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INTISARI

Minat belajar anak usia 5-6 tahun kurang saat dirumah menurut hasil
wawancara yang didapat dari orang tua dari anak di TK Tiara Bunda. Anak-anak
lebih suka bermain saat dirumah padahal saat di sekolah anak-anak sangat semangat
belajar.

Untuk memotivasi minat belajar anak saat dirumah maka perlu dibuatkan
sebuat permainan yang didalamnya juga terdapat edukasi. Dengan menggunakan
telmologl augmented reality dengan teknik er based tracking maka akan
memunculkan 3D objek

gmented Reality, Marker Based Tracking,
Profesi.
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ABSTRACT

The interest in learning children aged 5-6 years is less when at home
according to the results of interviews obtained from parents of children at the Tiara
Bunda Kindergarten. Children prefer to play at home even though when they are
in school children are very enthusiastic about learning.

To motivate children's learning interest at home, a game needs to be made
in which there is also education. By using augmented reality technology with
marker based tracking techniques, it will pr ¢ a card game that can bring

: Profession recognition is
aught so that they can
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