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ABSTRACT 

 

 

BUSINESS ANALYSIS AND DESIGN AND PRODUCT DEVELOPMENT OF 

BILDBOX! – A SELF-SERVICE PHOTO BOOTH THAT IMPLEMENTS 

AUGMENTED REALITY BY USING DEPTH CAMERA BASED AUGMENTED 

REALITY 

 

By 

 

Marchelno Leeson 

James Purnama M. Sc., Advisor 

Dr. Maulahikmah Galinium, S.Kom., M. Sc., Co-Advisor 

 

 

SWISS GERMAN UNIVERSITY 

 

 

 

The purpose of the research is to develop BildBox!, a self-service photo booth that 

applied augmented reality that allow 3D superhero costumes to be projected on the 

user’s body. Business analysis of the product is also conducted in this research to know 

the potential of the product. The author also explains the features that are in BildBox! 

such as picture taking, picture preview, etc in the report. The program used to make 

BildBox! software is by using Unity Engine and the augmented reality projection is by 

using Kinect v2 depth camera. To use BildBox!, customer needs to stand in front of 

BildBox! and later the depth camera will detect the customer’s body and made joints 

for the body parts where later it will be synchronized with the 3D model clothes that 

has joints too. BildBox! is developed in order to validate the idea whether the public is 

interested in having a photo box that implemented augmented reality. In this report, the 

survey result conducted to BildBox! testers are shown. There are three type of questions 

asked; the demography and psychography of the respondents, product feedback and 

their interest on BildBox!’s future work. 

Keywords: Augmented Reality, Depth Camera, Kinect, Unity Engine 
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