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INTISARI 

Implementasi Augmented Reality (AR) pengenalan ilmu Astornomi salah 

satunya proses terjadinya gerhana matahari dan gerhana bulan. Menggunakan 

teknologi Augmented Reality menggabungkan benda maya tiga dimensi ke Dalam 

sebuah lingkungan nyata dengan metode Plane Tracking. Metode ini memungkian 

untuk pengenalan proses terjadinya gerhana dangan menampilkan objek tiga 

dimensi dengan cara mendeteksi bidang datar dari tangkapan kamera smartphone. 

Penelitian ini bertujuan untuk membangun sistem filter Augmented reality 

di instagram Story untuk mengenal proses terjadiya gerhana dengan metode plane 

tracking, yang akan menampilkan proses bumi rotasi matahari, bulan rotasi bumi, 

proses terjadinya gerhana, proses terjadinya gerhana bulan dan deskripsi. 

Dari hasil pembahasan dan pengujian filter gerhana menunjukkan, filter 

mampu mendeteksi bidang datar, dapat menampilkan objek tiga dimensi, dan 

mudahnya menjalankan filter. 

 

Kata Kunci: filter augmented reality. plane tracking. gerhana. instagram story. 
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ABSTRACT  

 

The implementation of augmented reality (AR) science recognition of astronomy is the 

process of solar and lunar eclipse. Using augmented reality technology incorporating three-

dimensional virtual objects into a real environment with planetary tracking methods. This method 

allows for recognition of the process for an eclipse to show a three-dimensional object by detecting 

a flat area from the smartphone's caught. 

This research aimed at building an augmented reality filter system in Instagram Story to 

note the process of eclipse taking place by plane tracking, which will show the processes of earth 

rotation of sun, moon rotation of earth, the processes of eclipse, lunar eclipse and description. 

From the discussion and tested of the eclipse filter show that the filters can detect a flat 

area, display a three-dimensional object, and the filter run easily. 

 

Keyword: filter augmented reality. plane tracking. eclipse. Instagram story. 

 

 

  


