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ABSTRACT 
 

Japan Culture is a brand and media provider of photography and videography 
services, the Japan Culture store is located at Jalan Kedondong 8, no 83, Rt 05, 
Rw 02, Depok Jaya Village, Pancoran Mas District, Depok Pagi City. It has an 
offline and online sales system. After the author made direct observations to the 
Japan Culture store, the author realized the ineffectiveness of introduction and 
promotion media, especially in selling their products. Seeing from these 
problems, the author wants to provide a solution by introducing the Japan 
Culture brand to the public through an interactive application about introducing 
the Japan Culture brand with augmented reality media. This application has the 
main feature of augmented reality which will bring up 3D objects. Which will 
then display an explanation of what japan culture is in order to provide 
information related to the brand by using new media in the form of augmented 
reality to make it more interactive and interesting so that it is expected to 
increase the introduction and sales of the brand's products. This application is 
built using Unity software with Vuforia augmented reality engine and other 
software so that this application can be used.  
Keywords: brand Japan Culture, Application, Media Introduction, Augmented 
Reality 

ABSTRAK 
 

Japan Culture adalah brand dan juga media penyedia jasa fotografi dan videografi, 

store Japan Culture terletak di Jalan Kedondong 8, no 83, Rt 05, Rw 02, Kelurahan 

Depok Jaya Kecamatan Pancoran Mas, Kota Depok. Japan Culture memiliki sistem 

penjualan secara offline dan online. Setelah penulis melakukan observasi langsung 

ke store Japan Culture, penulis menyadari kurang efektifnya media pengenalan dan 

promosi khususnya pada penjualan produknya. Melihat dari permasalahan tersebut, 

penulis ingin memberikan solusi dengan mengenalkan brand Japan Culture kepada 

masyarakat melalui aplikasi tentang mengenalkan brand Japan Culture dengan 

media augmented reality. Aplikasi ini memiliki fitur utama augmented reality yang 

akan memunculkan 3D objek. Yang kemudian akan menampilkan penjelasan 

tentang penjelasan apa itu Japan Culture guna memberikan informasi terkait brand 

tersebut dengan menggunakan media baru berupa augmented reality agar lebih 

interaktif dan menarik sehingga diharapkan dapat meningkatkan pengenalan serta 

penjualan produk brand tersebut. Aplikasi ini dibangun menggunakan perangkat 

lunak Unity dengan engine augmented reality Vuforia dan perangkat lunak lainnya 

sehingga aplikasi ini dapat digunakan. 

Kata Kunci : brand Japan Culture,  Aplikasi, Media Pengenalan, Augmented 

Reality 
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