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ABSTRAK 

Nama  : Muhamat Arif Muhaimin 

Program Studi  : Teknik/Informatika 

Judul  : Implementasi Augmentasi Reality Media Pengenalan Gedung 

Utama Universitas 17 Agustus 1945 Surabaya Pada Brosur 

Menggunakan Marker Based Tracking 

 

Setiap tahun Universitas 17 Agustus 1945 Surabaya menggelar 

penerimaan mahasiswa baru yang pesertanya berasal dari seluruh Indonesia. 

Sebelum memasuki kegiatan perkuliahan, mahasiswa diwajibkan mengikuti 

program orientasi mahasiswa serta pengenalan kampus yang diselenggarakan 

kurang lebih 1 minggu. Pengetahuan mengenai lokasi gedung kampus akan 

menjadi kebutuhan mahasiswa dalam menunjang setiap kegiatan selama berada 

di kampus. Sasaran informasi pengenalan gedung kampus bukan hanya terbatas 

untuk civitas akademika saja, tetapi dibutuhkan juga oleh masyarakat umum yang 

baru pertama kali singgah di kampus serta mahasiswa yang sedang melaksanakan 

studi banding di Universitas 17 Agustus 1945 Surabaya dalam mencari lokasi 

gedung yang akan dituju. Aplikasi berbasis AR dengan metode Marker Based 

Tracking menjadi solusi dalam memperkenalkan kampus Universitas 17 Agustus 

1945 Surabaya kepada pengguna, baik untuk kalangan civitas akademika maupun 

masyarakat umum. Konsep dari aplikasi ini adalah pengenalan sarana dan gedung-

gedung kampus melalui kamera yang terpasang pada smartphone pengguna. 

Dengan mengarahkan kamera smartphone kepada brosur promosi pengguna akan 

mendapatkan informasi mengenai tempat yang pengguna inginkan, Dari hasil 

evaluasi penilaian yang dilakukan mendapatkan skor 74,5 penilaian responden 

terhadapat Aplikasi Implementasi Augmentasi Reality Media Pengenalan Gedung 

Utama Universitas 17 Agustus 1945 Surabaya Pada Brosur Menggunakan Marker 

Based Tracking berada pada grade C.  

Kata Kunci : Augmented Reality, Marker, Universitas 17 Agustus 1945, Media 

Promosi, Multimedia Development Life Cycle (MDLC). 
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ABSTRACT 

 

Name  : Muhamat Arif Muhaimin 

Departement : Informatics 

Title  : Implementation of Augmentation Media Reality Introduction of 

the Main Building University of 17 August 1945 Surabaya in a 

Brochure Using Marker Based Tracking 

 

 Every year, the University of 17 August 1945 Surabaya holds new 

student admissions whose participants come from all over Indonesia. Before 

entering lecture activities, students are required to take part in a student orientation 

program and campus introduction which is held for approximately 1 week. 

Knowledge of the location of the campus building will be a student need in 

supporting every activity while on campus. The target of information on the 

introduction of campus buildings is not only limited to the academic community, 

but is also needed by the general public who are visiting campus for the first time 

as well as students who are conducting comparative studies at the University of 

17 August 1945 Surabaya in finding the location of the building to be addressed. 

AR-based applications with the Marker Based Tracking method are the solution 

in introducing the 17 August 1945 Surabaya University campus to users, both for 

the academic community and the general public. The concept of this application 

is the introduction of campus facilities and buildings through the camera installed 

on the user's smartphone. By pointing the smartphone camera at the promotional 

brochure the user will get information about the place the user wants. From the 

results of the evaluation carried out, it gets a score of 74.5 an assessment of the 

Application for Implementation of Augmentation Media Reality Introduction to 

the Main Building of the University of 17 August 1945 Surabaya In the Brochure 

Using Marker Based Tracking is at grade C. 

 

Keywords : Augmented Reality, Marker, University of 17 August 1945, 

Promotional Media, Multimedia Development Life Cycle (MDLC). 
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