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ABSTRAK 

 

Metode pembelajaran belum bervariasi karena masih didominasi dengan membaca 

buku sehingga menimbulkan rasa bosan pada anak-anak TK Gracia. Guru belum 

menerapkan multimedia sebagai media pembelajaran untuk anak-anak TK Gracia. 

Penulis mengumpulkan data dengan melakukan pengamatan dan pencatatan data 

serta berbagai hal yang akan dibutuhkan dalam proses penelitian. Observasi 

dilakukan dengan langsung datang Yayasan Pendidikan Kristen TK Gracia.Penulis 

membuat perancangan website game edukasi ini dengan mengumpulkan berbagia 

asset-asset transportasi yang menarik untuk para anak-anak TK. Diharapkan ke 

depannya ada pengembangan berupa fungsi lainnya seperti game, tanya jawab dan 

game adventure serta penggunaan sistem client server pada website game tersebut. 

Kata kunci : Website game, Media pembelajaran, Alat Transportasi  
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ABSTRACT 

 

The learning method has not varied because it is still dominated by reading books, 

causing boredom for Gracia Kindergarten children. The teacher has not 

implemented multimedia as a learning medium for Gracia Kindergarten children. 

The author collects data by observing and recording data as well as various things 

that will be needed in the research process. Observations were made by directly 

visiting the Gracia Kindergarten Christian Education Foundation. The author 

designed this educational game website by collecting various interesting 

transportation assets for kindergarten children. It is hoped that in the future there 

will be developments in the form of other functions such as games, question and 

answer, and adventure games as well as the use of the client-server system on the 

game website. 

Keywords: Game website, learning media, Transportation Tool 
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