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ABSTRAKSI 

 

Indonesia termasuk dalam negara yang rawan terjadi bencana alam karena berada di 

atas patahan lempeng tektonik di deretan gunung berapi aktif pada banyak daerah membuat 

Indonesia memiliki resiko bencana alam seperti gunung berapi, gempa bumi, hingga bencana 

lanjutan seperti banjir. Bencana ala mini tentu berdampak kepada masyarakat terutama anak-

anak. Oleh karena itu dibutuhkannya edukasi mengenai sigap hadapi bencana alam. Dengan 

menggunakan metodologi penelitian kualitatif dan kuantitatif yaitu pengumpulan data melalui 

kuisioner terhadap 150 responden, wawancara bersama narasumber ahli, serta studi literatur, 

studi eksisting, dan studi komparator. Perancangan buku cerita bergambar berbasis 

augmented reality ini menggunakan gaya yang disesuaikan oleh anak-anak, dimulai dengan 

perumusan konsep keyword, konsep verbal, hingga konsep visual meliputi judul, sinopsis, 

gaya Bahasa, gaya gambar, warna, tipografi, desain karakter, desain cover, hingga isi halaman 

yang membuahkan hasil buku cerita bergambar dengan augmented reality berjudul “Zalfa si 

Penjelajah Alam”. Perancangan ini memiliki tujuan untuk mengedukasi anak usia 9-12 tahun 

dengan metode yang kreatif serta inovatif, melalui perancangan ini diharapkan anak-anak 

lebih sadar dan sigap saat menghadapi bencana alam hingga dapat mengurangi korban dari 

bencana alam yang terjadi di Indonesia. 

 

Kata Kunci: buku cerita bergambar, augmented reality, sigap bencana alam, edukasi, anak 

 

 

 

 

 

 

 

 

 

 

  



 
 

 

 

ABSTRACT 

 

 Indonesia is a country that is prone to natural disasters because it is located on a 

tectonic plate fault in a row of active volcanoes in many areas, making Indonesia at risk of 

natural disasters such as volcanoes, earthquakes, and further disasters such as floods. Mini-

type disasters certainly have an impact on society, especially children. Therefore education is 

needed regarding alertness to natural disasters. Using qualitative and quantitative research 

methodologies, namely data collection through questionnaires to 150 respondents, interviews 

with expert sources, as well as literature studies, existing studies, and comparative studies. The 

design of this augmented reality-based picture story book uses a style adapted to children, 

starting with the formulation of keyword concepts, verbal concepts, to visual concepts 

including titles, synopsis, language style, image styles, colors, typography, character designs, 

cover designs, to the contents of the page that produced a picturebook with augmented reality 

entitled “Zalfa the Nature Explorer”. This design has the aim of educating children aged 9-12 

years with creative and innovative methods, through this design it is hoped that children will 

be more aware and alert when facing natural disasters so that they can reduce victims of 

natural disasters that occurred in Indonesia. 

Keywords: picture storybook, augmented reality, alert for natural disasters, education, 

children 
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