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INTISARI

Smartphone telah menjadi sarana dalam kehidupan sehari-hari. Dengan
perkembangan tersebut, terutama jenis smartphone dari tahun ke tahun terus
mengalami kemajuan yang sangat pesat, terutama pada smartphone android.
Dengan demikian media pembelajaran pengenalan warna berbasis android sangat

membantu untuk KB Karima Sala

ngenalan warna yang dimana

Pengenalan wa sebelumnya pendidik
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ABSTRACT

Smartphones have become a means of everyday life. With these
developments, especially the type of smartphone from year to year continues to
progress very rapidly, especially on Android smartphones. Thus the Android-
based color recognition learning media is very helpful for KB Karima Salama in

color recognition where the introducti in KB Karima Salama, which

was previously a ing the lecture method by
e classroom. It can

ing, there are

earning media so that children can un

a can be used by educators to facilitate le

anding of the colors being taught. With this learn

en will find it easier to remember or understand colo

what they will learn because it is p

ed application.
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