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ABSTRACT 

 

The lack of innovation in board game-based interactive learning media for reading 

and writing activities at TK Daruz Zikra has resulted in suboptimal levels of 

children's focus, concentration, and participation during the learning process. 

Therefore, this final project aims to design an educational board game as an 

interactive learning medium to help children recognize letters, read simple words, 

and develop early writing skills. The design process is based on graphic design 

theory, design principles, board game concepts, interactive learning media, and 

children's reading and writing instruction. The methods employed include 

observation, literature review, interviews, assessment questionnaires, and the 

stages of pre-production, production, and post-production using Ibis Paint X, 

Adobe Illustrator, and Adobe Photoshop. The final product is an educational board 

game consisting of a game board, character pawns, dice, reading and writing 

challenge cards, a mini whiteboard, a game guide, and a drawstring bag as 

packaging. This learning medium is expected to create an enjoyable learning 

environment while improving children's focus, concentration, and participation in 

reading and writing activities. 
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ABSTRAK 

 

Belum adanya inovasi media pembelajaran interaktif berbasis board game dalam 

kegiatan membaca dan menulis di TK Daruz Zikra menyebabkan fokus, 

konsentrasi, dan keterlibatan anak selama proses belajar belum optimal. Oleh 

karena itu, tugas akhir ini bertujuan merancang board game edukatif sebagai media 

pembelajaran interaktif yang dapat membantu anak mengenal huruf, membaca kata 

sederhana, serta melatih kemampuan menulis awal. Perancangan ini menggunakan 

teori desain grafis, prinsip desain, board game, media pembelajaran interaktif serta 

pembelajaran membaca dan menulis anak. Metode yang digunakan meliputi 

observasi, studi pustaka, wawancara, angket penilaian serta tahapan praproduksi, 

produksi, dan pascaproduksi dengan aplikasi Ibis Paint X, Adobe Illustrator, dan 

Adobe Photoshop. Hasil perancangan berupa board game edukatif yang terdiri atas 

alas permainan, pion karakter, dadu, kartu tantangan membaca dan menulis, papan 

tulis mini, panduan permainan, serta tas serut sebagai kemasan. Media ini 

diharapkan mampu menciptakan suasana belajar yang menyenangkan sekaligus 

meningkatkan fokus, konsentrasi, dan partisipasi anak dalam pembelajaran 

membaca dan menulis. 

 

Kata Kunci: Board Game, Media Pembelajaran Interaktif, Membaca dan 

Menulis. 
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