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ABSTRAK 

 

Novialie. 201310225182. Perancangan Visual 3D Bangunan Sekolah 

menggunakan metode Augmented Reality Marker Based Tracking dan Virtual Reality 

pada SMA Marsudirini Bekasi. 

Meningkatnya keinginan masyarakat untuk menimba ilmu untuk masa depan 

yang lebih baik, menyebabkan persaingan yang sangat ketat dalam bidang pendidikan 

terutama dalam penyampaian informasi. Terlebih dalah hal infrastruktur sekolah. 

Informasi yang disampaikan sampai saat ini masih banyak sekali yang menggunakan 

media cetak berupa brosur. Maka dari itu penelitian ini di buat bertujuan  untuk 

menggambarkan  suatu  bangunan pada SMA Marsudirini dengan menggabungkan 

metode marker based tracking dan markless 3D objek yang dapat membantu siswa dan 

pengunjung SMA Marsudirini dalam melihat suatu bangunan 3D di dalam  suatu  

sistem visual yang dapat menampilkan objek 3D dengan menerapkan  multi metode 

secara bersamaan.  Ditinjau dari aspek Functional  suitability, performance efficiency, 

portability, dan usability. Penelitian dikembangkan  dengan menggunakan metode 

waterfall proscess model. Model pengembangan perangkat 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  baik  dari aspek functional 

suitability dengan  hasil  pengujian 100 % dan portability meliputi adaptability dan 

instability 100%. Sedangkan dari  aspek  performance efficiency tidak tampil error 

pada aplikasi dan  usability aplikasi dinyatakan baik dengan  presentase  kelayakan 

84.87%.  

 

Kata kunci : aplikasi, marker based tracking, markless 3D objek tracking, waterfall, 

ISO 25010. 
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Abstract 

  

Novialie. 201310225182. Visual Design 3D School buildings Use the method of 

Augmented Reality Marker Based Tracking and Virtual Reality on SMA Marsudirini 

Bekasi. 

The increasing desire of people to gain knowledge for a better future, causing 

very strict competition in the field of education , especially in delivering 

information. Most of the school infrastructure matters. The information presented to 

date is still a lot of use printed media in the form of brochures. Therefore, this research 

is intended to describe a building in Marsudirini high School by combining marker 

based tracking and markless 3d objects that can help students and visitors of high 

school marsudirini in viewing a 3d building inside a visual System that can display 3d 

objects by applying multiple methods simultaneously. Reviewed from Functional 

suitability, performance efficiency, portability, and usability. The Research was 

developed using the waterfall method proscess model. Waterfall 's software 

development Model has five stages of  communication,  planning,   modelling 

,  construction, and deployment. The feasibility test uses 4 ISO 25010 aspects. These 

aspects are functional suitability, performance efficiency, portability, 

and usability. The results of the test are an extremely well-expressed application of 

the functional suitability aspect with test results of 100% 

and portability covering adaptability and instability 100%. While the performance 

efficiency aspect does not appear error in application and application usability is 

expressed well with a percentage of eligibility 84.87%. 

  

Keywords: application, marker based tracking, markless 3d object tracking, waterfall, 

ISO 25010. 
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