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PERANCANGAN ANIMASI PADA BUKU CERITA ANAK BERBASIS
AUGMENTED REALITY SEBAGAI MEDIA EDUKASI PENGENALAN
WARNA

ABSTRAK

Anak usia 4-6 tahun di Misstika Playdate menunjukkan karakteristik generasi Alpha yang lebih
tertarik pada media visual bergerak dan interaktif, sementara media pengenalan warna yang tersedia
masih didominasi buku cerita bergambar dan kertas mewarnai statis dua dimensi sehingga kurang
mampu mempertahankan atensi anak. Perancangan ini bertujuan menghasilkan animasi pada buku
cerita anak "Mika Jowy & Krayon Ajaib" berbasis Augmented Reality (AR) sebagai media edukasi
pengenalan warna bagi anak usia dini di Misstika Playdate. Metode perancangan menggabungkan
tahapan produksi animasi Djalle (praproduksi, produksi, pascaproduksi) dengan model
pengembangan multimedia Luther-Sutopo (Multimedia Development Life Cycle). Konsep visual
disusun berdasarkan tujuh warna dasar yang dipasangkan dengan bentuk geometris dan objek nyata
mengacu pada teori lingkaran warna Johannes Itten, dengan alur cerita mengikuti pola emosional
rasa penasaran, petualangan, penemuan, dan kegembiraan, serta dialog dwibahasa (Indonesia-
Inggris) antartokoh Mika dan Jowy. Animasi 3D diintegrasikan dengan AR melalui mekanisme
marker-based tracking, di mana bentuk yang telah diwarnai anak memicu kemunculan objek 3D,
dialog naratif, dan audio dwibahasa secara bersamaan. Hasil perancangan berupa purwarupa buku
cerita bergambar fisik yang terintegrasi dengan aplikasi AR berbasis Android, dengan gerakan
animasi sederhana yang disesuaikan dengan kemampuan motorik dan atensi anak usia
praoperasional. Hasil uji coba produk menunjukkan respons positif, khususnya pada aspek
kemenarikan fitur AR sebagai pelengkap pengalaman membaca konvensional. Perancangan ini
membuktikan bahwa Desain Komunikasi Visual mampu menjembatani teori perkembangan kognitif
anak usia dini, teori warna, prinsip animasi, dan teknologi AR ke dalam satu media komunikasi
visual yang aplikatif.

Kata kunci: animasi, augmented reality, buku cerita anak, pengenalan warna, anak usia dini
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ANIMATION DESIGN IN CHILDREN'S STORYBOOKS BASED ON
AUGMENTED REALITY AS AN EDUCATIONAL MEDIA FOR COLOR
RECOGNITION

ABSTRACT

Children aged 4-6 years at Misstika Playdate exhibit Generation Alpha characteristics that draw
them toward moving, interactive visual media, while the available color-recognition media remain
dominated by conventional picture books and static two-dimensional coloring sheets that struggle
to sustain children's attention. This final project aims to design animation for the children's
storybook "Mika Jowy & Krayon Ajaib" based on Augmented Reality (AR) as an educational
medium for color recognition among early-childhood learners at Misstika Playdate. The design
method combines Djalle's animation production stages (pre-production, production, post-
production) with the Luther-Sutopo Multimedia Development Life Cycle model. The visual concept
is built around seven basic colors paired with geometric shapes and real-life objects, referring to
Johannes Itten's color wheel theory, with a story flow following the emotional pattern of curiosity,
adventure, discovery, and joy, complemented by bilingual (Indonesian-English) dialogue between
the characters Mika and Jowy. The 3D animation is integrated with AR through a marker-based
tracking mechanism, in which shapes colored by the child trigger the simultaneous appearance of
3D objects, narrative dialogue, and bilingual audio. The design output is a physical picture-book
prototype integrated with an Android-based AR application, featuring simple movements suited to
the motor skills and attention span of children in the preoperational stage. Product trial results
showed a positive response, particularly regarding the appeal of the AR feature as a complement to
conventional reading experiences. This design demonstrates that Visual Communication Design can
bridge early-childhood cognitive development theory, color theory, animation principles, and AR
technology into a single applicable visual communication medium.

Keywords: animation, augmented reality, children's storybook, color recognition, early childhood
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