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INTISARI

Perkembangan teknolgi informasi mendorong pemanfaatan media
pembelajaran digital dalam pendidikan anak usia dini. Namun, proses pembelajaran
pengenalan hewan di taman kanak-kanak masih didominasi oleh media
konvensional, sehingga penyajian materi belum optimal dalam menampilkan
visualisasi hewan secara konkret. Kondisi ini menunjukkan perlunya media
pembelajaran yang lebih interaktif dan sesuai dengan karakteristik belajar anak usia
dini.

Penelitian ini bertujuan untuk mengembangkan aplikasi pembelajaran
berbasis Augmented Reality (AR) sebagai media pengenalan hewan di TK Bintang
Kecil. Pengembangan aplikasi dilakukan menggunakan metode Multimedia
Development Life Cycle (MDLC) yang meliputi tahap concept, design, material
collecting, assembly, testing, dan distribution. Aplikasi dikembangkan dengan
Unity 3D dan Vuforia SDK, serta menampilkan objek hewan tiga dimensi yang
dilengkapi audio narasi dan kuis interaktif.

Hasil penelitian menunjukkan bahwa aplikasi -Augmented Reality yang
dikembangkan berjalan dengan baik dan dinilai layak digunakan sebagai media
pembelajaran pengenalan hewan. Berdasarkan penilaian ahli media dan respons
guru, aplikasi memiliki tampilan yang menarik, mudah digunakan, serta sesuai
dengan kebutuhan pembelajaran anak usia dini di taman kanak-kanak.

Kata Kunci: Augmented Reality, Media Pembelajaran, Pengenalan Hewan, Anak

Usia Dini, MDLC
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ABSTRACT

The rapid development of information technology has encouraged the use
of digital learning media in early childhood education. However, the process of
introducing animals in kindergarten is still largely dominated by conventional
media, which limits the presentation of concrete and engaging animal
visualizations. This condition indicates the need for more interactive learning
media that aligns with the learning characteristics of young children.

This study aims to develop an Augmented Reality (AR) based learning
application as a medium for introducing animals at TK Bintang Kecil. The
application was developed using the Multimedia Development Life Cycle (MDLC)
method, which consists of the stages of concept, design, material collecting,
assembly, testing, and distribution. The application was built using Unity 3D and
the Vuforia SDK, and it presents three-dimensional animal objects accompanied by
audio narration and interactive quizzes.

The results of the study indicate that the developed Augmented Reality
application functions properly and is considered suitable for use as a learning
medium for animal introduction. Based on evaluations from media experts and
feedback from teachers, the application features an attractive interface, is easy to
use, and meets the learning needs of early childhood students in kindergarten
settings.

Keywords: Augmented Reality, Learning Media, Animal Introduction, Early
Childhood Education, MDLC

X1V



