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INTISARI

Di jaman modern ini banyak sekali media untuk memvisualkan suatu
objek digital, salah satunya yaitu menggunakan media smartphone. dengan
Augmented Reality ini kita akan lebih sangat mudah untuk memvisualkan suatu

objek, sama dengan halnya memvisualkan 3D interior rumah dengan Augmented

ambar datar saja tanpa

juga tidak mabhal,

, untuk melih terior rumah

cara hanya

mampu

inovasi untuk seluruh orang dan akan te

si objek digital yang akan lebih baik lagi dike

isualisasi, Interior Rumah, Augmented Reality,
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ABSTRACT

In thismodern era a lot of media to visualize a digital object, one of which
is using smartphone media. with Augmented Reality, we will find it very easy to
visualize an object, just like visualizing a 3D interior of a house with Augmented
Reality.

So far we can only see it with a flat image without knowing what its
original shape is like. costs incurred are also not expensive, only with gadgets
only. in addition, to see the original interior design of the house like what, it
would be more difficult because still by just |ooking at the picture.

And with the augmented reality visualization IS expected to be able to
improve innovation for all people and will continue to be developed into a digital
object visualization media that will be better in the future.

Keywords: Visualization, Home I nterior, Augmented Reality, 3D
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