INTI SARI

Perancangan ini berjudul “Perancangan Media Pembelajaran tentang
Mengenal Huruf Sebagai Upaya Pengembangan Kognitif Anak bagi Guru
PAUD/TK” seperti media pembelajaran, untuk menjadi solusi meningkatkan
pengembangan kognitif anak dengan membubuhkan minat belajar melalui media
tambahan oleh guru PAUD/TK dan orang tua karena minimnya media
pembelajaran untuk mengenal huruf yang inovatif. Solusi tersebut disajikan dalam
bentuk buku ilustrasi yang berisi _pengenalan huruf melalui hewan liar dengan
media tambahan augmented reality.

Metode perancangan ini menggunakan analisis SWOT. Sedangkan, proses
perancangan meliputi-wawancara, observasi lapangan, data kepustakaan, kuisioner
online, dan dokumentasi. Proses penciptaan karya melalui beberapa tahap yang
terstruktur yaitu brainstorming, sketsa, storyline, studi warna, studi tipografi dan
storyboard. Buku ilustrasi merupakan media informatif yang ditangkap dengan
baik oleh indera penglihatan bagi anak-anak.

Media pendukung dari perancangan tersebut berupa augmented reality,
coloring books, kartu huruf, puzzle board, e-book, poster, x-banner, tote bag, dan
stiker bonus dalam buku.

Kata kunci: Buku ilustrasi, Mengenal Huruf, Media Pembelajaran



ABSTRACT

The design is entitled "The Introduction of a Learning Media as a Child's
Cognitive Development Effort for Kindergarten Teachers," is such as the learning
media, to become a solution to increasing children's cognitive development by
taking an interest in learning through additional media by the kindergarten teacher
and parents because of the lack learning media to know the alphabet by an
innovative method. The solution is featured in a book of illustrations containing
introducing alphabet through wild animals with augmented reality as an additional
media.

This method of design using SWOT analysis. The design process, on the
other hand, ‘includes interviews, observations, literature data, online
questionnaires, and documentaries. The process of creation involves a number of
structured stages of brainstorming, sketches, storyline, color study, typographic
study and storyboard. The illustration book is an informative media that is well
captured by the sense of sight for children.

Supporting media on the design is a augmented reality, coloring book, a
pocket flash card, e-book, poster, x-banner, tote bag, and sticker bonus.in the book.

Keyword: Illustration book, Alphabet Introduction, Learning Media
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