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ABSTRAKSI 

Legenda Si Gerong dan Orah membawa pesan penting agar manusia dan 

komodo dapat hidup rukun bersama. Namun legenda ini lebih mendapatkan 

perhatian masyarakat luar negeri daripada masyarakat Indonesia. Buku cerita 

Bahasa Indonesia yang mengangkat legenda ini kurang lengkap serta minim 

ilustrasi. Padahal pada usia 9-12 tahun, anak-anak membaca buku untuk 

mendapatkan pengetahuan dan pengalaman. Minat membaca anak pada buku 

tradisional pun menurun seiring berkembangnya teknologi informasi yang 

berbasiskan audio visual. Maka dari itu, perlu dirancang buku cerita Augmented 

Reality yang mengangkat Legenda Si Gerong dan Orah dengan rancangan isi 

buku, environment, dan karakter yang sesuai untuk mereka. Metode penelitian dan 

perancangan tugas akhir ini akan menggunakan data kualitatif dari berbagai studi 

literatur. Tahapan perancangan dimulai dari penyusunan storyboard dan layout 

konten, sketsa environment dan karakter 2 dimensi, coloring, modeling dan 

animasi karakter 3 dimensi, perancangan marker Augmented Reality, layouting isi 

buku, pencetakan buku, dan pembacaan marker menggunakan aplikasi Augmented 

Reality. 

 

Kata kunci: buku interaktif, augmented reality, cerita rakyat, anak-anak, komodo 
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ABSTRACT 

The Legend of Si Gerong and Orah brings important message that human 

and komodo should live together in harmony. However, this legend grabs more 

foreigners‟ attention than Indonesians‟. Indonesian storybooks that tried to lift 

this legend are lack of content and illustration. On the age of 9 to 12, children 

read books to earn knowledge and experience. However children‟s interest in 

reading decreases while audio-visual-based information technology rises up. 

Therefore, it is necessary to design an Augmented Reality Story Book that 

contains Legend of Si Gerong and Orah with well-designed content, environment, 

and character for them. The research and design method will use qualitative data 

from varies of literature study. The methods include storyboard and content 

layouting, 2 dimensional environment and character sketching, coloring, 3 

dimensional character modeling and animating, Augmented Reality marker 

design, book layouting, book printing, and marker reading using Augmented 

Reality application.   

  

Keywords: interactive book, augmented reality, folktale, children, komodo 
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