ABSTRAK

Universitas Buana Perjuangan Karawang adalah institusi pendidikan tinggi swasta
yang terletak di Karawang, dengan 12 program studi dan 7 fakultas. Kampus ini
terus mempromosikan dirinya untuk menarik minat calon mahasiswa baru. Salah
satu metode promosi yang digunakan saat ini adalah media cetak seperti brosur dan
pamflet. Namun, media cetak ini dianggap kurang menarik dan kurang informatif
karena terbatasnya informasi yang bisa disajikan. diera teknologi ini banyak bentuk
promosi yang dapat digunakan salah satunya Teknologi Augmented Reality (AR)
menggabungkan dunia maya dan dunia nyata menggunakan komputer. Teknologi
AR digunakan sebagai media pengenalan dan promosi untuk menarik mahasiswa
baru ke Universitas Buana Perjuangan Karawang. AR berjalan dengan komponen
seperti kamera (input), layar monitor (output), objek marker (tracker), dan
komputer (programmer). AR menggunakan berbagai objek sebagai marker untuk
menampilkan objek 3D, seperti ilustrasi hitam putih (Marker Base Tracking) dan
objek 3D atau gambar dengan deteksi tepi, sudut, dan tekstur (Markerless). Media
pengenalan se emosi=ial.dibangun dengan algoritma Fast Corner Detection dan
media=bevelopment-Life C_y(_:le.) untuk pengembangan perangkat
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ABSTRACT

Universitas Buana Perjuangan Karawang is a private higher education institution
located in Karawang, offering 12 study programs across 7 faculties. The campus is
actively promoting itself to attract prospective students. One current promotional
method being utilized is print media such as brochures and pamphlets. However,
these print media are considered less attractive and less informative due to their
limited capacity for information delivery. In this technological era, there are many
forms of promotion available, one of which is Augmented Reality (AR) technology,
integrating virtual and real-world environments using computers. AR technology is
employed as a means of introduction and promotion to attract new students to
Universitas Buana Perjuangan Karawang. AR operates with components such as a
camera (input), a monitor screen (output), object markers (trackers), and a
computer (programmer). AR uses various objects as markers to display 3D objects,
such as black and white illustrations (Marker Base Tracking) and 3D objects or
images with edge detection, angles, and textures (Markerless). This promotional
media is de orithms like Fast Corner Detection and MDLC
i ife Cycte).for multimedia software development, widely
us image processing. and: computer vision applications. These
excel in high speed and combﬁta ional efficiency, capable of quickly
orners, ideal for real-time appligations, and using minimal resources,
devices with power.and.memory.limitations..Results show the optimal
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