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MOTTO 

 If you’re lucky enough to be different, don’t ever change. 

 Don’t compare yourself another, if you do so, you are insulting yourself. 

 If you never try, You will never know. 

 Sometimes you win, sometime you learn. 

 Be who you are, not who the world wants you to be. 

 If you’re not going to get any wiser, what’s the point of getting older ? 

 Nasib tidak akan berubah tanpa manusia sendiri yang mengubahnya. 

 Jika berhasil jangan sombong dan jika gagal jangan banyak alasan. 

 Hidup akan menghargaimu jika kamu pintar menghargai kehidupan. 
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INTISARI 

Kemajuan teknologi saat ini sangat berkembang pesat dalam berbagai 

bidang, terutama dalam penyampaian informasi. Cara penyampaiannya pun dibuat 

semenarik mungkin agar tak hanya bisa tersampaikan namun juga menarik dalam 

proses penyampaiannya sehingga mudah dimengerti semua kalangan. Teknologi 

informasi saat ini yang sedang berkembang adalah Augmented Reality. 

 

  Augmented Reality (AR) adalah teknologi dengan konsep menggabungkan 

dunia nyata dengan dunia maya yang ditampilkan secara realtime. Augmented 

Reality tidak seperti realitas maya yang sepenuhnya menggantikan apa yang ada di 

dunia nyata, namun hanya sekedar menambahkan atau melengkapi.  

 

  Dengan didukung teknologi smartphone yang canggih saat ini seperti 

android, penggunaan Augmented Reality akan dapat dimaafaatkan oleh banyak 

orang, terlebih pengguna Smartphone Android sangat banyak. Augmented Reality 

dapat digunakan dalam berbagai bidang terutama pendidikan, namun pada Tugas 

Akhir ini dikembangkan sebuah aplikasi Augmented Reality yang ditujukan kepada 

BPPTKG Yogyakarta sebagai media Informasi yaitu Modeling 3D Gunung Merapi. 

 

Kata kunci : Augmented Reality, Android, 3D, Gunung Merapi 
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ABSTRACT 

The current technological advances very rapidly expanding in various 

fields, especially in the delivery of information. Not only in terms of information 

any time, any way of delivery is made as attractive as possible so that they cannot 

just be carried but also interesting in the process of delivery so that it is easy to 

understand all the circles. Information technology is currently developing is 

Augmented Reality. 

Augmented Reality (AR) is a technology with the concept of combining the 

real world with the virtual world shown in realtime. Augmented Reality virtual 

reality is not like that completely replaces what is in the real world, but merely add 

or complement. This is done in a way to draw 3D objects on a marker, which is a 

pattern that is unique and can be recognized by the application.  

Supported by a sophisticated smartphone technology nowadays like 

android, the use of Augmented Reality will be dimaafaatkan by many people, the 

first Android Smartphone users very much. Augmented Reality can be used in 

various fields especially education, yet at the end of this Task developed an 

Augmented Reality application addressed to BPPTKG as the media Information 

that is 3D Modeling of Mount Merapi. This application can read marker that has 

been provided and displays 3D images of Mount merapi and all information details. 

 

Keyword: Android, Augmented Reality, 3D, Mount Merapi 

 

 


