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ABSTRACT 

The use of augmented reality technology as an auxiliary medium in the wheel selection process is proof of the 

very rapid development of technology. An effective way to make work easier is by utilizing augmented reality 

technology, namely combining two-dimensional objects or three-dimensional objects that are applied to the 

real world. In other words, augmented reality is a combination of two or three-dimensional objects with the 

real world. A lot of time and energy is simply spent during the process of replacing car rims because the car 

owner does not feel comfortable with how to disassemble the rims, therefore the augmented reality application 

is a breakthrough to simplify and speed up the process of selecting rims, the method used is concept, design, 

assembly, testing, and distribution. The result of the research is an augmented reality application to simplify 

the process of selecting and replacing car rims on Impala auto fashion. 
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INTRODUCTION 

Augmented reality itself is an environment that inserts 3D virtual objects into a real 

environment. AR allows users to interact in real-time (Al Fatta, 2007; Gorbala & Hariadi, 

2010). The use of AR has now expanded to various aspects of our lives and is projected to 

experience very significant development. This is because the use of AR is very interesting and 

makes it easy to use it to do things (Fachrurozi & Wibowo, 2023; Gusty Syafruddin, 2018; 

Nazruddin Safaat H, 2012). For some car owners, modification by replacing standard rims with 

racing or competition models is not something that is often done. The aim of replacing the rims 

on a car is to make the car look more attractive according to the desired character (Aprianto et 

al., 1945; Kevin Anggara, 2022). However, in reality, replacing rims is not as easy as you might 

imagine by just going to the rim shop then looking for a suitable model and installing it. From 

the results of the researcher's interviews with shop owners, there are still several complaints 

that are often encountered because not all the rims sold match what customers want, in terms 

of model and specifications, so the author plans to create an augmented reality application to 

make the process of selecting rims easier (Darnita & Pranata, 2021; Maramis, 2016; Rifa’i et 

al., 2014). 

The application of Augmented Reality application to help customers choose rims is 

expected to help and make it easier for consumers who are looking for rims at Impala Auto 

Fashion which is located at Jalan Gerilya Purwokerto, as well as able to improve service and 

as a facility to make it easier for consumers to choose custom rims because it uses Augmented 

technology reality so that consumers can easily choose rims that are suitable for use with their 

vehicle (Alam, 2021; Fransiska et al., 2017; Muntahanah et al., 2017). 
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With this in mind, the author tried to create an application called "Augmented Reality 

Rims". This application has the main feature, namely displaying the Augmented Reality of the 

rim that will be selected and providing information about the rim itself in the form of diameter, 

price range, and number of bolt holes. 

 

METHOD 

The method used in system development in this research is the multimedia development 

life cycle (MDLC) with the Luther-Sutopo version (Rentor, 2013). 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

The MDLC development stages are as follows: 

 

1. Concept 

In this stage, the purpose of the application is determined, namely to make it easier for 

consumers to choose rims with Augmented reality so that consumers can more easily match 

the rims they want available at Impala Auto Fashion for consumer cars and save time and 

energy for handling mechanics. 

2. Design 

Design (design) At this stage, detailed application specifications are made in an application 

design, apart from determining what needs will be needed to apply the concept that has been 

created. 

3. Material Collecting 

Material collecting is collecting materials according to needs by collecting data in Impala 

Auto Fashion in the form of photos of wheel rims which will be entered into the application. 

4. Assembly 

In this stage, several software are used such as Adobe Photoshop, Vuforia, and Unity 3D. 

5. Testing 

This stage is tested by the manufacturer or carried out by the manufacturer himself. In 

testing this application, the accuracy of the object is checked based on the marker, because it 

only uses one marker. The next test is testing the availability of objects/objects with a size that 

matches the size of the rim so that the marker is well highlighted. 
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6. Distribution 

In this stage, applications that have been tested and declared good according to the purpose 

of manufacture will be given to Impala Auto Fashion. 

 

RESULTS AND DISCUSSION 

Concept  

This augmented reality application aims to help Impala Auto Fashion customers choose 

wheel rims to be installed on their cars to shorten the time compared to the disassembly method, 

as well as lighten the burden on the mechanics who install them. This application can only be 

used on Android devices with cameras, Android specifications must be Jellybean and above, 

and requires approximately 80MB of internal memory. 

 

Design 

Design is the stage of making specifications regarding the architectural style program, 

appearance, and material or material requirements which are carried out in detail because they 

will have an impact on the next stage. 

a. Shooting 

 

 
Figure 1 Photo of Vossen wheels rims 

 

b. Create PNG material 

 

 
Figure 2 Process of making rims in PNG format 
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c. Coding 

 
Figure 3 Coding 

 

Material Collection (material collecting) 

Material collection is the stage of collecting materials that suit the needs being worked on. 

These materials include wheels, backgrounds, and icons that will be included in the application. 

a. Making Markers 

 
Figure 4 Database on the Vuforia website 

 

 
Figure 5 Markers 
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b. Making rims in PNG format 

 

 

 

 

 

 

 

 

 

 

 

Figure 6 Making PNG rims  

c. Making applications 

 

 
Figure 7 Import Marker 

 

d. Import rims 

  

 
Figure 8 Imported Rims 
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e. Create a Canvas 

 
Figure 9 Create a canvas  

 

f. Add Text 

 
Figure 10 Adding Text  

 

g. Adding a Button 

 
Figure 11 Adding Button 
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h. Measure the rim with a marker 

 

 
Figure 12 Measuring Rim with Marker  

 

i. Adding Script 

 

 
Figure 13 Adding Script 

 

Testing 

In this test, the author carried out two types of testing, namely system testing and acceptance 

testing. Testing the Augmented Reality Rim application as a whole (Haris & Hendrati, 2018; 

Sudyatmika et al., 2014). In this stage, the Black Box method is carried out testing. Black Box 

testing is program testing based on program function. There were a total of 20 respondents with 

a total of 6 questions, so the score interval for each question was 20-80, the highest score for 

strongly agrees is 4 x 20 = 80, while for disagreeing 1 x 20 = 20, the solution uses the index 

formula. 

 

CONCLUSION 

In conclusion, the development of the Augmented Reality Application for Wheels, crafted 

through the sophisticated Unity 3D software, stands as a commendable achievement. The 
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application, meticulously tested through black box testing, has successfully aligned with the 

envisioned design, as evidenced by the conclusive test results. This innovation has now 

materialized into a practical and user-friendly mobile application. By submitting this 

technology to Impala Auto Fashion, it not only fulfills its intended purpose as a tool for 

consumers to effortlessly navigate and select wheels for purchase but also emerges as a highly 

beneficial and recommendable solution within the automotive industry. This accomplishment 

underscores the effectiveness and relevance of utilizing cutting-edge technology, reinforcing 

its potential to enhance consumer experiences and streamline decision-making processes in the 

realm of auto customization. 
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