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HALAMAN MOTTO

“The clock is running. Make the most of today. Time waits for no man.
Yesterday is history. Tomorrow is a mystery. Today is a gift. That's why it

is called the present.”— Alice Morse Earle

"All our dreams can come true if we have the courage to pursue them." —

Walt Disney

“The way to get started is to quit talking and begin doing.” — Walt Disney

“And why do we fall, Bruce? So we can learn to pick ourselves up.” —
Thomas Wayne
t's fine to celebrate success but it is more important to heed the lessons

of failure.” — Bill Gates

“If you can't make it good, at least make it look good.” — Bill Gates

“Success is a lousy teacher. It seduces smart people into thinking they
can't lose.” — Bill Gates

“An eye for an eye only ends up making the whole world blind.” —
Mahatma Gandhi

“You must not lose faith in humanity. Humanity is an ocean; if a few drops
of the ocean are dirty, the ocean does not become dirty.” — Mahatma
Gandhi
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INTISARI

Aplikasi pembelajaran kosakata sebagai media terapi wicara berbasis
android adalah aplikasi untuk pelaksanaan praktisi terapi wicara untuk anak yang
mengalami affasia. Affasia bukan penyakit melainkan gangguan bahasa yang
disebabkan oleh cedera otak dan ditandai oleh gangguan dan pemahaman gangguan
bahasa lisan dan penjelasan tertulis.

Dengan memanfaatkan kecanggihan smartphone saat ini dapat digunakan
untuk membuat aplikasi yang dapat menggantikan alat peraga terapi wicara ini
untuk menampilkan gambar dan audio dan terapis akan dapat membantu pasien
serta kartu komunikasi menggunakan smartphone telah terinstal aplikasi ini untuk
melakukan praktisi terapi.

Praktisi Terapi wicara tidak perlu lagi membawa alat peraga yakni berupa
kartu komunikasi yang terdiri dari banyak kategori kosakata, melainkan hanya
membawa smartphone yang di gunakan untuk menerapi pasien tentunya bila sudah
diinstal aplikasi ini.

Kata kunci : Aplikasi, Aplikasi Ponsel, Terapi Wicara, Terapi, Android
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ABSTRACK

Android based vocabulary learning application construction as a speech
therapy is the application for the implementation of speech therapy practitioners
for children with affasia. Affasia not Cost a language disorder caused by brain
injury and is characterized by disturbances and impaired comprehension of spoken
language and written explication.

By leveraging the sophistication of today's smartphones can be used to
create an application that can replace these speech therapy props to display an
image and audio and therapists will be able to assist patients as well as
communication card using a smartphone already installed. this application to
perform.speech therapy.

Speech therapy practitioners no longer need to carry cards props in the
form of communication that consists of many categories of vocabulary, but only
bring smartphones in use for patients menerapi course if already installed this
application.

Keywords: Application, Mobile Application, Speech Therapy, Therapy, Android
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