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​INTISARI​

​Perkembangan​ ​teknologi​ ​mobile​ ​membuka​ ​peluang​ ​bagi​ ​penggunaan​

​media​ ​pembelajaran​ ​interaktif​ ​pada​ ​pendidikan​ ​Taman​ ​Kanak​ ​Kanak(TK).​

​Pengenalan​ ​hewan​ ​masih​ ​mengandalkan​ ​media​ ​konvensional​ ​seperti​ ​buku​

​bergambar​​dan​​kartu​​fisik,​​yang​​kurang​​menarik​​bagi​​anak​​dan​​tidak​​sepenuhnya​

​mendukung​ ​gaya​ ​belajar​ ​visual​ ​dan​ ​auditori.​ ​Penelitian​ ​ini​ ​bertujuan​ ​untuk​

​menganalisis​ ​dan​ ​merancang​ ​aplikasi​ ​Flip​ ​Card​ ​Game​ ​berbasis​ ​Flutter​ ​sebagai​

​media pembelajaran pengenalan hewan yang lebih interaktif dan menyenangkan.​

​game​ ​edukasi​ ​pengenalan​ ​hewan,​ ​dan​ ​mengetahui​ ​kelayakan​ ​media​

​tersebut​ ​sebagai​ ​media​ ​pembelajaran.​ ​Pengembangan​ ​game​ ​ini​ ​menghasilkan​

​sebuah​​game​​edukasi​​Android​​yang​​memperkenalkan​​hewan​​dengan​​menerapkan​

​elemen​ ​game.​ ​Pada​ ​game​ ​ini​ ​dibuat​ ​menggunakan​ ​metode​ ​Multimedia​

​Development​ ​Life​ ​Cycle​ ​(MDLC)​ ​yang​ ​memiliki​ ​6​ ​tahap​ ​yaitu​ ​concept,​​desain,​

​material collecting, assembly, testing dan distribution.​

​Penelitian​ ​ini​ ​menghasilkan​ ​aplikasi​ ​game​ ​edukasi​ ​pengenalan​ ​hewan​

​berbasis​ ​android​ ​pada​ ​anak-anak​ ​yang​ ​memiliki​​2​​fitur​​yaitu​​Flipcard​​game​​atau​

​mencocokan​ ​gambar​ ​dan​ ​Aplikasi​ ​ini​ ​juga​ ​memiliki​ ​materi​ ​belajar​ ​yang​ ​berisi​

​kosakata​​yang​​dilengkapi​​dengan​​gambar​​dan​​audio​​hewan.​​Tujuan​​penelitian​​ini​

​untuk​ ​membantu​ ​dan​​melatih​​daya​​ingat​​pada​​anak-anak​​dalam​​mengenal​​hewan​

​dan diharapkan suatu saat anak anak dapat mengenal nya dengan cepat.​

​Kata kunci:​​game edukasi, flip card, pengenalan hewan,​​Flutter, MDLC.​
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​ABSTRACT​

​The​ ​development​ ​of​ ​mobile​ ​technology​ ​provides​ ​opportunities​ ​for​ ​the​ ​use​ ​of​

​interactive​​learning​​media​​in​​kindergarten​​education.​​The​​introduction​​of​​animals​

​in​ ​early​ ​childhood​ ​learning​ ​is​ ​still​ ​dominated​ ​by​ ​conventional​ ​media​ ​such​ ​as​

​picture​ ​books​ ​and​ ​physical​ ​flashcards,​ ​which​ ​are​​less​​engaging​​for​​children​​and​

​do​ ​not​ ​fully​ ​support​ ​their​ ​visual​​and​​auditory​​learning​​styles.​​This​​study​​aims​​to​

​analyze​ ​and​ ​design​ ​a​ ​Flutter-based​ ​Flip​ ​Card​ ​Game​ ​as​ ​an​ ​interactive​ ​and​

​enjoyable​​learning​​media​​for​​introducing​​animals​​to​​young​​children.​​The​​purpose​

​of​ ​this​ ​research​ ​is​ ​to​ ​develop​ ​an​ ​educational​ ​animal-recognition​ ​game​ ​and​

​determine its feasibility as a learning tool.​

​The​ ​game​ ​is​ ​developed​ ​as​ ​an​ ​Android-based​ ​educational​ ​application​ ​that​

​introduces​ ​animals​ ​through​​game​​elements.​​The​​development​​process​​applies​​the​

​Multimedia​ ​Development​ ​Life​ ​Cycle​ ​(MDLC)​ ​method,​ ​which​ ​consists​ ​of​ ​six​

​stages: concept, design, material collecting, assembly, testing, and distribution.​

​This​ ​study​ ​results​ ​in​ ​an​ ​Android-based​ ​educational​ ​game​ ​designed​ ​for​​children,​

​featuring​ ​two​ ​main​ ​components:​ ​a​ ​flip-card​ ​matching​ ​game​ ​and​ ​a​ ​learning​

​module​​containing​​animal​​vocabulary​​equipped​​with​​images​​and​​audio.​​The​​goal​

​of​​this​​research​​is​​to​​support​​and​​improve​​children’s​​memory​​skills​​in​​recognizing​

​animals,​​with​​the​​expectation​​that​​they​​will​​be​​able​​to​​identify​​them​​more​​quickly​

​and effectively over time.​

​Keyword:​​educational games, flip cards, animal recognition,​​Flutter, MDLC.​
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