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INTISARI

Maten permbelajoran temtang hewan poada anak usia dim menjadi suatu
permasalahan untuk guru pengajar, Khususnya pada TK Bakti 6 kowang yang
masih menggunakan buku dibantu buku, dan gambar pajangan tersebut masih
saugnitmhuhssehiugg&mmaulﬂmmgﬂzhuljmis—jenjshmmmm fuas.
Penelitian inl mengkaji tentang Imrangnm media pembelajaran yang nteraktif
untuk lebih  memperkenalkan _- ik Indonesia. Seiring dengan

k metode pembelajaran vang

lity PEngoRSepan feonceps), PeID
al collecting), pembuistan (assermiy
{elistribution). Hasil penelitian ini dihars
r E:rperftm] tumug tdautuga Augmented

wan endemik Indonesia
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ABSTRACT

Learming material abow animals in early chifdhood is o problem for
feaching teachers, especially at Bakti § Kowang Kindergarten which still uses
boaks assisted by hooks, and the display pictures are still very limited so students
Sind it difficalt b know the tvpex of animals in general. Thiz research examings the
lack af intevactive fearnming media to better imtroduce ndonesia’s endemic animals,
Along with the times, cwrrently there are many :_'mnﬂ'ng methods thar take

advantage of I‘m-'innﬁ:@.!mn' :qp.ﬁ'.[fﬂm iy its application, one of wiich is
i ; ented Rewlity ix a technology that combines
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