
CHAPTER 1.

INTRODUCTION

1.1 Background

As computers amplify in power and reduce in size, new mobile, wearable,

and persistent computing applications are swiftly becoming feasible, providing

people access to online resources always and everywhere. This new flexibility

makes probable new kind of applications that utilize the person's surrounding

context. Augmented reality (AR) presents a principally powerful user interface

(UI) to context-aware computing environments. AR systems integrate virtual

information into a person's physical environment so that he or she will perceive

that information as existing in their surroundings. Mobile augmented reality

systems (MARS) offer this service without constraining the individual’s position

to a specially equipped area. Ideally, they work virtually anywhere, adding a

palpable layer of information to any environment whenever desired. By doing so,

they hold the potential to revolutionize the way in which information is presented

to people. Computer-presented material is directly integrated with the real world

surrounding the freely roaming person, who’s able to interact with it to display

related information, to pose and resolve queries, and to collaborate with other

people. The world becomes the user interface [1].

Along with the rise of the internet era, the real estate industry has

undergone major changes in the way they process a real estate sale. In general,

the process of marketing and buying real estate has been largely the same since

 



then. A potential buyer finds the estate that they are interested in and contacts the

real estate agency that represents them. The only differences have been the

variations on how the buyer and the agency interact and the kind of media the

agency advertises on. Now, with the popularity of mobile devices and mobile

applications there are even more ways to truly revolutionize the real estate market.

Augmented Reality technologies have both the usability and feasibility to

facilitate a more interactive and efficient technology-based sale process to

potential buyers.

1.2 Problem Definition

The real estate industry is one of the fastest-growing and lucrative industries

in Indonesia. Although the majority of the real estate market boom is located in

the capital, Jakarta, the vast spaces of uncharted lands all across the islands are an

indicator that there is still room for growth in the national real estate market.

There are currently over 60 real estate agencies operating in Jakarta alone.

With so many real-estate agencies in Jakarta to choose from, the

development of a new real estate application that will be able to revolutionize the

industry will certainly be a lucrative and useful endeavor. The main technology

that is currently being utilized by most real estate agency is a simple website that

catalogs their listing and allows potential buyers to browse the available estates

from the comfort of their own home. While this is a vast improvement than

having to locate and see each individual estate in person, there is still room for

improvement in terms of practicality and efficiency. In terms of marketing, this

 



process also leaves a lot to be desired. For example, a simple picture is not truly

able to capture the full notion of a property. There are factors that come into play,

such as; ambience, neighbourhood, safety, traffic density and convenience, in

order for the buyer to make a sound decision.

Based on this information, an application can be developed to address this

existing problem. Potential buyers can, through their mobile devices, view the

property they are interested in, in real time. Using Augmented-Reality

Technology and Geo Location, potential buyers can now see the property along

with their relevant environmental information. An application such as this will

also allow buyers to get to know the neighbourhood they’re at.

An application can increase user interactivity and usability, it will also

reduce the time it usually takes to view a property since potential buyers no longer

need to go through the motions of manually setting up an appointment and

wasting valuable time just to view a property they may not be interested in given

the sufficient information. Detailed information and images should also be

featured extensively in the proposed application. All the vital information

necessary to cement a buyer’s interest in a property can be available on their

mobile devices. This means that anytime, anywhere users go, the house-hunting

process never stops. If potential buyers suddenly find themselves in a

location/neighbourhood, the proposed application can be used to scope out the

area in search for available homes or business properties. In addition, potential

buyers can also determine the value of that property by scoping out the

neighbourhood itself.

 



1.3 Application Limitations

The problem limitations described in this paper are as follows:

1) The proposed application detects locations that are within the radius

specified in the application settings.

2) The locations detected on the proposed application are locations that have

been input in the MySQL database by authorized users.

3) The locations input are limited to only residential and commercial

properties available for sale and/or for rent and any relevant

neighbourhood locations.

1.4 Objectives

The main objective of this research and application development is to create

an application that will further revolutionize the sale and marketing process of the

real estate industry by increasing practicality, usability and, by virtue, decreasing

the time and error potential of the real estate sale process.

1.5 Methodology

1) Research on the current real estate sale processes and business systems.

2) Define the problem areas of the current system and presenting a solution.

3) Design and develop a mobile application using Augmented Reality and

Geo-Location technology.

4) Evaluate the application created using the black box method.

5) Document the application development process and progress.

 



1.6 Writing Structure

This report will consist of 5 chapters:

CHAPTER 1. INTRODUCTION

Discusses in general the background, definitions and objectives of the topic

covered.

CHAPTER 2. THEORETICAL FOUNDATIONS

Consists of the theories used as the backbone and foundations of this paper.

CHAPTER 3 SYSTEM DESIGN & ANALYSIS

Details the elements of the problem definitions and the supporting success

factor of the application. Also includes the design and methods crucial to the

application development.

CHAPTER 4 IMPLEMENTATION & TESTING

Discusses the implementation of the system. Also includes the results of

initial testing and evaluation.

CHAPTER 5 CONCLUSION & FUTURE DEVELOPMENTS

Summarizes the application as a whole, suggestions for further

improvements and future development.

 


