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ABSTRAK 

Najmi Baihaqi . 202010225307. Implementasi algoritma Fast Corner untuk 
Augmented Reality 3D dalam merancang media pembelajaran simbol rambu lalu 
lintas. Universitas Bhayangkara Jakarta Raya. 2024 

Pendidikan anak usia dini memiliki peran penting dalam membentuk karakter dan 
keterampilan anak. Salah satu keterampilan yang harus diberikan sedini mungkin 
adalah pengenalan terhadap simbol-simbol rambu lalu lintas. Namun, cara 
konvensional seringkali kurang efektif menarik perhatian anak usia dini. Penelitian 
ini bertujuan untuk mengembangkan sistem informasi berbasis versatile yang 
menggunakan teknologi Augmented Reality 3D (AR 3D) untuk mengenalkan simbol 
rambu lalu lintas secara interaktif dan menarik minat anak. Teknologi ini 
diharapkan dapat menyajikan pengalaman pembelajaran yang lebih menyenangkan 
bagi anak. Metode yang digunakan adalah metode Waterfall dengan 
mengembangkan sistem berbasis Android menggunakan bahasa pemrograman 
Unity3D serta algoritma Fast Corner Detection untuk deteksi marker. Hasil 
penelitian menghasilkan aplikasi berjudul "The Traffic Sign" yang mampu 
mengenalkan 10 simbol rambu lalu lintas secara interaktif dan menarik melalui 
tampilan 3D virtual. Uji coba menunjukkan respon positif dari anak-anak usia 5-6 
tahun dalam memahami simbol-simbol tersebut. Dapat disimpulkan bahwa sistem 
ini bermanfaat sebagai media pembelajaran baru bagi anak usia dini melalui 
pengalaman interaktif dan menyenangkan. 

Kata kunci : Augmented Reality; Rambu-Rambu Lalu Lintas; Waterfall; Algoritma 
Fast Corner Detection 
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ABSTRAK 

Najmi Baihaqi . 202010225307. Implementation of the Fast Corner algorithm for 
3D Augmented Reality in designing learning media for traffic sign symbols. 
Bhayangkara University, Greater Jakarta. 2024 

Early childhood education has an important role in shaping children's character 
and skills. One of the skills that must be given as early as possible is recognition of 
traffic sign symbols. However, conventional methods are often less effective in 
attracting the attention of young children. This research aims to develop a versatile 
information system that uses Augmented Reality 3D (AR 3D) technology to 
introduce traffic sign symbols interactively and attract children's interest. This 
technology is expected to provide a more enjoyable learning experience for 
children. The method used is the Waterfall method by developing an Android-based 
system using the Unity3D programming language and the Fast Corner Detection 
algorithm for marker detection. The results of the research produced an application 
entitled "The Traffic Sign" which is able to introduce 10 traffic sign symbols in an 
interactive and attractive manner through a virtual 3D display. The trial showed a 
positive response from children aged 5-6 years in understanding these symbols. It 
can be concluded that this system is useful as a new learning medium for young 
children through interactive and fun experiences. 

Keywords: Augmented Reality; Traffic signs; Waterfalls; Fast Corner Detection 
Algorithm 
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