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INTISARI

Teknologi Augmented reality telah diterapkan pada berbagai bidang seperti
Pendidikan, kedokteran, hiburan, desain dan lain-lain. Salah satu hal yang dapat
diangkat menjadi permasalahan dalam teknologi augmented reality yakni
bagaimana memunculkan interaksi dengan objek virtual atau maya secara realtime.
Penelitian ini mencoba melakukan implementasi algoritma percabangan IF pada
augmented reality marker based tracking. Adapun tema yang diangkat tentang
pembelajaran hewan ternak. Eksperimen interaksi marker dilakukan pada
kombinasi 3 tipe marker yang berbeda yaitu berwarna (RGB), black and white, dan
grayscale. Hasil penelitian menyatakan bahwa marker berwarna (RGB) lebih sulit
untuk di scan pada saat eksperimen dibandingkan marker black and white dan
marker grayscale:

Kata Kunci: marker based augmented reality, interaktivitas, algoritma IF
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ABSTRACT

Abstract—Augmented reality technology has been applied in various fields such as
education, medicine, entertainment, design and others. One of the things that can
be raised as a problem in augmented reality technology is how to create interactions
with virtual or virtual objects in real time. This research tries to implement the IF
branching algorithm in augmented reality marker-based tracking. The theme raised
was about studying livestock animals. Marker interaction experiments were carried
out on a combination of 3 different types of markers, namely color (RGB), black
and white, and gray scale. The research results stated that colored markers (RGB)
were more difficult to scan during the experiment than black and white markers and
greyscale markers.

Keywords: marker based augmented reality, interactivity, IF algorithm
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