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ABSTRAK 

Proses branding PT Anugrah Siantano memiliki kendala yakni kurangnya 

pengenalan produk kepada masyarakat lokal, walaupun dalam pasarnya kualitas 

produk PT Siantano memiliki kualtias bersaing dengan kompetitornya. Penelitian 

ini bertujuan untuk mengembangkan aplikasi E-Katalog Augmented Reality 

berbasis Android sebagai media branding produk furnitur PT Siantano. Penelitian 

ini menggunakan metode prototyping. Pengembangan perangkat lunak melalui 

lima tahapan yakni, pengumpulan kebutuhan, proses desain, membangun 

prototype, evaluasi, dan perbaikan. Hasil dari tahap pengumpulan kebutuhan 

didapatkan fitur yang dibutuhkan sistem yakni, sistem dapat menampilkan objek 

furnitur secara 3D dan tepat seperti realitanya, baik secara ukuran maupun tekstur, 

serta dapat melakukan rotasi objek 3D furnitur. Proses desain dibagi menjadi 

beberapa bagian, desain use case diagram, activity diagram untuk pemodelan 

sistem, Blender 3D untuk pembuatan objek furnitur 3D, dan Unity serta Adobe XD 

untuk desain tampilan antarmuka. Proses prototyping menggunakan Unity3D 

dibantu dengan VisualCode, serta digunakan bahasa pemrograman C#. Evaluasi 

sistem menggunakan dua metode yaitu black-box testing dan uji penerimaan 

pengguna menggunakan user acceptance testing (UAT). Hasil pengujian blackbox 

didapat dengan uji seluruh fitur dan output sesuai dengan yang diharapkan. UAT 

yang dilakukan dengan cara memberikan angket elektronik kepada 24 responden, 

8 responden merupakan karyawan PT Siantano, 10 responden merupakan orang 

yang belum mengetahui tentang produk PT Siantano sama sekali, dan 6 responden 

merupakan orang yang sudah mengetahui produk PT Siantano. Kategori penilaian 

UAT dibagi menjadi lima kategori yakni, learnability, effeciency, memorability, 

error, dan satisfaction. Hasil rata-rata pengujian sistem secara keseluruhan adalah 

88,65% yang berarti sistem secara keseluruhan dalam skala sangat layak. 

Berdasarkan nilai yang didapat, aplikasi siap digunakan oleh konsumen serta saat 

proses percobaan pada konsumen diharapkan proses pengenalan produk PT 

Siantano atau branding merk perushaan kepada konsumen dapat disampaikan 

dengan baik. 

 

Kata Kunci: Furnitur, Pengembangan Perangkat lunak, Augmented reality, 

Android 
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ABSTRACT 

 

 LLC Anugrah Siantano's branding process has a problem, namely the lack 

of product introduction to the local community, even though in its market the 

quality of PT Siantano's products has the quality to compete with its competitors. 

This study aims to develop an Android-based Augmented Reality E-Catalog 

application as a branding medium for LLC Siantano's furniture products. This study 

uses the prototyping method. Software development goes through five stages, 

namely, requirements gathering, design process, building prototypes, evaluation, 

and improvement. The results of the requirements gathering stage obtained the 

features needed by the system, namely, the system can display furniture objects in 

3D and precisely like reality, both in size and texture, and can rotate 3D furniture 

objects. The design process is divided into several parts, design use case diagrams, 

activity diagrams for system modeling, Blender 3D for making 3D furniture objects, 

and Unity and Adobe XD for interface design. The prototyping process uses 

Unity3D assisted by VisualCode, and the C# programming language is used. 

System evaluation uses two methods, namely black-box testing and user acceptance 

testing using user acceptance testing (UAT). Blackbox test results obtained by 

testing all features and output as expected. The UAT was conducted by giving an 

electronic questionnaire to 24 respondents, 8 respondents were employees of PT 

Siantano, 10 respondents were people who did not know about LLC Siantano's 

products at all, and 6 respondents were people who already knew LLC Siantano's 

products. The UAT assessment category is divided into five categories namely, 

learnability, efficiency, memorability, error, and satisfaction. The average result of 

testing the system as a whole is 88.65% which means the system as a whole is in a 

very decent scale. Based on the value obtained, the application is ready to be used 

by consumers and during the trial process on consumers, it is hoped that the process 

of introducing LLC Siantano's products or the company's branding to consumers 

can be conveyed properly. 

 

Keywords: Furniture, Software Engineering, Augmented reality, Android 
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