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ABSTRACT 

Children with Special Needs (CSN) require learning media that support cognitive 

stimulation through engaging activities. This final project focuses on designing a 

puzzle-solving board game as a cognitive stimulation medium for Children with 

Special Needs at Little Tree. The purpose of this project is to design an educational 

medium that supports concentration, logical thinking, pattern recognition, and 

problem-solving skills through play-based learning. The design process employed 

observation, interviews, literature review, and documentation to identify users' 

needs. The project was carried out through three stages: pre-production, 

production, and post-production, including concept development, sketching, digital 

illustration, and the design of the main and supporting media. The final product 

consists of a game board, puzzle pieces, a guidebook, and packaging designed with 

simple illustrations, attractive colors, readable typography, and a structured layout. 

The designed puzzle-solving board game is expected to serve as an alternative 

learning medium that supports cognitive stimulation and provides a more 

interactive and enjoyable learning experience for Children with Special Needs at 

Little Tree. 

 

Keywords: board, puzzle, stimulation, Children with Special Needs, learning. 

 

 

ABSTRAK 

Anak Berkebutuhan Khusus (ABK) memerlukan media pembelajaran yang mampu 

mendukung stimulasi kognitif melalui aktivitas yang menarik dan interaktif. Tugas 

akhir ini bertujuan merancang board game puzzle solving sebagai media stimulasi 

kognitif bagi ABK di Little Tree. Metode yang digunakan meliputi observasi, 

wawancara, studi pustaka, dan dokumentasi untuk mengidentifikasi kebutuhan 

pengguna. Proses perancangan dilakukan melalui tahap praproduksi, produksi, dan 

pascaproduksi yang meliputi penyusunan konsep, pembuatan sketsa, digitalisasi 

ilustrasi, serta perancangan media utama dan media pendukung. Hasil perancangan 

berupa game board, kepingan puzzle, Petunjuk Permainan, dan kemasan yang 

dirancang menggunakan ilustrasi sederhana, warna yang menarik, tipografi yang 

mudah dibaca, serta tata letak yang terstruktur. Board game puzzle solving yang 

dihasilkan diharapkan dapat menjadi alternatif media pembelajaran yang 

mendukung stimulasi kemampuan konsentrasi, berpikir logis, pengenalan pola, dan 

pemecahan masalah bagi Anak Berkebutuhan Khusus di Little Tree. 

 

Kata Kunci: board, puzzle, stimulasi, ABK, media. 
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