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ABSTRAK

Perkembangan teknologi informasi telah memberikan peluang baru dalam
inovasi media promosi, termasuk pada industri sepatu yang membutuhkan cara
penyampaian informasi produk yang lebih menarik dan interaktif. Penelitian ini
bertujuan untuk merancang dan membangun aplikasi media promosi sepatu berbasis
Android dengan menerapkan teknologi Augmented Reality menggunakan metode
Marker Based Tracking. Aplikasi ini menampilkan 22 model sepatu dalam bentuk
objek 3D yang dapat dilihat secara real-time melalui pemindaian Marker menggunakan
kamera smartphone. Pengembangan aplikasi dilakukan menggunakan metode
Multimedia Development Life Cycle (MDLC) yang meliputi tahapan concept, Design,
Material Collecting, Assembly, Testing, dan Distribution. Berdasarkan hasil pengujian
fungsional (black-box), seluruh fitur aplikasi berjalan dengan baik, termasuk deteksi
Marker dan tampilan objek 3D. Pengujian pengalaman pengguna menggunakan System
Usability Scale (SUS) memperoleh nilai 91,75 yang termasuk kategori Excellent,
dengan tingkat penerimaan Sangat Layak dan pengguna berada pada kategori
Promoter, yang menunjukkan bahwa aplikasi mudah digunakan dan sangat efektif
sebagai media promosi. Dengan demikian, aplikasi ini mampu memberikan
pengalaman visual yang lebih menarik dan informatif bagi calon konsumen, serta dapat
menjadi alternatif media promosi modern bagi pelaku industri sepatu.

Kata Kunci : Augmented Reality, Marker Based Tracking, Media Promosi, MDLC,
Android, 3D Object.
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ABSTRACT

The development of information technology has provided new opportunities for
innovation in promotional media, including in the footwear industry, which requires
more attractive and interactive ways of conveying product information. This study aims
to design and develop an Android-based footwear promotional media application by
applying Augmented Reality technology using the Marker Based Tracking method. This
application displays 22 footwear models in the form of 3D objects that can be viewed
in real time by scanning markers using a smartphone camera. The application was
developed using the Multimedia Development Life Cycle (MDLC) method, which
includes the stages of concept, design, material collecting, assembly, testing, and
distribution. Based on the results of functional testing (black-box), all application
features worked well, including marker detection and 3D object display. User
experience testing using the System Usability Scale (SUS) yielded a score of 91.75,
which falls into the Excellent category, with a Very Acceptable acceptance level and
users in the Promoter category, indicating that the application is easy to use and highly
effective as a promotional medium. Thus, this application is capable of providing a
more attractive and informative visual experience for potential consumers and can
serve as an alternative modern promotional medium for the shoe industry.

Keywords: Augmented Reality, Marker-Based Tracking, Promotional Media, MDLC,
Android, 3D Object.

Xvi

Rancang Bangun Aplikasi..., Atika Indrawati, FTS UMP, 2026





