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Augmented Reality Teknologi yang menggabungkan objek maya dua
terhadap dunia nyata.
Marker Based Trackimg

Penanda objek dua dimensi dengan bentuk suatu




INTISARI
kehidupan, termasuk pendidikan. dugmented Reality (AR) merupakan teknologi
virtual ke dalam dunia nyata untuk menciptakan pengalamun belajar yang
mendalam dan interaktif. AR memiliki karakteristik interaktif, real-time, dan tiga
dimensi. Penelitian  ini nmgmhmgkm aplikasi AR berbasis Andmid

tugmented Reality, Marker Raed Tracking, Sistem Tata Surya

i)



ABSTRACT

The rapid advancement of techrology has influenced various aspecis of life,
including edweation. Augmented Reality (AR} ix a technology with significant
potential as a learning tool by integrating virtual elemenis into the real world io
create an immersive and inferactive learning experience. AR ix characterized by its
interactiviey, real-time capabilities, and three-dimensional nature. This research
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