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MOTTO HIDUP 

 

If you can dream it, you can become it! 

“One rice can give 1000 of life” 

“Learn from the past, live for the today, and plan for tomorrow” 

Education is the best equipment for the old day. 

“To get a success, your courage must be greater than your fear” 
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INTISARI 
 

Sekolah Khusus Autistik Fajar Nugraha merupakan salah satu sekolah 

tingkat dasar yang khusus menangani siswa yang memiliki keterbatasan/ABK 

(Anak Berkebutuhan Khusus) khususnya autis. Karena setiap anak memiliki 

kebutuhan khusus maka dibutuhkan pula kemampuan khusus dari tenaga 

pendidik/guru. Kesulitan menangani beragam kebutuhan siswa disini yang sering 

menjadi kendala. 

Maka pada skripsi ini, peneliti mencoba menganalisis tentang kebutuhan 

anak-anak penyandang autis agar tetap dapat mendapatkan pendidikan yang sesuai. 

Metode pembelajaran yang tepat dirasa akan mampu sedikit membantu proses 

belajar mereka di sekolah. Dengan game edukasi yang akan dirancang 

menggunakan Adobe Flash ditambah animasi akan lebih menarik minat mereka 

untuk belajar. 

Media pembelajaran/game edukasi ini dibuat dengan bentuk animasi 2D 

yang diharapkan mampu dipahami oleh anak-anak penyandang autis di Sekolah 

Khusus Autistik Fajar Nugraha. Dengan adanya animasi 2D ini memberikan warna 

baru pada perkembangan animasi di Indonesia. Disamping itu pembuatan game 

edukasi ini bertujuan untuk membantu para pengajar dalam memberikan materi 

yang sesuai untuk mereka. 

 

Kata kunci: animasi, film kartun, psikologi, game edukasi, autis, perancangan, 

guru, orang tua, anak, remaja, media. 
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ABSTRACT 
 

Autistic Fajar Nugraha Special School is one basic level of special schools 

to work with students who have disabilities (Children with Special Needs), 

particularly autism. Every Child here, has special needs therefore required special 

ability of educators/teachers. Difficulty delivering the diverse needs of the students 

here are often be the main obstacle. 

So in this thesis, the researcher tried to analyze about the needs of children 

with autism in order to still be able to get an appropriate education. Deemed 

appropriate learning methods will be able to slight assist their learning in school. 

With educational games which will be designed using Adobe Flash enriches Alt 

animations will gain their attention to learn more. 

This learning media/educational game is formed to a 2D animation 

application that is expected to be understood by children with autism in Autistic 

Fajar Nugraha Special School. Throughout 2D animation, this application gives a 

new form of the development of animation in Indonesia. Besides, the makinf of this 

application is intended to assist teachers in providing appropriate materials for the 

whole students. 

 

Keywords: animation, cartoons, psychology, educational games, autism, design, 

teachers, parents, children, youth, media.


