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ABSTRACT 

 

biMBA is a process of guiding Children's Learning Interests which aims to make 

children interested, happy, like, and fond of learning so as to build children's 

characters who are independent and strong in participating in learning. Early 

childhood requires learning media that are easy to understand, such as 3D images. 

Then this research also aims to assist teachers in teaching students in AIUEO biMBA 

through augmented reality. Augmented Reality (AR) is a technology that combines 

2-dimensional or 3-dimensional virtual objects into a real environment and then 

projected these virtual objects realistically in real time. 

keyword :  biMBA, Augmented Reality, Alat Transportasi 

 

biMBA adalah proses bimbingan Minat Belajar Anak yang bertujuan agar anak 

minat, senang, suka, dan gemar belajar sehingga membangun karakter anak yang 

mandiri dan kuat dalam mengikuti pembelajaran. anak usia dini memerlukan media 

pembelajaran yang mudah di mengerti,contohnya seperti gambar 3d. Lalu penelitian 

ini juga bertujuan untuk membantu para guru dalam mengajar murid yang ada di 

biMBA AIUEO melalui augmented reality. Augmented Reality ( AR) adalah 

teknologi yang menggabungkan  benda maya 2 dimensi atau 3 demensi kedalam 

sebuah lingkungan nyata lalu diproyeksikan benda maya tersebut secara realistis 

dalam waktu nyata. 

kata kunci : biMBA, Augmented Reality, Alat Transportasi 
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