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PERANCANGAN 3D MODEL PADA BUKU CERITA ANAK
BERBASIS AUGMENTED REALITY SEBAGAI MEDIA EDUKASI

PENGENALAN WARNA

ABSTRAK

Misstika Playdate, sebagai penyelenggara kegiatan bermain sambil belajar bagi anak usia dini (4—6
tahun), masih mengandalkan media konvensional dua dimensi yang bersifat statis dalam
mengenalkan warna, sehingga kurang mampu mempertahankan fokus dan minat belajar anak.
Perancangan ini bertujuan menghasilkan 3D model karakter dan properti untuk buku cerita anak
"Mika Jowy & Krayon Ajaib" berbasis Augmented Reality (AR) sebagai media edukasi pengenalan
warna dan bentuk (shape) bagi anak usia dini, dengan gaya visual yang selaras dengan ilustrasi hand-
painted crayon pada buku tersebut. Metode yang digunakan adalah deskriptif kualitatif melalui
observasi partisipan, wawancara semi-terstruktur, dan studi pustaka, dilanjutkan dengan tahap
pengembangan produk berbasis pendekatan Design Thinking (Empathize, Define, Ideate, Prototype,
Testing). Proses produksi 3D dilakukan menggunakan Blender untuk tahap modeling dan rigging
sederhana, serta Substance Painter untuk tahap texturing dengan alur kerja Physically Based
Rendering (PBR). Hasil perancangan berupa aset 3D low-poly karakter Mika, Jowy, dan properti
pendukung dengan tekstur bergaya hand-painted crayon yang konsisten dengan ilustrasi buku
aslinya, sehingga siap digunakan sebagai media edukasi pengenalan warna dan bentuk berbasis
Augmented Reality di lingkungan Misstika Playdate. Perancangan ini masih terbatas pada tahap 3D
modeling dan texturing, sehingga implementasi ke sistem AR dan pengujian pada pengguna akhir
disarankan untuk dikembangkan pada penelitian selanjutnya.

Kata kunci: 3D modeling, Augmented Reality, pengenalan warna, anak usia dini, texturing
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DESIGNING 3D MODEL FOR AUGMENTED REALITY-BASED
CHILDREN’S STORYBOOKS AS AN EDUCATIONAL TOOL COLOR

RECOGNITION

ABSTRACT

Misstika Playdate, an organizer of play-based learning activities for early childhood (ages 4—6),
still relies on static two-dimensional conventional media to introduce colors, which is less effective
in maintaining children's focus and learning interest. This design project aims to produce 3D models
of characters and properties for the children's storybook "Mika Jowy & Krayon Ajaib" based on
Augmented Reality (AR) as an educational medium for color and shape recognition among early
childhood learners, with a visual style consistent with the book's hand-painted crayon illustrations.
The method used is descriptive qualitative, employing participant observation, semi-structured
interviews, and literature review, followed by a product development stage based on the Design
Thinking approach (Empathize, Define, ldeate, Prototype, Testing). The 3D production process was
carried out using Blender for modeling and simple rigging, and Substance Painter for texturing
following a Physically Based Rendering (PBR) workflow. The design results consist of low-poly 3D
assets of the characters Mika and Jowy, along with supporting properties, featuring hand-painted
crayon-style textures consistent with the original book illustrations, making them ready for use as
an Augmented Reality-based educational medium for color and shape recognition at Misstika
Playdate. This design is still limited to the 3D modeling and texturing stages; therefore,
implementation into an AR system and end-user testing are recommended for further research.

Keywords: 3D modeling, Augmented Reality, color recognition, early childhood, texturing
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