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INTISARI 

Perkembangan teknologi semakin pesat salah satunya terlihat pada bidang 

augmented reality yang sekarang sudah digunakan dalam berbagai bidang, 

augmented reality merupakan teknologi digital yang dapat digunakan dalam 

berbagai aktivitas, termasuk promosi. Melihat kemajuan teknologi tersebut 

merupakan peluang yang cukup baik untuk pelaku bisnis mempromosikan 

produknya dengan maksimal, salah satu sektor yang menarik diterapkanya 

augmented reality yaitu sektor furniture karena pada umumnya menentukan suatu 

ukuran furniture dengan ruangan merupakan salah satu cara umum yang sering 

dilakukan oleh konsumen. Augmented reality dalam sektor furniture nantinya 

difungsikan sebagai alat bantu penyampaian detail informasi bentuk furniture. 

Augmented reality dalam penerapanya terbagi menjadi dua metode yaitu metode 

marker based dan markerless, berdasarkan hasil perbandingan yang telah dilakukan 

pada penelitian ini diketahui kedua metode mampu memvisualisasikan objek 3D 

furniture yang tergolong besar namun berdasarkan hasil pengujian jarak, sudut, 

intensitas Cahaya dan spesifikasi menunjukan bahwa metode marker based 

memiliki visualisasi masih tergolong dalam kriteria Baik namun visualisasi 

optimalnya berkisar 3 meter saja sedangkan markerless memiliki kriteria Sangat 

Baik dalam berbagai kondisi variable pengujian namun terdapat keterbatasan yaitu 

tidak semua smartphone kompatibel. 

Kata Kunci: Augmented Reality, Aplikasi AR, Teknologi AR, Metode AR, AR 

Furnitur. 
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ABSTRACT 

Technological developments are increasingly rapid, one of which can be 

seen in the field of augmented reality which is now used in various fields. 

Augmented reality is a digital technology that can be used in various activities, 

including promotions. Seeing these technological advances is quite a good 

opportunity for business people to promote their products to the maximum. One 

sector that is interesting in implementing augmented reality is the furniture sector 

because in general determining the size of furniture by room is one of the common 

methods that is often done by consumers. Augmented reality in the furniture sector 

will later function as a tool to convey detailed information on furniture shapes. 

Augmented reality in its application is divided into two methods, namely marker 

based and markerless methods. Based on the results of the comparison that has 

been carried out in this research, it is known that both methods are able to visualize 

relatively large 3D furniture objects, but based on the results of testing distance, 

angle, light intensity and specifications, it shows that the method marker based has 

visualization which is still classified as Good criteria but the optimal visualization 

is only around 3 meters while markerless has Very Good criteria in various test 

variable conditions but there are limitations namely not all smartphones are 

compatible. 

Keywords: Augmented Reality, AR Application, AR Technology, AR Methods, AR 

Furniture. 
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