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ABSTRACT

Early childhood education plays an important role in cognitive development, one
aspect of which is the introduction to basic colors. However, the teaching methods
used in elementary schools are still conventional and lack interactivity. To address
this issue, an educational Platformer game titled Find Your Colors was developed
as an interactive learning medium for children aged 7 years. This study focuses on
the creation of visual assets for the game, including sprites, backgrounds,
environments, and user interfaces. The outcome of this research is a collection of
visually appealing assets tailored to children's characteristics and capable of
supporting gameplay effectively. With the Find Your Colors game, it is expected
that learning basic colors will become more enjoyable and effective for children.

Keywords: educational game, platformer game, basic colors, visual assets.

ABSTRAK

Pendidikan anak usia dini memiliki peranan penting dalam perkembangan kognitif,
salah satunya adalah pengenalan warna dasar. Namun, metode pembelajaran yang
digunakan di sekolah dasar masih bersifat konvensional dan kurang interaktif.
Untuk mengatasi permasalahan ini, dikembangkan sebuah permainan edukatif
berbasis Platformer berjudul Find Your Colors yang dirancang sebagai media
pembelajaran interaktif bagi anak-anak usia 7 tahun. Penelitian ini berfokus pada
pembuatan aset visual dalam gim, termasuk sprites, background, environment, dan
user interface. Hasil dari penelitian ini adalah serangkaian aset visual yang menarik,
sesuai dengan karakteristik anak-anak, serta mampu mendukung gameplay secara
optimal. Dengan adanya game Find Your Colors, diharapkan pembelajaran warna
dasar menjadi lebih menyenangkan dan efektif bagi anak--anak.

Kata kunci: game edukasi, game platformer, warna dasar, aset visual.
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