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MOTTO 

 

“You either pick yourself up or you let yourself down 

Life will always be tough, so who the fuck are you now? 

Will you make it alone or do you need someone else?” 

(Neffex – Myself) 

 

"Terserah dengan apa yang kau punya, tapi kalau cuma berdiam diri, sama halnya 

kau tidak punya mimpi." 

(Uzumaki Naruto, Naruto) 

 

“I have a dream 

That's all I need 

I'll make it happen with some work and belief 

Know what I want 

So I'll take it on 

I've made mistakes but mistakes make you strong” 

(Neffex – Best of Me) 

 

“Always do it on my own 

So I gotta get through it 

And the only thing I know 

Is to love what I'm doing 

Never give up, never slow 

'Til I finally prove it 

Never listen to the no's 

I just wanna keep moving” 

(Neffex – Grateful) 
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INTISARI 
 

Game edukasi merupakan permainan yang dikemas untuk merangsang 

daya pikir termasuk meningkatkan konsentrasi dan memecahkan masalah. Teknik 

pembelajaran interaktif yang efektif bagi anak usia dini adalah dengan 

menggunakan Game edukasi. Terdapat beberapa masalah dalam penyampaian 

materi pelajaran pada usia dini salah satunya seperti kebosanan anak dalam 

belajar serta dalam memahami materi pembelajaran yang diberikan. 

  Dengan adanya permalasahan tersebut muncul ide peneliti untuk mencoba 

memberikan inovasi alternatif baru yang memanfaatkan Game edukasi. Salah 

satu Game edukasi yang dapat di terapkan adalah Game edukasi berbasis android. 

 Game ini diharapkan dapat membuat suasana pembelajaran menjadi 

menyenangkan dan menarik bagi anak-anak, sehingga menumbuhkan minat 

belajar anak-anak, tidak membosankan dan dapat menerima pelajaran dengan 

mudah. 

 

Kata kunci : Anatomi Tubuh Manusia, Game Edukasi, Android 
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ABSTRACT 
 

Educational games are games that are packaged to stimulate thinking 

including increasing concentration and solving problems. Interactive learning 

techniques that are effective for early childhood is to use educational games. 

There are several problems in the delivery of subject matter at an early 

age such as boredom in learning and understanding of learning material 

provided. 

With this problem the researchers' idea emerged to try to provide new alternative 

innovations that utilize educational games. One educational game that can be 

applied is an Android-based educational game. 

This game is expected to make the learning atmosphere fun and 

interesting for children, so that it fosters children's learning interest, is not 

boring and can receive lessons easily. 

 

Keywords: Anatomy of the Human Body, Educational Games, Android
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