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ABSTRAK 

Awang Madi Rahman. Aplikasi Karakter Background Berbasis AR, (dibimbing 

oleh Muhammad Basri dan Hj. A. Irmayani Pawelloi). 

 Augmented Reality (AR) adalah perpaduan antara benda nyata dan maya di 

lingkungan nyata, dalam interaktif waktu nyata, dan integrasi 3 (tiga) atau 2 (dua) 

dimensi antar benda, yaitu benda maya yang terintegrasi secara waktu nyata. 

Objek nyata dan virtual dapat digabungkan melalui tampilan aplikasi AR, 

interaksi dapat dicapai melalui perangkat inputan, dan integrasi yang baik 

memerlukan pengambilan yang efektif dan efisien. Aplikasi karakter background 

berbasis AR membuat aplikasi android yang menggunakan metode Markless  

untuk mendeteksi background dan menggunakan bahasa pemograman javascript 

serta aplikasi dikembangkan pada ponsel android. Saat menggunakan AR dapat 

menggunakan aplikasi spark AR studio untuk membangun sebagai komponen 

utama dan perangkat lunak spark AR play menghasilkan latar belakang di android. 

AR dapat menggabungkan berbagai objek buatan manusia pada komputer baik 2D 

(dua dimensi) atau 3D (tiga dimensi) kedalam ruang nyata disekitarnya secara 

real time. Hasil pengujian menggunakan metode black-box dan white-box dengan 

aplikasi karakter background berbasis AR membahas tentang removel background 

tanpa mengedit ulang dan sudah tersedia untuk diupload ke facebook, instagram, 

messenger dan video call . Aplikasi karakter background paling baik digunakan 

dalam jarak ±30 cm sampai ±3 m. Aplikasi menghasilkan latar belakang dengan 

menekan tombol yang sudah disediakan  adalah (X, 1, 2, 3, 4, 5, +). 

Kata Kunci :  Augmented Reality, Spark AR Studio, Spark AR Hub, Android, 

Spark AR Play, Javascript, Background. 
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ABSTRACT 

Awang Madi Rahman. AR Based Background Character Application, 

(supervised by Muhammad Basri and Hj. A. Irmayani Pawelloi). 

 

Augmented Reality (AR) is a combination of real and virtual objects in a 

real environment, and there is integration between objects in 3 (three) or 2 (two) 

dimensions, Namely virtual objects are integrated in real time. Merging of real 

and virtual objects is possible with synchronized display technology, interactivity 

via proprietary input devices, and good integration requires effective and efficient 

tracking. This AR-Based Background Character Application will create an 

Android application that uses the Markeless AR method to detect the Background. 

This application uses the javascript language. This application is developed on 

Android phones. In the use of AR, it can be built using the Spark AR studio 

application as the main component and using Spark AR Play for software to 

generate Background in Android. AR is a technology that can combine various 

artificial objects on a Computer, 2D (two-dimensional) or 3D (three-dimensional) 

into the real space around them in realtime. The results that have been tested 

using the blackbox and whitebox methods, the results of the AR-Based 

Background Character technology application discusses how to delete or delete 

the Background without modifying it again, and can already be Uploaded on 

social media both on Facebook, Instagram, messenger and video calls. 

Background character application is better to use at a distance of ±30 cm to ±3 

m. And this application gene Background by pressing the provided buttons such 

as (X, 1, 2, 3, 4, 5, +). 

Keywords: Augmented Reality, Spark AR Studio, Spark AR Hub, Android, Spark 

AR Play, Javascript, Background. 
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