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ABSTRAK

Nama : Mochamad Riyan Saputra
Program Studi : Teknik Informatika
Judul Tugas Akhir : Game Edukasi Berbasis Server Sebagai Evaluasi

Pembelajaran Pada Anak Down Syndrome

Sekolah Luar Biasa (SLB) Harapan Bunda mempunyai 17 guru, 40 siswa
dan 29 ruang kelas. Dimana Para murid SLB Harapan Bunda mengalami
kecacatan mental sejak lahir atau down syndrome sangat kesulitan untuk
mengenal huruf dan angka. Sekolah Luar Biasa (SLB) Harapan Bunda
membutuhkan media pembelajaran digital terutama dalam bentuk game agar
terciptanya proses belajar mengajar yang tidak membosankan dan
meningkatkan minat siswa untuk belajar.

Game edukasi pengenalan huruf dan angka dibuat lebih mudah dimengerti
dengan tujuan agar anak dengan berkebutuhan khusus seperti down syndrome
dapat sedikit banyak belajar mengenal huruf dan angka dimana game ini sudah
dirancang agar mudah dimainkan oleh para siswa, interaktif dan menarik.
Game edukasi ini dibuat dengan sistem berbasis website dengan tujuan agar
para orang tua dengan anak yang mempunyai kebutuhan khusus seperti down
syndrome nantinya bisa mengakses sendiri dari hp atau laptop dengan system
yang sama dan mengajarkan anaknya secara mandiri dirumah atau dimana saja
dan tidak terbatas tempat dan waktu seperti di sekolah atau ditempat
bimbingan, media pembelajaran digital/ game edukasi ini dirancang untuk
menjadi solusi dalam mengatasi permasalahan di atas, Game dibuat
menggunakan construct 2 lalu di export menjadi HTML 5 agar bisa dijalankan
di website.

Dengan adanya refrensi media pembelajaran digital dalam bentuk game
tersebut, diharapkan dapat memudahkan para guru dalam memberikan
pengajaran kepada siswa dan memudahkan para siswa dalam mengenal huruf
dan angka. Metodelogi penelitian dilakukan dalam beberapa tahapan yaitu:
Tahapan pertama yakni Metode Pengumpulan Data meliputi: observasi,
wawancara, library research atau studi Pustaka, dan analisis kebutuhan.
Tahapan kedua Perancangan Game Menggunakan Metode Game Development
Life Cycle (GDLC).

Kata kunci : Game Edukasi, Android, Down Syndrome, SLB
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ABSTRACT

Name : Mochamad Riyan Saputra
Study program : Informatics Engineering
Title : Server-Based Educational Game as an Evaluation of

Learning in Children with Down Syndrome

Harapan Bunda's Extraordinary School (SLB) has 17 teachers, 40 students
and 29 classrooms. Where the Harapan Bunda SLB students experience mental
disability from birth or down syndrome is very difficult to recognize letters and
numbers. Extraordinary Schools (SLB) Harapan Bunda requires digital
learning media, especially in the form of games so that the creation of teaching
and learning processes that are not boring and increase student interest in
learning. So the need for digital learning media in the form of server based
games.

Educational games for the introduction of letters and numbers are made
easier to understand with the aim that children with special needs such as Down
syndrome can learn a little more about letters and numbers where the game has
been designed to be easily played by students, interactive and interesting.

This educational game is made with a website-based system with the aim
that parents with children who have special needs such as Down syndrome can
later access themselves from a cellphone or laptop with the same system and
teach their children independently at home or anywhere and not limited place
and time like at school or at the guidance place, digital learning media /
educational games are designed to be a solution in overcoming the problems
above, the game is made using construct 2 then exported to HTML 5 so that it
can be run on the website. With the presence of digital learning media in the
form of games, it is expected to facilitate teachers in providing teaching to
students and make it easier for students to recognize letters and numbers. The
research methodology is carried out in several stages, namely: The first stage
of the Data Collection Method includes: observation, interviews, library
research / library research, and analysis of needs. The second stage of Game
Design Using the Game Development Life Cycle (GDLC) Method.

Keywords: Educational Games, Android, Down Syndrome, SLB
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