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ABSTRAK 

 

 

Globalisasi dan kemajuan teknologi khususnya smartphone, telah mengubah cara 

interaksi dan kegiatan sehari-hari termasuk dalam promosi bisnis. Dalam bisnis 

properti Perumahan Grand Cikarang Village masih menggunakan media promosi 

tradisional seperti brosur dan baliho yang hanya menampilkan gambar 2D, sehingga 

calon pembeli kesulitan membayangkan bentuk asli rumah. Teknologi Augmented 

Reality (AR) menjadi solusi potensial untuk meningkatkan efektivitas promosi 

dengan menghadirkan visualisasi objek 3D yang lebih nyata dan interaktif. 

Penelitian ini menggunakan metode MDLC (Multimedia Development Life Cycle) 

dan Marker-Based Tracking untuk mengembangkan aplikasi AR. Algoritma Fast 

Corner Detection digunakan untuk mendeteksi titik-titik pada gambar yang 

dijadikan marker, kemudian dievaluasi dengan Vuforia untuk menilai kualitas 

gambar. Selain itu, pengujian Black Box Testing dilakukan untuk memastikan 

aplikasi berjalan sesuai fungsionalitas yang diharapkan tanpa kesalahan. Aplikasi 

yang dihasilkan memudahkan calon pembeli dalam memahami spesifikasi rumah, 

dan membantu mereka membuat keputusan yang lebih informatif dengan 

memberikan pengalaman visual yang lebih realistis dibandingkan promosi 

tradisional. 

Kata kunci: smartphone, media promosi, augmented reality, fast corner detection 
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ABSTRACT 

 

 

Globalization and technological advancements, especially smartphones, have 

changed the way of daily interactions and activities, including business promotion. 

In the property business, Grand Cikarang Village Housing still uses traditional 

promotional media such as brochures and billboards that only display 2D images, 

so that it is difficult for prospective buyers to imagine the original shape of the 

house. Augmented Reality (AR) technology is a potential solution to increase the 

effectiveness of promotions by presenting more realistic and interactive 

visualizations of 3D objects. This study uses the MDLC (Multimedia Development 

Life Cycle) and Marker-Based Tracking methods  to develop AR applications. The 

Fast Corner Detection algorithm  is used to detect points on the image that are used 

as markers, then evaluated with Vuforia to assess the quality of the image. In 

addition, Black Box Testing is carried out to ensure that the application runs as per 

the expected functionality without errors. The resulting application makes it easier 

for potential buyers to understand the specifications of the home, and helps them 

make more informative decisions by providing a more realistic visual experience 

compared to traditional promotions. 

Keywords: smartphone, promotional media, augmented reality, fast corner 

detection 
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