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ABSTACT 

The use of technology to support human activities, especially smartphones, has 

been very widespread. Many agencies or institutions, both educational institutions 

and companies, are starting to look at technology as a marketing tool (digital 

marketing). Now many business actors are switching to 3D technology where the 

promoted goods are designed in such a way that they resemble the appearance of 

the original product. The Indonesian Islamic Boarding School is an Islamic 

educational institution that focuses on learning, understanding and practicing the 

content of the Qur'an located in Ujungbatu District, Rokan Hulu Regency, Riau 

Province. The purpose of this research is to build an application by applying 

Augmented Reality as a promotional medium for Indonesian Islamic Boarding 

Schools with a Markerless approach. where the output produced from this 

application is 3D objects of buildings, building information and profiles of the 

Indonesian Islamic Boarding School. The research method used in this study is 

the Multimedia Development Life Cycle (MDLC) method. Testing using the black 

box is carried out by demoting the application, after the user tries the application, 

it can be concluded that the output in the form of 3D objects of buildings, building 

information and profiles of the Indonesian Islamic Boarding School is 

appropriate and accurate. The User Acceptance Testing (UAT) test with 20 

respondents then accumulated the percentage of each statement and resulted in 

89.2% with the criteria of strongly agreeing.   

Keywords : Augmented Reality, Markerless, Pesantren Al-Qur’an Indonesia  
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ABSTRAK 

Pemanfaatan teknologi untuk menunjang aktivitas manusia khususnya smartphone 

sudah sangat meluas. Banyak instansi ataupun lembaga, baik lembaga pendidikan 

maupun perusahaan mulai melirik teknologi sebagai alat pemasaran (digital 

marketing). Kini banyak pelaku usaha yang beralih ke teknologi 3D dimana 

barang yang dipromosikan didisain sedemikian rupa menyerupai tampilan produk 

aslinya. Pesantren Al-Qur’an Indonesia merupakan lembaga pendidikan Islam 

yang berfokus pada pembelajaran, pemahaman serta pengamalan isi Al-Qur’an 

yang bertempat di Kecamatan Ujungbatu, Rokan Hulu, Riau. Tujuan  penelitian 

ini adalah untuk membangun aplikasi dengan menerapkan Augmented Reality 

sebagai media promosi Pesantren Al-Qur’an Indonesia dengan pendekatan 

Markerless. yang mana output yang dihasilkan dari aplikasi ini adalah objek 3D 

gedung-gedung, informasi gedung dan profil Pesantren Al-Qur’an Indonesia. 

Metode penelitian yang digunakan dalam penelitian ini adalah metode Multimedia 

Development Life Cycle (MDLC). Pengujian menggunakan black box dilakukan 

dengan cara mendemokan aplikasi, setelah user mencoba aplikasi tersebut, maka 

dapat disimpulkan bahwa output berupa objek 3D gedung-gedung, informasi 

gedung dan profil Pesantren Al-Qur’an Indonesia sudah sesuai dan akurat. 

Pengujian User Acceptance Testing (UAT) dengan 20 responden kemudian 

mengakumulasikan persentase dari setiap pernyataan dan menghasilkan 89,2% 

dengan kriteria sangat setuju. 

Kata kunci : Augmented Reality, Markerless, Pesantren Al-Qur’an Indonesia 

  



xi 
 

DAFTAR ISI 

Halaman Judul .................................................................................................  ii 

Persetujuan Pembimbing ...............................................................................  iii 

Persetujuan Penguji ........................................................................................  iv 

Lembar Pernyataan .........................................................................................  v 

Kata Pengantar ...............................................................................................  vi 

Abstract  ............................................................................................................  ix 

Abstrak  .............................................................................................................  x 

Daftar Isi  .........................................................................................................  xi 

Daftar Gambar ..............................................................................................  xiv 

Daftar Tabel  .................................................................................................  xvii 

Daftar Simbol  .............................................................................................  xviii 

BAB I Pendahuluan .........................................................................................  1 

1.1. Latar Belakang ............................................................................................  1 

1.2. Rumusan Masalah .......................................................................................  7 

1.3. Tujuan Penelitian ........................................................................................  7 

1.4. Batasan Masalah .........................................................................................  7 

1.5. Manfaat Penelitian ......................................................................................  8 

1.6. Sistematika Penulisan .................................................................................  8 

BAB II Landasan Teori  ................................................................................  10 

2.1. Augmented Reality (AR) ............................................................................  10 

2.2. Metode pengembangan .............................................................................. 10  

2.3. Markeless Augmented reality ....................................................................  12 



xii 
 

2.4. Unity 3D ....................................................................................................  13 

2.5. Android......................................................................................................  13 

2.6. EasyAR  .....................................................................................................  14 

2.7. Blender  .....................................................................................................  15 

2.8. Canva  .......................................................................................................  15 

2.9. Blackbox ....................................................................................................  16 

2.10. Unifield Modelling Languange(UML) ..................................................... 17 

2.11. Flowchart  ...............................................................................................  18 

2.12. User Acceptance Testing (UAT)  ............................................................  19 

2.13. Penelitian Terkait ....................................................................................  20 

BAB III Metodologi Penelitian......................................................................  24 

3.1 Identifikasi Masalah ..................................................................................  25 

3.2 Rumusan Masalah .....................................................................................  25 

3.3 Studi Literatur ...........................................................................................  26 

3.4 Pengumpulan Data ....................................................................................  26 

3.4.1 Wawancara .................................................................................  26 

3.4.2 Studi Pustaka ..............................................................................  26 

3.5 Perancangan Aplikasi ................................................................................  26 

3.6 Implemenasi Aplikasi ...............................................................................  27 

3.7 Pengujian Aplikasi ....................................................................................  27 

3.8 Kesimpulan dan saran ...............................................................................  28 

BAB IV Analisa dan Perancangan ................................................................ 29 

4.1 Analisa Sistem ........................................................................................... 29  



xiii 
 

4.1.1 Analisa Sistem Lama ................................................................... 29 

4.1.2 Analisa Sistem Baru .................................................................... 29 

4.1.3 Analisa Sistem Flowchart  .........................................................  30 

4.2 Perancangan Sistem ..................................................................................  31 

4.2.1 Konsep (Concept)  ......................................................................  31 

4.2.2 Perancangan (Design)  ...............................................................  32 

4.2.3 Pengumpulan Dokumen (Material Collecting) ........................... 45 

4.2.4 Pembuatan (Assembly) ................................................................ 47 

4.2.5 Testing  ........................................................................................ 53  

4.2.6 Distribution ................................................................................  53 

BAB V Implementasi dan Pengujian ...........................................................  54  

5.1 Implementasi Perangkat Lunak ................................................................... 54 

5.1.1 Lingkungan Implementasi ..................................................................... 54 

5.1.2 Hasil Impelementasi  ............................................................................. 55 

5.2 Pengujian Sistem  .......................................................................................  69 

5.2.1 Pengujian Dengan Menggunakan Black Box  ......................................  69 

5.2.2 Pengujian User Acceptance Test (UAT)  ..............................................  72 

BAB VI Kesimpulan dan Saran ..................................................................... 76 

6.1 Kesimpulan ................................................................................................. 76 

6.2 Saran ............................................................................................................ 77 

DAFTAR PUSTAKA 

LAMPIRAN 

 



xiv 
 

  



xv 
 

DAFTAR GAMBAR 

Gambar 2. 1 Metode Pengembangan Sistem MDLC ............................................  12 

Gambar 3. 1 Metodologi Penelitian ......................................................................  24 

Gambar 4. 1 Flowchart Aplikasi ...........................................................................  31 

Gambar 4.2 Use Case Aplikasi .............................................................................. 33 

Gambar 4.3 Activity Diagram Menu Profile.........................................................  35 

Gambar 4.4 Activity diagram menu keluar ............................................................ 36 

Gambar 4.5 Activity diagram menu panduan .......................................................  36 

Gambar 4.6 Activity diagram menu gedug utama ................................................  37 

Gambar 4.7 Activity diagram menu asrama santri putra ......................................  38 

Gambar 4.8 Activity diagram menu Masjid Al-Anshor........................................  39 

Gambar 4.9 Activity diagram menu Perencanaan Gedung TK.............................  40 

Gambar 4.10 Activity diagram menu keluar pada menu utama............................  41 

Gambar 4.11 Activity diagram menu Brosur ......................................................... 42 

Gambar 4.12 Asset Perancangan Sistem ................................................................ 45 

Gambar 4.13 Coding Aplikasi ..............................................................................  48  

Gambar 4.14 Interface Design Halaman Splash Screen  ......................................  49 

Gambar 4.15 Interface Design Halaman Menu Utama .........................................  50 



xvi 
 

Gambar 4.16 Interface Design Ar Map Camera .................................................... 50 

Gambar 4.17 Interface Design Halaman Daftar Gedung ....................................... 51 

Gambar 4.18 Interface Design Halaman Informasi Gedung .................................  51 

Gambar 4.19 Interface Design Ar Camera ............................................................  52 

Gambar 4.20 Interface Design Halaman Menu Panduan ....................................... 52  

Gambar 4.21 Interface Design Halaman Menu Profile .........................................  53 

Gambar 5.1 Tampilan Halaman Splash Screen.....................................................  55 

Gambar 5.2 Tampilan Halaman Utama ................................................................  56 

Gambar 5.3 Halaman Ar Map ...............................................................................  57 

Gambar 5.4 Tampilan Halaman Daftar Gedung ...................................................  58 

Gambar 5.5 Tampilan Halaman Informasi Gedung Utama ..................................  59 

Gambar 5.6 Tampilan 3D Gedung Utama ............................................................  60 

Gambar 5.7 Tampilan Informasi Asrama Santri Putra..........................................  61 

Gambar 5.8 Tampilan 3D Asrama Santri Putra ....................................................  62 

Gambar 5.9 Tampilan Informasi Masjid Al-Anshor .............................................  63 

Gambar 5.10 Tampilan 3D Masjid Al-Anshor .....................................................  64 

Gambar 5.11 Tampilan Informasi perencanaan bangunan TK .............................  65 

Gambar 5.12 Tampilan 3D perencanaan bangunan TK ........................................  66 



xvii 
 

 

Gambar 5.13 Tampilan Menu Panduan ................................................................  67 

Gambar 5.14 Tampilan Menu Profile ...................................................................  68 

Gambar 5.14 Tampilan Menu Brosur  ..................................................................  69 

 

  



xviii 
 

DAFTAR TABEL 

Tabel 2.1 Skala Likert. ..........................................................................................  20 

Tabel 2.2 Tabel Penelitian Sebelumnya ................................................................  20 

Tabel 4.1 Tabel Konsep (Concept) .......................................................................  32 

Tabel 4.2 Use Case Aplikasi  ................................................................................  33 

Tabel 4.3 Story Board  ..........................................................................................  43 

Tabel 4.4 Profil Pesantren Al-Qur’an Indonesia ...................................................  46 

Tabel 4.5 Daftar Gedung Pesantren Al-Qur’an Indonesia ....................................  47 

Tabel 5. 1 Pengujian Menggunakan Black Box ....................................................  70 

Tabel 5.2 Skala Likert  ..........................................................................................  73 

Tabel 5.3 Hasil Observasi Pernyataan UAT ..........................................................  74 

Tabel 5.4 Hasil UAT ..............................................................................................  74 

  



xix 
 

DAFTAR SIMBOL 

1. Simbol Flowchart 

SIMBOL NAMA KETERANGAN 

 
 

 

 
Simbol proses 

komputerisasi 

 
Menggambarkan proses 

yang dilakukan secara 

komputerisasi 

 

 
 

 
Input – Output 

Simbol yang menyatakan 

input dan output data 

 

        

 
 

Simbol garis air 

 

Menggambarkan aliran 

proses dan dokumen 

 

 
 

 
Simbol decision 

( keputusan) 

 
Menggambarkan proses 

pengambilan keputusan 

dalam sistem 

 

 
 

 
Terminator 

 
Untuk memulai dan 

mengakhiri suatu kegiatan 

 

2. Simbol Use Case Diagram 

SIMBOL NAMA KETERANGAN 

 

 

 
Actor 

Menspesifikasikan himpuan 

peran yang pengguna 

mainkan ketika berinteraksi 

dengan use case. 
 

 

 
 

 

Generalization 

Hubungan dimana objek 

anak (descendent) berbagi 

perilaku dan struktur data 

dari objek yang ada di 

atasnya objek induk 

(ancestor). 



xx 
 

 

 
 

 
Use Case 

 
Untuk memulai dan 

mengakhiri suatu kegiatan 

 

3. Simbol Activity Diagram 

SIMBOL NAMA KETERANGAN 

 

 

 

Actifity 

Memperlihatkan bagaimana 

masing- masing kelas 

antarmuka saling 

berinteraksi satu sama lain 
 
 

 

Simbol 

decision 
 

( keputusan) 

 

Menggambarkan proses 

pengambilan keputusan dalam 

sistem 

 
 

 

Initial Node 

Bagaimana objek dibentuk 

atau  diawali 

 

 
 

 
Terminator 

 
Untuk memulai dan 

mengakhiri suatu kegiatan 


