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PROGRAM TV FUNTIONAL DENGAN TOPIK
“EFEKTIVITAS PERMAINAN TRADISIONAL TERHADAP
PENDIDIKAN DAN PERKEMBANGAN SOSIAL ANAK”

Marissa Amran

ABSTRAK

Televisi merupakan media yang lebih aktual dan cepat dalam memberitakan
informasi kepada publik. Dengan pengemasannya secara audiovisual membuat
televisi menjadi media massa yang disukai oleh masyarakat Indonesia karena
penyajian kontennya yang bervariatif. Produksi program televisi telah
mempertimbangkan keunikan, keanehan, keindahan, dan kemampuan jurnalis
dalam mengemas topik menjadi berkilau di televisi. Dalam menyusun program
televisi, penulis memilih untuk mengangkat mengenai permainan tradisional di
Nusantara. Permainan tradisional sudah jarang ditemui dan dilestarikan, terutama
di wilayah perkotaan Indonesia. Program televisi Funtional hadir tidak hanya untuk
menghibur, tetapi juga memberikan edukasi kepada masyarakat. Pasalnya, sebagian
besar masyarakat Indonesia telah jarang melestarikan permainan tradisional,
terutama di wilayah perkotaan. Data yang diperoleh dari Asosiasi Pengguna Jasa
Internet Indonesia (APJII) 2022, menunjukkan bahwa anak-anak yang berusia 5-12
sebagai pengguna internet sebesar 62,43% dan anak-anak berusia 13-18 tahun
sebanyak 99,16%. Tidak heran, anak-anak lebih sibuk bermain gadget, daripada
bermain permainan tradisional bersama teman-temannya. Program Funtional
dikemas dalam program feature yang terdapat mini games dan variety show di
dalamnya. Program Funtional membahas mengenai dampak permainan tradisional
kepada anak-anak. Oleh karena itu, penulis membuat episode kedua Funtional
untuk mengedukasi masyarakat dengan permainan tradisional dan dampaknya
terhadap Pendidikan dan perkembangan sosial anak. Episode kedua berdurasi 60
menit yang dibagi menjadi empat segmen dan dipublikasikan melalui platform
YouTube.

Kata kunci: Program TV Feature, permainan tradisional, Pendidikan,
perkembangan sosial anak.

Klaster Skripsi Berbasis Karya: Programming Based Project.

viii
Program Televisi Funtional..., Marissa Amran, Universitas Multimedia Nusantara



FUNTIONAL TV PROGRAM WITH THE TOPIC OF "THE
EFFECTIVENESS OF TRADITIONAL GAMES ON
CHILDREN'S EDUCATION AND SOCIAL DEVELOPMENT"

Marissa Amran

ABSTRACT (English)

Television is a more current and faster medium for conveying information to the
public. By packaging it audiovisually, television has become a mass media that the
Indonesian people favor because of its varied content presentation. The production
of television programs has taken into the uniqueness, strangeness, beauty, and
ability of journalists to package topics that shine on television. In compiling a
television program, the author highlighted traditional games in the archipelago.
Traditional games are rarely found and preserved, especially in urban areas of
Indonesia. Functional television programs are here not only to entertain but also
to provide education to the public. The reason is, that most Indonesian people
rarely preserve traditional games, especially in urban areas. Data from the
Association of Indonesian Internet Service Users (APJII) 2022, shows that children
aged 5-12 are 62.43% internet users and children aged 13-18 are 99.16%. It's not
surprising that children are more busy playing with gadgets, rather than playing
traditional games with their friends. The Functional program is packaged in a
feature program that includes mini-games and variety shows. The Functional
Program discusses the impact of traditional games on children. Therefore, the
author created the second episode of Funtional to educate the public about
traditional games and their impact on children's education and social development.
The second episode is 60 minutes long, divided into four segments, and published
via the YouTube platform.

Keywords: Feature TV programs, traditional games, education, children's social
development.

Cluster of work-based thesis: Programming-Based Project
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