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“PERANCANGAN ILUSTRASI PADA BUKU CERITA ANAK BERBASIS
AUGMENTED REALITY SEBAGAI MEDIA EDUKASI PENGENALAN
WARNA”

ABSTRAK

Perkembangan kognitif dan motorik anak usia 4-6 tahun dapat didukung melalui pembelajaran yang
menarik dan interaktif, termasuk kegiatan mengenal, menyebutkan, membedakan, dan
mengategorikan warna dasar. Berdasarkan pengamatan di Misstika Playdate, media pembelajaran
warna yang digunakan masih bersifat konvensional, seperti buku bergambar dan kegiatan mewarnai,
sehingga perhatian anak dapat menurun selama proses belajar. Perancangan ini bertujuan
menghasilkan buku cerita anak yang informatif, menarik, dan interaktif sebagai media edukasi
pengenalan warna bagi anak usia 4—6 tahun di lingkungan Misstika Playdate, sekaligus menciptakan
gaya visual yang mudah dipahami dan mempertahankan perhatian anak. Metode perancangan
dilakukan melalui pengumpulan data primer berupa wawancara dengan pengelola Misstika Playdate
dan observasi kegiatan belajar, serta data sekunder melalui studi pustaka mengenai perkembangan
anak, ilustrasi buku cerita, edukasi warna, dan augmented reality. Tahap perancangan meliputi
penentuan konsep, moodboard, storyboard, redesain karakter, pembuatan ilustrasi, hingga tahap
finishing dan integrasi fitur augmented reality. Hasil perancangan buku cerita “Mika Jowy & Krayon
Ajaib” dengan gaya visual krayon, karakter chibi Mika dan Jowy, serta fitur augmented reality.
Berdasarkan feedback dari Misstika Playdate dan responden, buku dinilai mampu memberikan
pengalaman membaca yang menarik dan menyenangkan serta layak digunakan sebagai media
edukasi pengenalan warna.

Kata Kunci : ilustrasi, buku cerita anak, pengenalan warna dasar, augmented reality



“DEVELOPING ILLUSTRATION FOR AN AUGMENTED REALITY-
BASED CHILDREN'S STORYBOOK AS AN EDUCATIONAL MEDIA FOR
COLOR RECOGNITION”

ABSTRACT

The cognitive and motor development of children aged 4—6 years can be supported through
engaging and interactive learning activities, including activities that involve recognizing, naming,
distinguishing, and categorizing basic colors. Based on observations at Misstika Playdate, the color
learning media used are still conventional, such as picture books and coloring activities, which may
cause children's attention to decrease during the learning process. This design aims to produce an
informative, engaging, and interactive children's storybook as an educational medium for
introducing colors to children aged 4—6 years at Misstika Playdate, while also creating a visual
style that is easy to understand and able to maintain children's attention. The design method was
carried out through the collection of primary data in the form of interviews with the manager of
Misstika Playdate and observations of learning activities, as well as secondary data obtained
through literature studies on child development, children's book illustration, color education, and
augmented reality. The design process included concept development, moodboard creation,
storyboard development, character redesign, illustration creation, finishing, and integration of
augmented reality features. The resulting children's storybook, “Mika Jowy & Krayon Ajaib,”
features a crayon-based visual style, chibi characters Mika and Jowy, and augmented reality
features. Based on feedback from Misstika Playdate and the respondents, the book was considered
capable of providing an engaging and enjoyable reading experience and suitable for use as an
educational medium for introducing colors.

Keywords : illustration, children’s storybook, introduction to primary colors, augmented reality
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