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Abstract of project presented to the Senate of Management & Science University in
partial fulfillment of the requirements for the degree of Bachelor in Creative
Multimedia (Hons.).

DESIGNING AN AUGMENTED REALITY COMIC BOOK FOR
LEARNING SOLAR SYSTEM FOR PRIMARY LEVEL
CHILDREN

Bachelor.in Creative Multimedia
Faculty.of Information Science and Engineering
Management and Science University
University Drive, Off Persiaran Olahraga,
40100 Shah Alam, Selangor.

evanmaulanabahtiar13@dmail.com

ABSTRACT

Faculty: Information Sciences and Engineering

To support the learning process, this project will create a comic book with interactive
augmented reality features. With primary-level sehool children as audiences, using
comic books can actively learn and understand topics related to the solar system and
the parents/teacher will instruct and guide them in using AR applications. In lessons
like science, where abstract ideas are hard to understand, using only the textbook and
not supporting it with other course materials may make students less interested in the
lesson ‘'or make it less effective. The implementation of Comic Books and AR can
speed up the process of accepting learners and attracting them by using cutting-edge
multimediawhile facilitating learning with applied science learning content. Data were
collected from parents who have children'who attend primary-level school in Malaysia
using quantitative methods. Based on the questionnaire that has been distributed to
several parents who have children who'attend primary sehool, it can be seen that comic
book media and supported by AR applications in learning the solar system have a high
interest. This shows that comic book media supported by AR applications can be well
received if it contains elements of infotainment as the main factor and then interspersed
with games and storytelling../And also if there is an Astronaut Panda maseot it becomes
one of the main attractions...Iherefore, there is a need for alternatives other than
textbooks such as comic books and adapting them to technology such as AR. This
study concludes by suggesting issues to be considered in attracting kids to learn and
understand topics related to the solar system.

Keyword : Comic Book, Augmented Reality, Primary-Level, Children, Solar System, Learning


mailto:evanmaulanabahtiar13@gmail.com

eyieyer uaba Niuyaiijod uizi eduey

3
=
o
=
Q
>
Q
3
(1]
3
Q
c
3
c
3
==
o
=
Q.
Q
=]
3
(1]
3
T
(]
=
o
Q
3
<
Q
=
w
m
o
o
=
Q
3
Q
o
Q
c
w
o
c
=
<
=
El
Q
=
<
o
-
<
3
5
Q.
=L
Q
3
o
(1]
3
-
c
=
Q
T
Q
T
c
=]

s
o
(1]
>
Q
c
£,
T
Q
=
o,
Q.
o
=
=
()
e
c
=
==
Q
=]
==
(1]
T
m
=
.
=
Q
Q
=]
<
Q
=
Q
3
Q
N
o
=
]
Of
-
m
=
=4
=
2
o
Q
(1]
=
—
o
=
o
=
-
o

o
°
o
=
Q
c
=
T
o
=
=
o
=
<
o
c
3
-
c
~
=
(1]
T
o
=
-4
=
Q
o
=
T
o
=3
2.
2
=
o
5
T
(1]
=
o
=
o
=
T
o
>
£
=
o
=
5
<
1Y)
3
o
Sh
T
(]
=
=
=
&
=
)
T
=]
=
o
o
T
(]
=
=1
=
o
=]
=
=
=
=~
o
-
o
c
e
=
N
o
c
o
=
)
c
o
-
c
3
o
w
=
o
=

—
<
Q
-
o
3
Q
3
[}
=
Q
c
=
T
©w
()
o
o
Q
o
=)
o
-
o
c
(7]
o
c
-
c
=2
~
o
-
<
o
-
<
©w
=4
-
o
=
T
o
3
[}
3
n
o
3
-
s
3
==
o
=
Q.
o
3
3
[}
=i
<
[}
T
c
-
=
o
>
(7}
c
=
o
[}
-

ac
v
i
8]
o
-+
V)

XL
~
0
©
-+
Y
3,
=
o)
g
=
™
2,
E.
=
=
®
Q
0
=4
e
o
=
3
1
-+
Y

Abstract of project presented to the Senate of Management & Science University in
partial fulfillment of the requirements for the degree of Bachelor in Creative
Multimedia (Hons.).

DESIGNING AN AUGMENTED REALITY COMIC BOOK FOR
LEARNING SOLAR SYSTEM FOR PRIMARY LEVEL
CHILDREN

Bachelorin Creative Multimedia
Faculty of Information Science and Engineering
Management and Science University
University Drive, Off Rersiaran Olahraga,
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evapmaulanabahtiar13@amail.com

ABSTRAK

Faculty: Information Sciences and Engineering

Untuk menyokong proses pembelajaran, projek ini akanimencipta buku komik dengan
ciri realiti tambahan interaktif. Dengan kanak-kanak sekolah peringkat rendah sebagai
penonton, menggunakan buku komik. boleh mempelajari-dan memahami topik yang
berkaitan dengan sistem suria secara aktif dan ibu bapa/guru akan mengarahkan dan
membimbing mereka menggunakan aplikast AR. Dalam pelajaran seperti sains, di
mana idea abstrak sukar difahami, hanya menggunakan buku teks dan tidak
menyokongnya dengan bahan kursus lain boleh menyebabkan pelajar kurang berminat
dalam pelajaran atau menjadikannya kurang-berkesan. Pelaksanaan Buku Komik dan
AR boleh ‘mempercepatkan proses penerimaan pelajar dan menarik mereka dengan
menggunakan multimedia termaju._di samping memudahkan pembelajaran dengan
kandungan pembelajaran sains gunaan: Data dikumpul daripada ibu bapa yang
mempunyai anak yang bersekolah di peringkat rendah di Malaysia menggunakan
kaedah kuantitatif. Berdasarkan soal selidik yang.telah diedarkan kepada beberapa ibu
bapa yang mempunyai anak yang bersekolah rendah, dapat dilihat bahawa media buku
komik dan disokong oleh aplikasi AR dalam pembelajaran sistem suria mempunyai
minat yang tinggi..Ini. menunjukkan media buku komik yang disokong oleh aplikasi
AR boleh diterima dengan baik sekiranya mengandungi elemen-infotainmen sebagai
faktor utama dan kemudian diselitkan-dengan.permainan-dan-penceritaan. Dan juga
jika ada maskot Panda Angkasawan ia menjadi salah satu tarikan utama. Oleh itu,
terdapat keperluan alternatif selain daripada buku teks seperti buku komik dan
menyesuaikannya dengan teknologi seperti AR. Kajian ini diakhiri dengan
mencadangkan isu-isu yang perlu dipertimbangkan dalam menarik minat kanak-kanak
untuk mempelajari dan memahami topik yang berkaitan dengan sistem suria.

Keyword : Comic Book, Augmented Reality, Primary-Level, Children, Solar System, Learning
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CHAPTERII

INTRODUCTION

1.1 Project Background

This research supports the learning process, and the project will create a
comic book with interactive augmented.reality features. With primary-level
school children as audiences; using comic books can.help them actively learn
and understand topics related to the solar system, and the parents/teacher will
instruct and‘guide them in using AR applications. In addition, the application of
augmented reality (AR) technology into the learning process of primary-level
children will stimulate their interest, prevent them from getting bored clearly

while studying and encourage them to think about the solar system.

This study aims to focus on how primary-level children can benefit from
using comic books and augmented reality to learn.about the solar system.
Understanding the material is one of the main objectives of this research. The
most common causes of the lack of understanding of elementary level students
are learning material that is too theoretical and the amount of writing rather than
pictures. There are many approaches to facilitate primary-level student
understanding of solar system education materials, one of which is by presenting
learning book materials as comic books. This research will develop comic-based
learning media for-Solar System material. Because the presentation-comics have
simple characters and elements from the story sequence, including big stories,
but are presented in a way that is short and easy to digest and is accompanied by
interactive words. Designing comic books that appeal to children aged 5-12
years by including all essential textual explanations in bright colors and a

combination of language and visual language accelerates students understanding
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of the intended content. This learning media can streamline time in an
atmosphere that helps accelerate students' understanding of the solar system
material so that students can understand the themes and main ideas of books with

the help of comics (Vii et al., 2022).

However, if teaching and learning techniques-are less interactive, students'
attention will be disturbed when concepts and visuals.are. presented in a
monotonous manner. To overcome this, it is necessary to change the-learning
method. by using technology as a learning media toal so that students are. net
bored with the material presented due to the limitations of teaching aids during
the lesson. The use of technology in question Is to combine the real world (real
objects) with the digital world without changing the shape of the real object using
Android-based Augmented Reality (AR) technolegy with the ‘marker-based
tracking method, which uses markers or markers from each image of objects. On
the comic (Naili et al., 2020) , a recent study found that augmented reality (AR)
applications increased learning performance-in educational settings by 53.3%,
learning motivation by 28.1%, and student engagement by 15% (Koh &
Shaubari, 2021). When augmented reality (AR).applications are used parentsand
teachers should accompany their children when using augmented reality (AR)
applications that support the creation of an interactive learning environment so

that children can learn and-ask-questions about basic.conceptsand features.



eyeyer abap yiuyaiijod uizi eduey

s
o
(1]
3
Q
c
=,
T
o
3
o
Q.
o
=
s
[}
-
<
S,
=
o
S
=
[}
T
[}
=
=
=
Q
o
=]
<
o
=}
Q
3
o
-
o
-
-
=L
=
(1)
=
=
=
2
[
Q
[}
=%
—
o
=
o
=
-
o

N
Qoo
Br7
Q =
S Q@
Qe s
35S
<) =
i
=1
3 <
c ()
3 c
=3 2
o c
= ~
g7
3%
3 5
= =
=
338
T &5
= ©
o
s 5 3
= 2
"< B
o )
o
s @
Q |
59
3 =
ED._ )
g 37
< °
w m
® 03
£ 3 <
c ]
—p el
3073
5] <
s o
- —3
€9 3
= x =
N
3. °
a
o g
o —
3 8
8 5
o
z
o
~ 3
5 T
ST
- =
€ £
- w
i)
=
-~
-
=
-~
§9)
-,
8
s
o
)
N—
[
c
Q8
=
w
=
8
—
<
3
')
w
o
)
2

I
o
=
2]
T
-+
Q

=
o
-
0
©
-+
Y
3,
*.
)
o
;.
®
x
E.
o
=
m
Q
0
=
I
o
=
3
*
-+
Y

—
9
o
-
o
3
Q
3
[}
=
Q
c
=
T
(7]
(1)
o
o
Q
o
=
o
-
o
c
(7]
o
c
-
c
=2
~
o
-
<
o
-
<
©w
=
-
o
=
T
o
3
[}
=
n
o
3
-
s
=
==
o
=
o
o
3
3
[}
=i
<
[}
T
c
-+
=
o
>
(%)
c
3
o
[}
-

1.2

Problem Statement

Lack of knowledge of the solar system among primary-level children
is due to the book being too theoretical.

Our understanding of education has experienced various changes
due to recent innovations in education.in the twenty-first century. In order
to meet our educational needs in this day and age, it is essential to create
educational materials with a fresh perspective for use in the classroom
where”modern teaching and learning. methods are combined.. Several
benefits of teaching materials can be mentioned, sincluding improved
classroom efficiency, learning’ motivation, and continuous learning.
Textbooks written based on.what was learned in the curriculum are
undoubtedly the most-used.course materials when learning about science.
Textbooks make it possible to approach.the topic methodically as a guide
for both teachers and students. But in lessons like science, where abstract
ideas are hard to understand, using only the textbook and not supporting it
with other course materials may make students less interested in the lesson

or make it less effective (Akcanca, 2020).
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Lack of interest in primary-level children toward learning the solar

system.

Most science teachers complained about the students' lack of
engagement and interest in.the material due to.the teacher's challenges in
defining the solarsystem's shape. However, not all'students have access to
the textbook; even though the solar system is described in the beok in its
earlyforms. Because of this, using multimedia learning materials is highly
recommended so that teachers can be expected to provide clear, more in-
depth explanations. Much work has been done using Augmented Reality
(AR) technology in the field of education, including developing a concept
for extending iInformation.from printed -promotional - materials to
promotional media in the form of visuals using: AR technology

(Tresnawati et al., 2019).
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1.3

Objectives of the Project

To provide a better understanding of learning the solar system using
comic books for primary-level children.

One of the earliest methods for young children to communicate and
express their feelings is through. storytelling. Digital storytelling
combines art and stories with audio, video, and pictures. When used as a
learning medium, 1t may be advantageous to capture students interest for
educational purposes. The comic has. long been used in many subjects,
including science, and i1s well known as a method, of telling stories to
kids. The comic could support a better learning environment. The comic
has been used for educational purposes and has shown to be effective in
promoting necessary literacy skills, including scientific literacy, and
strengthening and supporting students literacy - abilities. The
implementation can speed up the process of accepting learners by using
cutting-edge multimedia while facilitating learning with applied science

learning content (Habiddin et al., 2022).
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To help in attracting children using attractive Augmented Reality
(AR) to learn about solar systems.

The uniqueness of fiction, its images, and the way it fits naturally
into the multimedia space all point to the need for a partial revival of the
artistic picture with the help.of augmented reality technology in the
reading process. Whenteaching kids at the primary level how to learn for
the remainder of their lives, it's essential to get them interested in books
and help them seethejoy in the written word. The depth of understanding
a work depends not only on the development of critical thinking and
aesthetic sense, which is linked to a sense of beauty and an'understanding
of the values accumulated-in an artistic image, but also on emotional
intelligence. Therefore, the use of augmented reality technology will
significantly assist in the development of dialogic .interaction with
pictures because It causes their visualization to-be primarily emotional
resonance and encourages the activation of the creative imagination

(Nezhyvaet al., 2022).
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1.4 Significance of the Project

The future generations of the country are fundamentally shaped by
education. The success of teaching and learning is influenced by the accessibility
of ideal learning resources, such as modules and textbooks, learning media, and
the teacher's instructional abilitiesz (Habiddin et al., 2022). From that, we know
education significantly impacts the individuals who:will:make up the country's
future generations.. The accessibility of ideal learning resources, such as modules
and textbooks; as well as learning media and the instructional abilities of the
instructor, are both essential factors in determining whether or not learning and
teaching are successful.

As the conclusion of this study demonstrates, it will be helpful for children,
especially at the primary-level to-learn about the solar system when they study
It. 1t is anticipated that this will reduce the number of children with difficulty
with the learning process. In addition to tackling any other educational obstacles,
the' kids or students can work together with their teachers to gain an
understanding of the solar system. The comic media that will be made will be
printed in the form of a narrative.comic book, which makes it a visual medium.
Comic media that will be_used.as media in the world of education can be
designed according to the needs of students. It means comics can be a more
exciting way to learn about:the solar system.

AR apps are already being used in U.S. and European schools to help
teach. Augmented reality is becoming increasingly popular because it is easy
and convenient to use. To work with AR, they only need a smartphone or tablet,
which can be used for individual tasks, observations, research, and group
projects. With the help of augmented reality (AR) apps on their phones, both

foreign and domestic primary-level children can learn about the solar system,
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water molecules, plants and animals, travel, bring the alphabet to life, see art and
literature, and more (Nezhyvaet al., 2022). The kids will be interested in learning
about the solar system through comic books and interactive Augmented Reality
(AR) applications. Before seeing illustrations of solar system objects displayed

res and.narrative text in a comic book.
1 a2

ould continue to @ and explain the

in AR applications, kids will first see pictul

As students read books,

themes of the il
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Scope of Project
1.5.1 Demographic

By utilizing comic books as a medium and Augmented Reality
(AR) as a technology application, this product will be widely used by
primary-level children in Malaysia“to. learn about the solar system in a

more exciting and more knowledgeable.

1.5.1.1 . Target Audience
Thisproject is aimed at children between the ages of 5
and 12 years old and their guard as a parent or.iteachers for the
target demographic. Most of the target demographic consists
of children offered scope.in primary level. On the other hand,
it 1s possible for them to.do so through the parents of their

children.

1.5.1.2 Location
This project will be implemented in public places in Shah
Alam, Malaysia, and Jakarta, Indonesia. Questioners will be
sent there because there are quite a lot of public places in Shah
Alam to find the target audience, such as parents who bring

children aged 5-12 to be asked to fill out a questionnaire.

1.5.2 Psycographic
When studying science, particularly topics about the solar system,
the kids will encounter content that must be understood in context. The
fact that only some single objects or phenomena in the solar system
could be observed directly is the most challenging aspect of learning

about the solar system. Some examples of this include the object and
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movement of each planet as well as the process by which lunar and solar
eclipses happen. For the purpose of making the process of teaching and
learning more effective and accurate, it is preferable to use technology

such as simulation for a solar system.

1.5.3 List of ltems

Table 1.1: Major Item

NO MAJOR ITEMS FUNCTION

1. |ComicBook (The Project) As a Publication

2. | Augmented Reality Apps Marker Multimedia

Table 1:2: Minor Item

NO MINOR ITEMS FUNCTION
1. | Standee Character Display System
2. | Poster Al Indoor Ads
3. | Creative Brochures Publication
4. | Button Badge Souvernir
5. | Bunting Ads
6. | Notebook Bottle Souvernir
7.. "|'Rotating Stand Display
8. | Planet Squeze Souvernir
9. | Pen Planet Souvernir

10. | Sticker Souvernir
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T 16 Assumptions and Limitations

1.6.1 Assumptions

are too theoretical.

S to co ofo] ))%\ture books.

vledoe in maki

POLITEKNIK

NEGERI
JAKARTA

significant amount of background information regarding the solar
Not enough re

system's materials is needed.

e For primary-level school children to successfully use the product, a

e For primary-leve

Hak Cipta:
1. Dilarang mengutip sebagian atau seluruh karya tulis ini tanpa mencantumkan dan menyebutkan sumber :

a. Pengutipan hanya untuk kepentingan pendidikan, penelitian , penulisan karya ilmiah, penulisan laporan, penulisan kritik atau tinjauan suatu masalah.
b. Pengutipan tidak merugikan kepentingan yang wajar Politeknik Negeri Jakarta

2. Dilarang mengumumkan dan memperbanyak sebagian atau seluruh karya tulis ini dalam bentuk apapun
tanpa izin Politeknik Negeri Jakarta
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5.1

5.2

CHAPTER V
SUMMARY, CONCLUSION AND RECOMMENDATIONS

Summary

During the process of conducting this research project, the researcher
utilized a quantitative methodology _tew.investigate the effectiveness of
incorporating alternative media; specifically comic_books combined with
Augmented Reality; asa means of teaching the solar system to elementary school
children. The.implementation of this Innovative method involved utilizing
Adobe Mlustrator and Zapworks for the creation of the comic books and

augmented reality components, respectively.

Conclusion

Following the completion of this research project, the researcher gained
valuable insights regarding the positive reception from parents of elementary
school children. The project's interactive nature and ability to enhance children's
interest in learning were met.with great.enthusiasm, as observed in the findings
and during supervision. The dissemination of these findings through
questionnaires revealed a substantial level of support from parents who
recognized the project's interactivity as a catalyst for increased engagement and

interest in their children's learning endeavors.
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Recommendations
To further the development of this research project, various stakeholders
have expressed their aspirations to create an interface that is highly user-friendly
and specifically designed for the use of Augmented Reality (AR) applications
by children especially in the elementary.sehool level. This includes increasing
the learning interest of primary-level children and“making the learning

experience more interactive.

To achieve this goalyitwas imperative to provide comprehensive guidance
and-instructions within the interface itself. These guides will.serve to direct
children in navigating and.interacting effectively with the AR application. By
Incorporating intuitive and. child=friendly elements, the goal is to ensure that
children can easily engage with the technology, thus enhancing their overall

experience.

Additionally, a key aspect of optimizing user experience IS creating a
smooth and pleasant flow from one page toranother. Thisrequires designing
seamless transitions between the various sections of the comic book. By
implementing captivating visuals, animations, and interactive elements, the goal
is to maintain children's interest and curiosity as they progress through the

narrative.

To add to the appeal of the content, additional steps will be taken to make
it more interesting and captivating for children. One approach is to introduce
dynamic and visually appealing 3D animated characters that appear when each
page is scanned through the AR app. These animated characters will add an
element of surprise and interactivity, providing an immersive experience that

complements the comic book storyline. The incorporation of such interactive
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elements aims to increase children's engagement and foster a sense of fun during

their learning journey.

Through these extensive enhancements and additions, this research project

I
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aspires to create an innovative and captivating educational experience for
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A. Question in google form
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FINAL YEAR PROJECT : AR COMIC.BOOK LEARNING SOLAR SYSTEM

(FOR PRIMARY-LEVEL'CHILDREN)

HI Sir/Madam. My name is Evan Maulana Bahtiar.a Bachelor in Creative Multimedia

eyieyer uaba Niuyaiijod uizi eduey

candidate from Management Science University (MSU). The purpose of this research
is to study about the AR Comic Book Learning Solar System Design for Children. |
would highly appreciate if you Sir/Madam could spare 15 minutes of your time to

complete the survey below. Thank you:.

Section A : Demographic
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No Question Answer
1 | Gender (Your Child) o Male
o Female
o Others :
2 | Age (Your Child) o 6-8
° 9-11
o Others :
3 | Your Email Short answer
4 | Your age e 21-30
o 31-40
e 41-50
e Above 50
Section B : Related To Products
No Question Answer
1 | What does may attracted your child to 1. Infotainment
read book? e Strongly Disagree
e Disagree
e Neither Agree or
Disagree
e Agree
e Strongly Agree
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2. Storytelling

e Strongly Disagree
e Disagree

e Neither Agree or
Disagree

e Agree

e Strongly Agree

3. Games

e Strongly:Disagree
e Disagree

e Neither Agree or
Disagree

e Agree

e Strongly Agree

In your opinion which"mascot do you
think will be attractive for the kids
learning solar system?

1. Astronout Boy
e Strongly Disagree
e Disagree
e . Neither Agree or
Disagree
e Agree
e Strongly Agree

2...Space Rocket

e Strongly Disagree
e Disagree

o Neither Agree or
Disagree

e Agree

e Strongly Agree

3. Planet

e Strongly Disagree
e Disagree

e Neither Agree or
Disagree

o Agree

e Strongly Agree

What kind of medium that you think suitable for
promote the AR Comic Book to kids?

1. Character Standee
e Strongly Disagree
e Disagree
e Neither Agree or
Disagree
e Agree
e Strongly Agree
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2. Play Cards
e Strongly Disagree
e Disagree

e Neither Agree or
Disagree

e Agree

e Strongly Agree

3.. Brachure
e Strongly Disagree
e Disagree

e Neither Agree-or
Disagree

e Agree

e Strongly Agree

4. Comic Book
e Strongly Disagree
e Disagree

e . Neither Agree or
Disagree

o Agree

e Strongly Agree

5..TV Commercial
e Strongly Disagree
e Disagree
e Neiher Agree or
Disagree

e Agree
e Strongly Agree
What social media do you often use to 1. Instagram
get information about interesting books? e _ Strongly Disagree
e Disagree

e Neither Agree or
Disagree

o Agree
e..=Strongly Agree

2. Facebook
e Strongly Disagree
e Disagree

e Neither Agree or
Disagree

e Agree

e Strongly Agree

3. Tiktok
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e Strongly Disagree

Which book fair, that you frequently go visit
with your kids?

e Disagree

e Neither Agree or

Disagree

e Agree

e Strongly Agree
1. Bigbad Wolf

e Strongly Disagree

e Disagree

e Neither Agree or

Disagree

e Agree

e Strongly Agree

2. Selangor International Book Fair
(SIBF)

e Strongly Disagree

e Disagree

e . Neither Agree or
Disagree

e Agree

e Strongly Agree

3. KL Art Book Fair (KLABF)
e Strongly Disagree

e Disagree

e . Neither Agree or
Disagree

e Agree

e Strongly Agree

Section D : Respondent Support to Campaign

Book will be an efficient approach your kids
learning Solar System in Interactive way? Please
rate your level of experience.

No Question Answer
1 | Do you experience on AR Comic book before Linear scale.answer (1 —5)
this for your kids education materials? Please
rate your level of experience.
2 | Inyour opinion, do you think that the AR Comic | Linear scale answer (1 —5)
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E,:? B. Feedback
: No Question Answer
< | 1 | Please rate your overall experience with | Poor
S the comic book and its augmented reality o 1
3 features. e 2
= e 3
. . 4
< .. 5
=~ Excelent
’; 2 | How engaging did you.find.the comic Not engaging at.all
= book's storyline and characters? o 1
2 o 2
Q s 3
5 o\ 4
S a3
3 Very engaging
= | 3 | Didthe augmented reality features e Yes, significantly
D enhance your learning experience about " | ¢ Yes, to some extent
the solar system? e No, not really
e I didn'tuse the AR features
4 | Which specific AR features did you find | e Interactive 3D models of
most helpful or enjoyable? planets
e Infotainment of the solar
system
o Filter Astronouot AR
e Others
5 | How clear and understandable was the Not clear and understandable at
information presented about the solar all
system in the comic book? o 1
o 2
e 3
o 14
e 5
Very clear and understandable
6 | How likely are you to recommend this Not likely at all
comic book with augmented.reality to o 1
other primary-level children? o 2
o 3
o 4
e 5
Very likely
7 | Do you have any suggestions or Long text answer
improvements for the comic book or its
augmented reality features? Please share
your thoughts.
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E. Moodboard

© Hak Cipta milik Politeknik Negeri Jakarta
Hak Cipta:

1. Dilarang mengutip sebagian atau seluruh karya tulis ini tanpa mencantumkan dan menyebutkan sumber :
a. Pengutipan hanya untuk kepentingan pendidikan, penelitian , penulisan karya ilmiah, penulisan laporan, penulisan kritik atau tinjauan suatu masalah.

b. Pengutipan tidak merugikan kepentingan yang wajar Politeknik Negeri Jakarta

2. Dilarang mengumumkan dan memperbanyak sebagian atau seluruh karya tulis ini dalam bentuk apapun
tanpa izin Politeknik Negeri Jakarta

@ )\

POLITEKNIK



88

your Smart Device to
see cometrue! _ ...

Open the app and
press play!

Any page that you see
the symbeol or QR, point

LEARN EVERYTHING
ABOUT THE SOLAR
SYSTEM THROUGH
STORY OF ASTRO AND
AR APPLICATION
Written & Designed by
Evan Maulana Bahtiar

s
rEk
o

Make sure your Internet
connection is stable.

IN THE SOLAR SYSTEMI
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Adventure Astro (AR)

Access the free
here :

ADVENTURE WITH ASTRO
IN THE SOLAR SYSTEMI

LET’S GET STARTED...

a) Comic Book

c
=2
a
L
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Astro arrives at the first

planet, Mercury. He learns
that Mercury is the closest
planet to the sun.

Next, Astro travels to Venus.
He discoversithat Venus is the
hottest planet in the solar
system.

4

Astro continues his journey

" to Jupiter. It's the largest
planet in the solar system
and’has a big, red spot on
its surface.

Now, Astro travels.to Saturn.
It has beautiful rings made of
ice and dust.

89

Astro is getting ready for his space mission.
He puts on his space suit, climbs into his
rocket, and blasts off into space. His mission
is to explore the solar system and learn all
about the planets.

Astro then heads fo Earth,
* his home planet. He feéls

happy to see the blue and

green planet from space.

“F On to Mars! Astro is excited
to visit the Red Planet. He
finds out that Mar's has.the
biggest volcano.
+

Next stop, Uranus! It's a
blue-green planet that spins
on its side. Astro learns
that Uranus has 27 moofis.

Finally; Astro arrives at Neptune,
the last planet in the solar system.
It's a deép blue color and has a'big
storm called the Great Dark Spot.
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mission. He shares all the information,and he all
learn so much about the solar system and how

Astro heads back to Earth feeling proud of his
amazing it is!

b) Advanture with Astro'(AR)

© Hak Cipta milik Politeknik Negeri Jakarta
Hak Cipta:

1. Dilarang mengutip sebagian atau seluruh karya tulis ini tanpa mencantumkan dan menyebutkan sumber :
a. Pengutipan hanya untuk kepentingan pendidikan, penelitian, penulisan karya ilmiah, penulisan laporan, penulisan kritik atau tinjauan suatu masalah.

b. Pengutipan tidak merugikan kepentingan yang wajar Politeknik Negeri Jakarta

2. Dilarang mengumumkan dan memperbanyak sebagian atau seluruh karya tulis ini dalam bentuk apapun
tanpa izin Politeknik Negeri Jakarta



VLNWIVE
RI3O3AN
HINNILNOd

o =
)
=
2]
T
-+
Q

o
)
=
&
©
-+
(Y
gl
*‘
v
=
=.
(1)
==
=
x
=
(]
Q
)
:.
=
)
x
)
1
-+
(Y

eyeyer abap yiuyaiijod uizi eduey

N
O o
5 v
s 3
2 Q
=
2T
5 9
Q =2
c =
Q.
28
3*
x 3
s
c
o
o 8
>3
2:
et
34
©
: 8
T o
Q
3 3
< 9
8 5
2
A
n 9
o 3
o Q
Q =
)
39y
o =
-~
i)
c S
v .
5 &
s 2
£ x
,,z
)
AT
s 2
-,
€9
=
Qo
-
d
Q

o
o
o
=
Q
<
=
T
o
=
>
o
2
S
c
El
-
£
=
B
o
T
I3
=
o=
=
@
o
E}
T
®
5
=]
=
=
o
3
T
o
=
o
=
o
=
T
I3
=
£
@
o
=
)
<
S
3
)
&
T
o
5
£
w
Y
=
o
T
°
S
3
T
®
5
£
w
o
=
=
-]
S
x
o
-
]
c
=
.
)
c
o
=)
w
c
S
—-
£
=
o
w
o
)
=

s

—
o
)
o
3
Q
3
[}
=
Q
c
=,
T
w
(1)
o
o
-
o
=)
o
-
o
c
(7]
o
c
-
<
=2
=
o
-
<
o
-
<
7
3
-
o
=
T
o
3
[}
=
n
o
3
-
(<
3
=
o
=
Q.
o
3
3
[}
3
<
[}
o
c
-
=
o
>
w
c
=
o
[}
-

undede )ynjuaq wejep

c) Poster

. . A .
EVAN MAULANA BAHTIAR | 012022091155

BACHELOR OF CREATIVE MULTIMEDIA | FISE

SUPERVISOR :
SIR NAGEHTERAN A/L MAHENDRAN

ESIGNING AN AUGMENTED REALITY COMIC
BOOK FOR LEARNING SOLAR SYSTEM FOR

N , PRIMARY LEYEI(CH LDREN

PROJECT BACKGROUND

This project enhances primary-level children's
understanding of the solar system using an interactive
comic book with augmented reality (AR) features. By
combining engaging visuals and AR technology, it
stimulates curiosity, maintains interest, and improves
the learning experience. AR has great potential in
creating effective learning environments and fostering
better comprehension among children.

PROBLEM STATEMENT

Lack of knowledge of the solar system among
primary-level children is due to the book being
too theoretical.

Lack of interest in primary-level children toward
learning the solar system.

OBJECTIVES OF THE PROJECT

To provide a better understanding of learning
the solar system wusing comic books for
primary-level children.

To help in attracting children using attractive
Augmented Reality (AR) to learn about solar
systems.

METHODOLOGY

Analysis

This research project aims to identify
children's interests in the soclar system, use
mediums  like comic books and AR
applications for effective learning.

Design

The researcher analyzes questionnaire
responses to determine the necessary design
elements for creating engaging comic books
and AR application experiences that
effectively teach children aged 5 to 12 about
the solar system.

Development

The project involves creating a comic book and
AR application to aid children in studying the
solar system.

Implementation

Once the comic book is finalized, the target
audience can enjoy an interactive learning
experience with the Augmented Reality
application.

Evaluation

To improve the created comic books and
Augmented Reality app, collecting consumer
feedback is crucial.

FINDINGS

Out of 100 (100%) respondents, 1 (1%) parent
answered 1, 1 (1%) parent answered 2, 7 (7%)
parents answered 3, 48 (48%) parents answered
4 and 43 (43%) parents answered 5. The majority
answered 4 in using AR Comic Book. From these
answers, researchers can conclude that parents
strongly agree that AR Comic Book can provide
effective teaching for children.

DESIGN & DEVELOPMENT

TECHNOLOGY READINESS LEVEL (TRL)

Technology Validated In Lab
The AR Comic Book development runs

and complies with the requirements.

COMMERCIALIZATION PLATFORM

There are many similar products available
commercially for comic books that learn the
solar system, but uncommon to find products
that use Augmented Reality technology.
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Scan here
to more information-
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FISE bi-Annual Expo.

[
10
=
o
g
3
0
10
Nl
K

s=

d) Bunting
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e). Sticker
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f) Brochure

Make Learning about
the Solar System Fun

with Interactive
Augmented Reality
Features!

"Adaventure with Astro in
the Solar System!"

is an engaging book that
combines learning with
thrilling outer space
adventures.

Scam here to more
information

By using the included AR
application, children can
see the planets in the Solar
System rotating and
moving right in front of
their eyes.

Learning while embarkind

on exciting adventures |
with captivating 2D

animation illustrations. |l

FIND SOMETHING
INTERESTING INSIDE
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