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ABSTRAK 

Sektor bisnis masih menjadi penopang utama dalam kemajuan ekonomi 

digital di Indonesia. Salah satu kemajuan teknologi dalam transformasi 

digital adalah Metaverse berupa Augmented Reality. Pemanfaatan 

teknologi Augmented Reality menciptakan gaya modern baru masyarakat 

seperti adanya aktivitas belanja online. Maraknya aktivitas belanja online 

membuat tiap pelaku bisnis selalu ingin memberikan inovasi dan 

menciptakan strategi agar usahanya dapat tetap bertahan serta bersaing. 

Hal ini turut dirasakan oleh pelaku usaha konveksi warung kathok yang 

merupakan salah satu usaha mikro di bidang fashion di Cilacap. Selama 

perjalanan bisnisnya, pemilik usaha warung kathok merasa kesulitan 

dalam promosi penjualan produk. Teknik promosi 2D yang dilakukan 

menyebabkan informasi tentang produk tidak tersampaikan dengan 

maksimal dan tidak dapat mencakup jangkauan luas. Solusi atas 

permasalahan yang dihadapi konveksi warung kathok akan menerapkan 

teknologi augmented reality (AR) agar bisa bersaing di dunia industri 

serta sebagai sarana pemasaran yang lebih interaktif, inovatif dan 

komunikatif. Penulis bertujuan membuat aplikasi augmented reality 

menggunakan metode pengembangan Multimedia Development Life 

Cycle model Luther. Aplikasi ini bertujuan untuk menampilkan produk 

secara tiga dimensi sehingga diharapkan dapat menarik perhatian 

konsumen.  

 

Kata kunci: customer, promosi, augmented reality, Multimedia 

Development Life Cycle.
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ABSTRACT 

The business sector is still the main support for the advancement of the 

digital economy in Indonesia. One of the technological advances in 

digital transformation is the Metaverse in the form of Augmented Reality. 

The use of Augmented Reality technology creates a new modern style of 

society such as online shopping activities. The rise of online shopping 

activities makes every business person always want to provide innovation 

and create strategies so that their business can survive and compete. This 

is also felt by the kathok shop convection business, which is one of the 

micro businesses in the fashion sector in Cilacap. During his business 

trip, the kathok stall business owner found it difficult to promote product 

sales. The 2D promotion technique used causes information about the 

product not to be conveyed optimally and cannot cover a wide range. The 

solution to the problems faced by the kathok shop convection will apply 

augmented reality (AR) technology so that it can compete in the industrial 

world as well as a more interactive, innovative and communicative 

marketing tool. The author aims to create augmented reality applications 

using the Luther model Multimedia Development Life Cycle development 

method. This application aims to display products in three dimensions so 

that it is expected to attract the attention of consumers.  

 

Keyword: customer, promotion, augmented reality, Multimedia 

Development Life 
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