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INTISARI

Perkembangan teknologi informasi mendorong transformasi digital dalam
bidang bisnis dan pemasaran, namun Cahaya Kreasi Interior masih menggunakan
media promosi konvensional seperti katalog cetak dan media sosial yang dinilai
kurang optimal dalam menampilkan produk secara interaktif. Keterbatasan
visualisasi dua dimensi pada katalog konvensional sering menimbulkan keraguan
konsumen dalam menentukan kesesuaian furnitur dengan kondisi ruangan yang
dimiliki. Penelitian ini bertujuan merancang aplikasi Augmented Reality (AR)
berbasis markerless dengan ground plane detection sebagai media katalog dan
promosi furnitur di Cahaya Kreasi Interior menggunakan metode Software
Development Life Cycle (SDLC), sekaligus mengevaluasi kelayakan aplikasi
melalui kuesioner skala Likert. Aplikasi dikembangkan menggunakan Unity dan
Vuforia Engine yang memungkinkan pengguna menempatkan objek furnitur tiga
dimensi secara langsung pada permukaan nyata melalui kamera smartphone,
dengan fitur utama berupa Main Menu, Katalog AR, dan Display Room. Pengujian
dilakukan pada 20 responden menggunakan kuesioner skala Likert 5 poin dan
menghasilkan tingkat penerimaan pengguna sebesar 84,7% dengan kategori Sangat
Baik, sehingga aplikasi dinilai layak digunakan sebagai media katalog dan promosi

furnitur yang lebih interaktif dibandingkan media promosi konvensional.

Kata kunci: Augmented Reality, Markerless AR, Software Development Life
Cycle (SDLC), Promotional Media, Cahaya Kreasi Interior
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ABSTRACT

The development of information technology has driven digital
transformation in business and marketing, however Cahaya Kreasi Interior still
relies on conventional promotional media such as printed catalogs and social media,
which are considered less optimal in presenting products interactively. The
limitation of two-dimensional visualization in conventional catalogs often causes
consumer hesitation in determining the suitability of furniture with their room
conditions. This research aims to design a markerless Augmented Reality (AR)
application using ground plane detection as a furniture catalog and promotional
medium at Cahaya Kreasi Interior by applying the Software Development Life
Cycle (SDLC) method, while also evaluating the application feasibility through
Likert scale questionnaires. The application was developed using Unity and Vuforia
Engine, allowing users to place three-dimensional furniture objects directly on real
surfaces through a smartphone camera, with main features consisting of Main
Menu, AR Catalog, and Display Room. Testing was conducted on 20 respondents
using a 5-point Likert scale questionnaire and resulted in a user acceptance rate of
84.7% in the Very Good category, concluding that the application is feasible to be
used as a furniture catalog and promotional medium that provides a more interactive

visual experience compared to conventional promotional media.

Keyword: Augmented Reality, Markerless AR, Software Development Life Cycle
(SDLC), Promotional Media, Cahaya Kreasi Interior
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