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ABSTRACT 

 

Technological advancements demand creative promotional strategies, 

particularly within the Muslim fashion industry. Butik Syahijab currently relies on 

static, conventional promotional media, which limits consumers' ability to obtain 

an interactive and realistic view of product details. This limitation often leads to 

uncertainty in purchasing decisions. This research aims to design and develop an 

Augmented Reality (AR) application as a product promotion medium using the 

Marker Based Tracking method. The system was developed using the Flutter 

framework for the user interface, while the AR module was implemented using 

Kotlin and ARCore. Visual assets and 3D models were created using Canva and 

Blender. The application features three primary functions: a product catalog for 

image browsing, an AR scanning mode to visualize 3D models over printed 

markers, and an admin dashboard for product data management (CRUD). All data 

is stored locally, ensuring the application remains functional without an internet 

connection. Blackbox testing results demonstrate that all navigation, data 

management, and AR scanning features operate stably and responsively according 

to the design. The implementation of AR provides a more immersive shopping 

experience, enabling potential buyers to inspect product details virtually from 

multiple angles. Consequently, this application effectively assists Butik Syahijab in 

enhancing its promotional quality and helps consumers make more informed 

purchasing decisions. 

  

  

Keywords : Augmented Reality, Marker Based Tracking, Promotional Media. 
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ABSTRAK 

 

Perkembangan teknologi menuntut strategi promosi yang kreatif, khususnya 

dalam industri fashion muslim. Butik Syahijab saat ini masih mengandalkan media 

promosi konvensional bersifat statis, sehingga konsumen kesulitan mendapatkan 

gambaran nyata mengenai detail produk secara interaktif. Hal ini sering kali 

menimbulkan keraguan dalam keputusan pembelian. Penelitian ini bertujuan untuk 

merancang dan membangun aplikasi Augmented Reality (AR) sebagai media 

promosi produk menggunakan metode Marker Based Tracking. Sistem ini 

dikembangkan menggunakan framework Flutter untuk antarmuka pengguna, 

sementara modul AR diimplementasikan melalui Kotlin dan ARCore. Aset visual 

serta model 3D disiapkan menggunakan perangkat lunak Canva dan Blender. 

Aplikasi ini menyediakan tiga fitur utama: katalog produk untuk meninjau gambar, 

mode pemindaian AR untuk menampilkan model 3D di atas marker cetak, serta 

dashboard admin untuk pengelolaan data produk (CRUD). Seluruh data disimpan 

secara lokal sehingga aplikasi dapat dioperasikan tanpa koneksi internet. Hasil 

pengujian menggunakan metode Blackbox menunjukkan bahwa seluruh fungsi 

navigasi, manajemen data, dan fitur pemindaian AR berjalan dengan stabil dan 

responsif sesuai rancangan. Implementasi AR ini memberikan pengalaman 

berbelanja yang lebih imersif, memungkinkan calon pembeli melihat detail produk 

dari berbagai sudut secara virtual. Dengan demikian, aplikasi ini efektif membantu 

Butik Syahijab dalam meningkatkan kualitas promosi dan membantu konsumen 

mengambil keputusan pembelian yang lebih akurat. 

  

  

Kata Kunci : Augmented Reality, Marker Based Tracking, Media Promosi. 

 

 

 

 

 

 

 

 



 
 

ix 

 

DAFTAR ISI 

 

PERSETUJUAN PEMBIMBING........................ Error! Bookmark not defined. 

PERSETUJUAN PENGUJI ................................ Error! Bookmark not defined. 

LEMBAR PERNYATAAN.................................. Error! Bookmark not defined. 

KATA PENGANTAR ..................................................................................... iv 

ABSTRACT .................................................................................................... vii 

ABSTRAK .....................................................................................................viii 

DAFTAR ISI................................................................................................... ix 

DAFTAR SIMBOL ........................................................................................ xv 

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 .......................................................................... 9 

BAB II LANDASAN TEORI ......................................................................... 11 

   2.1      Augmented Reality ............................................................................ 11 

   2.2      Berbelanja Online (E-commerce) ...................................................... 14 

   2.3     Android ............................................................................................ 15 

   2.3.1     Pengertian Android ........................................................................... 15 

   2.4     Smartphone ...................................................................................... 17 

   2.5     Metode Pengembangan Sistem .......................................................... 18 

   2.6     Penerapan......................................................................................... 20 

   2.7     Blender 3D ....................................................................................... 21 

   2.8      Unity 3D........................................................................................... 21 

   2.9      Canva .............................................................................................. 22 

   2.10      Promosi ............................................................................................ 23 

   2.11      Marker Based ................................................................................... 24 



 
 

x 

 

   2.12 Unified Modeling Languange (UML) ................................................ 24 

   2.12.1   Use case diagram ............................................................................. 25 

   2.12.2   Class Diagram ................................................................................. 26 

   2.12.3   Activity Diagram .............................................................................. 27 

   2.13     Vuforia ............................................................................................. 27 

   2.14     Tahap Desain (Design) ..................................................................... 29 

   2.15      Pengujian Black box ......................................................................... 30 

   2.16      Penelitian Terkait ............................................................................. 30 

BAB III METODOLOGI PENELITIAN ...................................................... 40 

   3.1     Identifikasi Masalah ......................................................................... 40 

   3.2     Perumusan Masalah .......................................................................... 41 

   3.3     Studi Literatur .................................................................................. 41 

   3.4     Pengumpulan Data............................................................................ 42 

   3.5        Studi Pustaka .................................................................................... 42 

   3.6        Perancangan Aplikasi ....................................................................... 42 

   3.7     Implementasi Aplikasi ...................................................................... 44 

   3.8     Pengujian Aplikasi............................................................................ 45 

BAB IV ANALISA DAN PERANCANGAN ...................................................... 46 

4.1 Analisa Sistem.................................................................................. 46 

    4.1.1      Analisa Sistem Lama ....................................................................... 47 

    4.1.2      Analisa Sistem Baru ........................................................................ 48 

    4.1.3      Analisa Flowchart Sistem ................................................................ 49 

    4.1.4      Analisa Kebutuhan Sistem ............................................................... 51 

    4.1.5      Analisa Masukan Sistem .................................................................. 52 

    4.1.6      Analisa Keluaran Sistem .................................................................. 53 

4.2 Perancangan Sistem .......................................................................... 54 

    4.2.1      Unified Modelling Language (UML) ................................................ 54 

    4.2.1.1   Use Case Diagram .......................................................................... 54 

    4.3.1.2   Sequence Diagram .......................................................................... 56 

    4.3.1.3   Activity Diagram ............................................................................. 61 



 
 

xi 

 

4.3 Detail Sistem .................................................................................... 65 

    4.3.1      Perancangan Antarmuka Halaman Menu Utama ............................... 65 

    4.3.2      Perancangan Antarmuka Katalog Produk .......................................... 66 

    4.3.3      Perancangan Antarmuka AR ............................................................ 67 

    4.3.4      Perancangan Antarmuka Dashboard Admin ..................................... 68 

    4.3.5      Perancangan Antarmuka Tambah Produk ......................................... 69 

    4.3.6      Perancangan Antarmuka Edit Produk ............................................... 71 

BAB V IMPLEMENTASI DAN PENGUJIAN .................................................. 73 

5.1 Implementasi .................................................................................... 73 

    5.1.1      Lingkungan Implementasi ................................................................ 73 

    5.1.2      Hasil Implementasi .......................................................................... 74 

    5.1.2.1   Tampilan Menu Utama .................................................................... 74 

    5.1.2.2   Dialog Login Admin (PIN) .............................................................. 75 

    5.1.2.3   Dashboard Admin ........................................................................... 75 

    5.1.2.4   Tampilan Tambah Produk ............................................................... 76 

    5.1.2.5   Tampilan Edit Produk ..................................................................... 77 

    5.1.2.6   Tampilan Katalog Foto .................................................................... 78 

    5.1.2.7   Tampilan Kamera AR (Mode Pemindaian)....................................... 79 

5.2   Pengujian Sistem ............................................................................. 80 

    5.2.1       Pengujian Dengan Menggunakan Blackbox ..................................... 80 

BAB 6 PENUTUP ............................................................................................ 84 

6.1 Kesimpulan ...................................................................................... 84 

6.2 Saran ................................................................................................ 85 

DAFTAR PUSTAKA ..................................................................................... 86 

LAMPIRAN................................................................................................... 89 

 

 
 
 
 
 



 
 

xii 

 

 

DAFTAR TABEL 

 

Tabel 2. 1 Penelitian Terkait ............................................................................ 30 

Tabel 4. 1 Deskripsi Aktor Pada Use Case ........................................................ 55 

Tabel 5. 1 Pengujian Tombol Coba AR ............................................................ 80 

Tabel 5. 2 Pengujian Login Admin (PIN) ......................................................... 81 

Tabel 5. 3 Pengujian Tambah Produk ............................................................... 81 

Tabel 5. 4 Pengujian Edit Produk ..................................................................... 81 

Tabel 5. 5 Pengujian Hapus Produk .................................................................. 82 

Tabel 5. 6 Pengujian Katalog: Pencarian........................................................... 82 

Tabel 5. 7 Pengujian AR: Deteksi Marker & Kontrol ........................................ 82 

 

 

 

 

 

 

 

 

 

 



 
 

xiii 

 

DAFTAR GAMBAR 

 

Gambar 2. 1 Metode Pengembangan Sistem MDLC ......................................... 18 

Gambar 3. 1 Metodologi penelitian .................................................................. 40 

Gambar 4. 1 Flowchart Aplikasi AR ................................................................ 50 

Gambar 4. 2 Use Case Diagram ....................................................................... 54 

Gambar 4. 3 Sequence Diagram Tekan Tombol Mulai (Mode AR) .................... 56 

Gambar 4. 4 Sequence Diagram Login Admin................................................... 57 

Gambar 4. 5 Sequence Diagram Katalog Produk dengan Pencarian ................... 58 

Gambar 4. 6 Sequence Diagram Admin: Kelola Produk .................................... 59 

Gambar 4. 7 Activity Diagram Membuka Aplikasi dan Masuk ke Mode AR ...... 61 

Gambar 4. 8 Activity Diagram Login Admin ..................................................... 62 

Gambar 4. 9 Activity Diagram Katalog Produk dengan Pencarian...................... 63 

Gambar 4. 10 Activity Diagram Kelola Produk oleh Admin .............................. 64 

Gambar 4. 11 Perancangan Halaman Utama ..................................................... 66 

Gambar 4. 12 Perancangan Halaman Katalog ................................................... 67 

Gambar 4. 13 Perancangan Halaman AR .......................................................... 68 

Gambar 4. 14 Perancangan Dashboard Admin .................................................. 69 

Gambar 4. 15 Perancangan Halaman Tambah Produk Baru ............................... 70 

Gambar 4. 16 Perancangan Halaman Edit Produk ............................................. 71 

Gambar 5. 1 Tampilan Menu Utama................................................................. 74 

Gambar 5. 2 Tampilan Dialog Login Admin (PIN) ............................................ 75 

Gambar 5. 3 Tampilan Dashboard Admin ......................................................... 76 



 
 

xiv 

 

Gambar 5. 4 Tampilan Tambah Produk ............................................................ 77 

Gambar 5. 5 Tampilan Edit Produk .................................................................. 78 

Gambar 5. 6 Tampilan Katalog Foto................................................................. 79 

Gambar 5. 7 Tampilan Kamera AR (Mode Pemindaian) ................................... 79 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 
 

xv 

 

DAFTAR SIMBOL 

 

1. Simbol Flowchart 
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Simbol proses 

komputerisasi 

Menggambarkan proses 

yang dilakukan

 sec

ara komputerisasi. 

 

 

 

Input - Output 

 

Simbol yang menyatakan 

input 

dan output data. 

 

   

 

 

 

Simbol garis air 
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proses dan dokumen. 

 

 

Simbol decision 

( keputusan) 

Menggambarkan

 pro

ses pengambilan keputusan 

dalam sistem. 

 

 

 

Terminator 
Untuk memulai

 dan mengakhiri 

suatu kegiatan. 
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2. Simbol Activity Diagram 

NO GAMBAR NAMA KETERANGAN 
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Actifity 

Memperlihatkan bagaimana masing- 

masing kelas antarmuka saling 

berinteraksi satu sama lain 
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Simbol 

decision 

( keputusan) 

Menggambarkan proses pengambilan 

keputusan dalam sistem 
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Initial Node 
Bagaimana objek dibentuk atau 

diawali 
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Simbol garis air 
Menggambarkan aliran proses dan 

dokumen 

 

3. Simbol Sequence Diagram 
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LifeLine 

Objek entity, antarmuka yang saling 

berinteraksi. 

 

2 

 

 

 

 

Message 

Spesifikasi dari komunikasi antar 

objek yang memuat informasi- 

informasi tentang aktifitas yang 

terjadi 
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