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INTISARI

Augmented Reality (AR) merupakan penggabungan antara objek virtual dengan objek
nyata. Augmented Reality menggabungkan dunia nyata dan virtual, bersifat interaktif secara real
time dan merupakan animasi 3D. Kelebihan lain dari Augmented Reality yaitu dapat
diimplementasikan secara luas dalam berbagai media.

Dengan teknologi Augmented Reality (AR) ini memungkinkan pengguna melihat
informasi, video dan 3D objek dari objek 2D secara langsung. Maka peneliti terinspirasi untuk
membuat aplikasi pengenalan Alat Tradisonal Kalimantan Barat dengan mengimplementasikan
teknologi Augmented Reality.

Aplikasi ini akan melacak dan mendeteksi marker (penanda) dengan menggunakan metode
Marker-Based Augmented Reality, setelah marker terdeteksi model 3D alat tradisonal akan
muncul diatas marker seolah-olah model alat musik tersebut nyata. Pembuatan aplikasi ini
menggunakan assembler.Edu untuk membuat objek 3D Alat Tradisional. Hasil dari pembuatan
aplikasi int yaitu menampilkan objek 3D alat tradisional Kalimantan Barat berbasis Augmented
Reality.

Kata Kunci : Augmented Reality, Assembler.Edu, sketchfab, Alat Tradisional Kalimantan
Barat.
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ABSTRACT

Augmented Reality (AR) is a combination of virtual objects with real objects. Augmented
Reality combines the real and virtual worlds, is interactive in real time and is 3D animation.
Another advantage of Augmented Reality is that it can be implemented widely in various media.

With Augmented Reality (AR) technology, it allows users to see information, videos and 3D
objects from 2D objects directly. So researchers were inspired to create an application to
introduce West Kalimantan Traditional Tools by implementing Augmented Reality technology.

This application will track and detect markers using the Marker-Based Augmented Reality
method, after the marker is detected the 3D model of the traditional instrument will appear above
the marker as if the musical instrument model were real. Making this application uses
assembler.Edu to create 3D objects using Traditional Tools. The result of making this application
is to display 3D objects of West Kalimantan traditional tools based on Augmented Reality.

Keywords: Augmented Reality, Assembler.Edu, sketchfab, West Kalimantan Traditional Tools.
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