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ABSTRAK 

M Djody Kresna N, 201310225037, Fakultas Teknik Program Studi 
Teknik informatika Universitas Bhayangkara Jakarta Raya, Judul Slcripsi 
"Penerapan Metode Marker Based Tracking Dan Markless 3D Object Tracking 
Pada Augmented Reality Dalam Memvisualisasikan Desain Bangunan 
Universitas Bhayangkara", dibawah bimbingan Raklunat Purnomo, Spd., S.kom, 
M,kom., dan Sri Rejeki, S.kom, M.M, 194 hal, 39 tabel, 56 gambar, 22 buku 
pustaka (2010 -2017). 

Tujuan dan i penelitian ini adalah untuk menggambarkan suatu bangunan 
pada Universitas Bhayangkara dengan menggabungkan metode marker based 
tracking dan markless 3D objek yang dapat membantu mahasiswa dan 
pengunjung Universitas Bhayangkara didalam melihat suatu bangunan 3D di 
dalam suatu sistem visual yang dapat menampilkan objek 3D dengan 
meneraplcan multi metode secara bersamaan. Ditinjau dan i aspek 

Functional suitability, performance efficiency, portability, clan usability. 
Penelitian dikembangkan dengan menggunakan metode waterfall proscess 
model. Model pengembangan peranglcat lunak waterfall memiliki lima tahapan 
yaitu communication, planning, modelling, construction, dan deployment. Uji 
kelayakan menggunakan 4 aspek ISO 25010. Aspek-aspek tersebut adalah 
functional suitability, performance efficiency, portability, dan usability. Hasil 
pengujian tersebut adalah aplikasi dinyatakan sangat balk dan i aspek 
functional suitability dengan hasil pengujian 100 % dan portability meliputi 
adaptability dan instability 100%. Sedangkan dan i aspek performance efficiency 
tidak tampil error pada aplikasi dan usability aplikasi dinyatalcan baik dengan 
presentase kelayakan 84.87%. 

Kata kunci : aplikasi, marker based tracking, markless 3D objek tracking, 
waterfall, ISO 25010. 
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ABSTRACK 

M Djody Kresna N, 201310225037, Faculty of Engineering Informatics 
Engineering Program Universitas Bhayangkara Jakarta Raya, Title paper is 
"Application of Marker Based Tracking And Markless 3D Object Tracking 
Method In Augmented Reality In Visualizing Building Design Of Bhayangkara 
University", under the guidance of Rakhmat Purnomo, Spd. S.kom, M, kom., And 
Sri Rejeki, S.kom, AIM, 194 pages, 39 tables, 56 drawings, 22 books (2010-2015). 

The purpose of this study is to describe a building at Bhayangkara 
University by combining the method of marker based tracking and rnarldess 3D 
objects that can help students and visitors of Bhayangkara University in view of a 
3D building in a visual system that can display 3D objects by applying multi 
methods At the same time. Viewed from aspect Functional suitability, 
performance efficiency, portability, and usability. Research Developed using the 
method waterfall proscess model. Waterfall software development model has five 
stages communication, planning modeling, construction, and deployment. The 
feasibility test uses four aspects of ISO 25010. These aspects are functional 
suitability, performance efficiency, portability, and usability. The test result is the 
application is stated very good from the aspect offiinctional suitability with 100% 
test result and portability covering adaptability and instability 100%. While the 
aspect of performance efficiency does not appear error in the application and 
usability of the application is declared good with the percentage of feasibility 
84.87%. 

Keywords: application, marker based tracking markless 3D object 
tracking waterfall, ISO 25010. 
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