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ABSTRAK

Kota Batam merupakan sebuah pulau di utara Indonesia karena berada di
persimpangan antara negara-negara seperti Singapura, Malaysia, Vietnam,
Kamboja, dan Thailand, sehingga Kota Batam menjadi tujuan bisnis dan wisata.
Untuk meningkatkan kunjungan wisatawan domestik dan mancanegara,
Pemerintah Kota Batam telah melakukan promosi dengan berbagai cara seperti
promosi melalui website Dinas Kebudayaan dan Pariwisata Kota Batam, media
sosial. Namun belum adanya aplikasi untuk mempromosikan tempat wisata di Kota
Batam, maka perlu dibangun sebuah aplikasi pengenalan objek wisata di Kota
Batam yang meliputi visualisasi objek wisata secara 3D dan informasi objek wisata
untuk memudahkan wisatawan dalam memilih objek wisata. sesuai keinginan
mereka. Penelitian ini mengembangkan aplikasi untuk mengenali objek wisata di
Kota Batam menggunakan marker augmented reality dengan penerapan metode
model Waterfall SDLC (System Development Life Cycle). Metode tracking
teknologi augmented reality (AR) yang digunakan dalam penelitian ini adalah
marker-based tracking. Berdasarkan hasil pengujian fungsional, menunjukkan
bahwa aplikasi berfungsi dengan baik. Hasil uji kepuasan pengguna memberikan
nilai yang baik sehingga didapatkan hasil bahwa aplikasi diterima dengan sangat
baik oleh pengguna.



ABSTRACT

Batam City is the largest city in the Riau Archipelago region, Indonesia which
consists of three islands, namely Batam Island, Rempang Island, and Galang
Island, the link between the islands is the Barelang Bridge which has become the
icon of Batam City. In addition, Batam City is an island in the north of Indonesia
because it is located at a crossroads between countries such as Singapore,
Malaysia, Vietnam, Cambodia and Thailand, so Batam City is a business and
tourist destination. In order to increase domestic and international tourist visits,
the Batam City Regional Tourism Promotion Agency (BPPD) has carried out
promotions in various ways such as promotions through the Batam City Culture
and Tourism Office website, social media through influencers and content creators.
However, currently there are no applications or tools to promote tourist attractions
in Batam City that have been built to display these tourism objects virtually,
especially in three dimensions using Android-based Augmented Reality Marker
Technology. Building an application for recognizing tourism objects in Batam City
in which there is a visualization of tourist objects in 3D and also information about
these attractions can make it easier for tourists to choose attractions according to
their wishes. This research developed an application to recognize tourism objects
in Batam City using augmented reality markers with the application of the SDLC
(System Development Life Cycle) Waterfall model method. The augmented reality
(AR) technology tracking method used in this study is marker based tracking. Based
on the results of functional testing, it shows that the application functions properly.
The results of testing user satisfaction using the System Usability Scale (SUS)
method, the results of testing through a questionnaire with a total of 30 respondents
gave an average SUS value of 86.8, so the results found that the application was
acceptable to users at a very good level.
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