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ABSTRAK

Penelitian ini dilakukan untuk mengetahui efektivitas penggunaan media
flashcard augmented reality dalam menstimulus perkembangan kognitif anak usia
4-5tahun di TK Bina Ria, terutama dalam kemampuan berpikir simbolik. Penelitian
ini menggunakan model eksperimen kuantitatif dengan desain Pre-Experimental
berupa One Group Pretest . Populasi penelitian yang diambil adalah anak usia 4-5
tahun yang bersekolah di TK Bina Ria, dan sampel diambil dengan menggunakan
teknik nonprobability sampling sebanyak 30 anak. Dalam pengumpulan data
penelitian ini  menggunakan beberapa metode seperti tes, observasi dan
dokumentasi. Berdasarkan hasil penelitian menunjukkan bahwa penggunaan media
Flashcard Augmented reality dapat menstimulus perkembangan kognitif
kemampuan berpikir simbolik, ditinjau dari hasil penelitian, yang menunjukkan
perbedaan signifikan antara nilai pretest dan posttest, hal ini dapat dilihat dari nilai
rata-rata sebelum dan setelah penerapan media. Nilai rata-rata pretest adalah 12.33
sedangkan nilai rata-rata posttest adalah 28.67.

Kata Kunci : Perkembangan Kognitif, Berpikir Simbolik, efektivitas media
Flashcard Augmented reality
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ABSTRACT

This research was conducted to determine the effectiveness of using augmented
reality flashcard media in stimulating the cognitive development of children aged
4-5 years at TK Bina Ria, especially in the ability to think symbolically. This study
uses a quantitative experimental model with a Pre-Experimental design in the form
of One Group Pretest . The research population taken was children aged 4-5 years
who attended Bina Ria Kindergarten, and the sample was taken using a non-
probability sampling technique of 30 children. In collecting data this research uses
several methodssuch as tests, observation and documentation. Based on the results
of the study, it was shown that the use of Flashcard Augmented reality media could
stimulate the cognitive development of symbolic thinking skills, in terms of the
results of the study, which showed a significant difference between the pretest and
values, this can be seen from the average scores before and after the application of
the media. The average value of the pretest is 12.33 while the average value of the
is 28.67.

Keywords: Cognitive Development, Symbolic Thinking, the effectiveness of
Augmented reality Flashcard media
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