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INTISARI 

  Pengembangan cerita buku anak memakai salah satu teknologi augmented 

reality berdasarkan metode pikir based tracking sudah banyak dibuat. Penelitian ini 

diusulkan untuk menganalisis pengaruh pendeteksian serta integritas terhadap metode 

cahaya berbasis pelacakan dan tanpa penanda. Metode yang digunakan yaitu 

menentukan jarak minimum dan jarak maksimum pendeteksian serta menentukan 

intensitas cahaya untuk suatu objek. 

  Hasil penguji ini adalah jarak minimum dan maksimum pendeteksian serta 

intensitas cahaya yang didapatkan untuk kedua metode yang diusulkan yaitu pelacakan 

berdasarkan rata-rata jarak minimum 10 cm dan maksimum 100 cm. 

  Selain Pengujian jarak dan intensitas cahaya terhadap penanda juga dilakukan 

ujicoba baik Algoritma FAST (Features From Accelerated Segment Test) yang terdapat 

pada Vuforia dan hasil penelitian algoritma FAST sangat baik dalam pendeteksian 

penanda yang diunggah. 

 

Kata Kunci:  Augmented Reality,Jarak,Intensitas Cahaya, FAST (Features From 

Accelerated Segment Test), Marker 
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ABSTRACT 

  The development of children's book stories using an augmented reality 

technology based on the mind-based tracking method has been made. This study is 

proposed to analyze the effect of detection and integrity on tracking-based and 

markerless light methods. The method used is to determine the minimum and maximum 

distance of detection and determine the light intensity for an object. 

  The results of this test are the minimum and maximum detection distances and 

light intensity obtained for the two proposed methods, namely tracking based on an 

average minimum distance of 10 cm and a maximum of 100 cm. 

  In addition to testing the distance and light intensity of the marker, a good test 

of the FAST Algorithm (Features From Accelerated Segment Test) is also carried out in 

Vuforia and the results of the FAST algorithm research are very good in detecting 

uploaded markers. 

 

Keyword:  Augmented Reality,Jarak,Intensitas Cahaya, FAST (Features From 

Accelerated Segment Test), Marker 

 

 

 

 


