockup Main Activity .............................................................. 30 

Gambar 3.24 Mockup Scan Marker Target Belum Valid .............................. 31 

Gambar 3.25 Mockup Scan Marker Target Valid ......................................... 31 

Gambar 3.26 Mockup View 1st Floor............................................................. 32 

Gambar 3.27 Mockup View 2nd Floor ............................................................ 32 

Gambar 3.28 Mockup Layout View dengan Informasi .................................. 33 

Gambar 3.29 Mockup View Full House......................................................... 33 

Gambar 3.30 Mockup View Inside House – Kamar Tidur ............................. 34 

Gambar 3.31 Mockup View Inside House – Ruang Keluarga ....................... 34 

Gambar 3.32 Mockup View Property Catalouge........................................... 35 

Gambar 3.33 Mockup View House Type ....................................................... 35 

Gambar 3.34 Mockup View Guide ................................................................ 36 

Gambar 4.1 Desain dari arsitek yang disesuaikan di AutoCAD ................... 37 

Gambar 4.2 Desain Drawing yang telah di import ke Sketchup ................... 38 

Gambar 4.3 Desain 3D Lantai 1 Rumah........................................................ 38 



xiv 

 

Gambar 4.4 Desain 3D Lantai 2 Rumah ........................................................ 39 

Gambar 4.5 Desain 3D Rumah yang telah selesai ......................................... 39 

Gambar 4.6 Gambar Jendela Package Manager ............................................ 40 

Gambar 4.7 Scene Augmented Reality di Unity ............................................ 41 

Gambar 4.8 AR Tracked Image Manager dipasang di AR Session Origin .... 42 

Gambar 4.9 Buat Reference Image Library ................................................... 42 

Gambar 4.10 Reference Image Library .......................................................... 43 

Gambar 4.11 Katalog untuk Cozy Residence Tipe A .................................... 44 

Gambar 4.12 Katalog untuk Cozy Residence Tipe B .................................... 45 

Gambar 4.13 Serialized Library..................................................................... 46 

Gambar 4.14 Header Script dan Require Component ................................... 46 

Gambar 4.15 Array GameObject ................................................................... 47 

Gambar 4.16 Serialized Field Placeable Prefab ........................................... 47 

Gambar 4.17 Library dengan bentuk Dictionary ........................................... 48 

Gambar 4.18 Perulangan untuk menduplikasi GameObject .......................... 48 

Gambar 4.19 Cozy Sidosermo Tipe A ........................................................... 48 

Gambar 4.20 Cozy Sidosermo Tipe A Lantai 1 ............................................. 49 

Gambar 4.21 Cozy Sidosermo Tipe A Lantai 2 ............................................. 49 

Gambar 4.22 Cozy Sidosermo Tipe B ........................................................... 49 

Gambar 4.23 Cozy Sidosermo Tipe B Lantai 1 ............................................. 49 

Gambar 4.24 Cozy Sidosermo Tipe B Lantai 2 ............................................. 50 

Gambar 4.25 Denah Lokasi Cozy  Residence Sidosermo ............................. 50 

Gambar 4.26 Lokasi Cozy Residence Sidosermo .......................................... 50 

Gambar 4.27 Scene tombol untuk fungsi scan katalog/image tracking ........ 51 

Gambar 4.28 Tombol View 1st floor............................................................... 51 

Gambar 4.29 Tombol View 2nd floor .............................................................. 51 

Gambar 4.30 Tombol Full View .................................................................... 51 

Gambar 4.31 Tombol View Inside ................................................................. 52 

Gambar 4.32 Tombol Lihat Denah ................................................................ 52 

Gambar 4.33 Tombol Lihat Lokasi ................................................................ 52 

Gambar 4.34 Script Tombol Navigasi ........................................................... 52 

Gambar 4.35 Script Update Image ................................................................. 53 

Gambar 4.36 Scene Main Menu ..................................................................... 53 

Gambar 4.37 Tombol Scan ............................................................................ 54 

Gambar 4.38 Tombol Keluar ......................................................................... 54 

Gambar 4.39 Tombol Bantuan ....................................................................... 54 

Gambar 4.40 Tombol Katalog ....................................................................... 54 

Gambar 4.41 Pendahuluan konten ................................................................. 55 



xv 

 

Gambar 4.42 3D Render Fasad Salah satu tipe rumah (Cozy Sidosermo Tipe 

A) ................................................................................................................... 56 

Gambar 4.43 Denah Rumah .......................................................................... 57 

Gambar 4.44 Spefikasi Rumah ...................................................................... 58 

Gambar 4.45 Site Plan ................................................................................... 59 

Gambar 4.46 Denah Lokasi ........................................................................... 60 

Gambar 4.47 Harga Jual ................................................................................ 61 

Gambar 4.48 Tampilan View House Type ..................................................... 62 

Gambar 4.49 Tampilan Bantuan atau Panduan ............................................. 62 

Gambar 4.50 Tampilan Bantuan Pindai Katalog ........................................... 63 

Gambar 4.51 Tampilan Bantuan Katalog Properti ........................................ 63 

Gambar 4.52 Aplikasi belum mendeteksi katalog ......................................... 64 

Gambar 4.53 Tampilan 3D rumah muncul di atas katalog ............................ 64 

Gambar 4.54 Tampilan rumah penuh secara default ..................................... 64 

Gambar 4.55 Tampilan lantai 1 dari rumah tipe A ........................................ 64 

Gambar 4.56 Tampilan lantai 2 dari rumah tipe A ........................................ 65 

Gambar 4.57 Tampilan dari dalam rumah ..................................................... 65 

Gambar 4.58 Tampilan lokasi popular .......................................................... 65 

Gambar 4.59 Tampilan denah lokasi perumahan .......................................... 65 

Gambar 4.60 Tampilan tombol tipe rumah di dalam katalog properti .......... 66 

Gambar 4.61 Tampilan 3D model rumah tipe A ........................................... 66 

Gambar 4.62 3D model berputar ................................................................... 66 

Gambar 4.63 Tampilan lantai 1 dari rumah tipe A ........................................ 66 

Gambar 4.64 Tampilan lantai 2 dari rumah tipe A ........................................ 66 

Gambar 4.65 Penilaian skor SUS .................................................................. 69 

  



xvii 

 

DAFTAR TABEL 

Tabel 1 Tabel Rekap Tinjauan Pustaka ........................................................... 7 

Tabel 2 Daftar Objek 3D untuk Fungsi Scan Catalouge/Image Tracking .... 48 

Tabel 3 Daftar Tombol dalam fungsi Scan Katalog/Image Tracking ........... 51 

Tabel 4 Daftar Tombol dalam Scene Main Menu.......................................... 54 

Tabel 5 Pengujian Black Box ........................................................................ 64 

Tabel 6 Tugas User Usabilty Test ................................................................. 67 

Tabel 7 Pertanyaan SUS ................................................................................ 68 

Tabel 8 Skor Masing-Masing Responden ..................................................... 70 

Tabel 9 Skor Hasil Hitung ............................................................................. 70 

  


