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INTISARI

Banyak siswa Pendikan Anak Usia Dini (PAUD) dan Taman Kanak-
Kanak (TK) yang belum mengerti gradasi warna, dan hanya belajar tentang warna
dasar yang diajarkan oleh guru mereka. Peneliti mencoba merancang simulasi
gradasi untuk mempermudah siswa PAUD dan TK supaya mengenal bermacam-
macam gradasi warna.dengan porsi yang tidak banyak.

Pada Skripsi ini, ~peneliti mencoba memunculkan pokok-pokok
permasalahan yang ada, dan mencoba merancang aplikasiinteraktif guna
memberikan penjelasan tentang pola gradasi warna kepada siswa PAUD & TK.

Penelitian ini akan menghasilkan aplikasi interaktif menggunakan Adobe
Flash, dan ActionScript 2.0. Produk tersebut akan dijadikan CD dan bisa
didistribusikan kesiswa PAUD & TK. Nantinya, aplikasi interaktif tersebut
diharapkan peneliti memberikan manfaat secara luas bagi guru PAUD dan TK
secara umum, dan siswa PAUD dan TK secara khusus.

Kata kunci: Aplikasi interaktif, perancangan, pengembangan, testing,

implementasi, evaluasi, guru, dan siswa.
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ABSTRACT

Many students in Early Childhood Education (PAUD) and Kindergarten
(TK) who do not understand color gradation, and only learned about the basic
colors which taught by their teachers. Researcher are trying to design a color
gradation's simulation to facilitate PAUD and TK students in order to know
various shades with few portions.

Inthis thesis, the researcher tried to bring up the main points of the
existing problems, and try to design interactive applications in order to provide
an explanation of the color gradation pattern of PAUD and TK students.

This study will generate interactive applications using Adobe Flash, and
ActionScript 2.0. The product will be a CD and can be distributed to students of
PAUD and TK. Later, interactive applications are expected to provide benefits
broadly researchers for PAUD and TK teachers in general, and early childhood

and kindergarten students in particular.

Keywords: Interactive application, design, development, testing, implementation,

evaluation, teachers, and students.
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