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ABSTRAK

Nama : Novia Restiana
Program Studi . Informatika
Judul : Game Edukasi Anak Bercocok Tanam

Perkembangan teknologi informasi dan komunikasi berpengaruh besar pada
kehidupan, perilaku, dan aktivitas sehari-hari masyarakat. Perkembangan teknologi
diikuti dengan perkembangan game. Game digital berkembang pesat dibandingkan
dengan game tradisional. Saat ini anak-anak jarang melakukan aktivitas di luar
rumah. Seperti bersepeda, berkebun, dan bercocok tanam. Game ini diciptakan untuk
memberikan sarana anak-anak agar mereka dapat bermain sambil belajar mengenali
tanaman. Hal tersebut akan memberikan pola pikir yang baik pada anak agar lebih
mencintai dan merawat tanaman serta lingkungan sekitar. Game ini akan
menyediakan sebidang tanah dan beberapa jenis tanaman kepada pemain. Sehingga
pemain dapat belajar menanam dan merawat tanaman tersebut. Tanaman tersebut
dapat dipanen dan dijual oleh pemain untuk mengumpulkan koin. Game ini
membantu melatih daya ingat, ketangkasan, dan tanggung jawab anak. Penelitian ini
membutuhkan software seperti Unity 3D dan beberapa pendukungnya. Sesuai dengan
tujuan pembuatan game diperlukan bahan utama dari game seperti alur cerita, misi,
karakter, map, event yang ada di dalam game. Metode pembelajaran melalui media
game dapat membantu anak belajar sambil bermain.

Kata kunci : Game, Bercocok tanam, anak-anak
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ABSTRACT

Name : Novia Restiana
Study Program . Informatic
Title : Educational Game for Kids Farming

The development of information and communication technology has a major
influence on people's lives, behavior, and daily activities. Technological
developments are followed by game developments. Digital games are growing
rapidly compared to traditional games. Currently, children rarely do activities
outside the home. Such as cycling, gardening, and farming. This game was created to
provide a means for children to play while learning to recognize plants. This will give
children a good mindset to love and care for plants and the surrounding environment.
This game will provide players with a plot of land and several types of plants. So that
players can learn to plant and care for these plants. These crops can be harvested and
sold by players to collect coins. This game helps to train children's memory, dexterity
and responsibility. This research requires software such as Unity 3D and some of its
supporters. In accordance with the purpose of making the game, the main ingredients
of the game are needed such as storylines, missions, characters, maps, events in the
game. Learning methods through game media can help children learn while playing.

Keywords : Game, Farming, Children
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