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RANCANG BANGUN GIM EDUKASI BERBASIS MOBILE UNTUK
ANAK TK MENGGUNAKAN ALGORITMA FISHER-YATES SHUFFLE

Nicholas Ryan

ABSTRAK

Perkembangan teknologi digital telah mendorong lahirnya berbagai media
pembelajaran interaktif, salah satunya gim edukasi berbasis mobile untuk anak
usia dini. Penelitian ini bertujuan untuk merancang dan membangun gim edukasi
Android untuk anak taman kanak-kanak (TK), dengan menerapkan algoritma
Fisher-Yates Shuffle guna menghasilkan konten permainan yang variatif dan tidak
repetitif. Gim ini terdiri dari lima jenis permainan: Puzzle Huruf, Mencocokkan
Warna dan Bentuk, Hitung dan Cocokkan Angka, Tebak Suara Hewan, dan
Petualangan Edukasi. Pendekatan yang digunakan adalah metode Research and
Development (R&D), dimulai dari perancangan Game Design Document (GDD)
hingga evaluasi aplikasi menggunakan model Hedonic-Motivation System Adoption
Model (HMSAM).
Evaluasi dilakukan terhadap 30 responden (orang tua atau pendamping anak) untuk
mengukur tujuh komponen dalam HMSAM: Perceived Ease of Use, Control, Joy,
Immersion, Curiosity, Perceived Usefulness, dan Behavioral Intention to Use.
Hasil menunjukkan bahwa aplikasi memperoleh nilai rata-rata 78,89%, dengan
nilai tertinggi pada komponen Perceived Ease of Use (91,33%) dan Perceived
Usefulness (82,10%). Ini menunjukkan bahwa gim edukasi yang dikembangkan
memiliki potensi besar sebagai media pembelajaran anak usia dini yang interaktif,
menyenangkan, dan efektif.

Kata kunci: gim edukasi, anak usia dini, Fisher-Yates Shuffle, HMSAM, aplikasi
mobile Android
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DESIGN AND DEVELOPMENT OF A MOBILE-BASED EDUCATIONAL
GAME FOR KINDERGARTEN CHILDREN USING THE FISHER-YATES

SHUFFLE ALGORITHM

Nicholas Ryan

ABSTRACT

The advancement of digital technology has driven the emergence of various
interactive learning media, including mobile-based educational games for early
childhood. This study aims to design and develop an Android educational game
for kindergarten-aged children by implementing the Fisher-Yates Shuffle algorithm
to create varied and non-repetitive content. The game consists of five types
of activities: Letter Puzzle, Color and Shape Matching, Counting and Number
Matching, Animal Sound Guessing, and Educational Adventure. A Research and
Development (R&D) approach was adopted, starting from the creation of a Game
Design Document (GDD) to the evaluation stage using the Hedonic-Motivation
System Adoption Model (HMSAM).
The evaluation involved 30 respondents (parents or guardians) to assess seven
HMSAM components: Perceived Ease of Use, Control, Joy, Immersion, Curiosity,
Perceived Usefulness, and Behavioral Intention to Use. The results showed an
average score of 78.89%, with the highest ratings in Perceived Ease of Use
(91.33%) and Perceived Usefulness (82.10%). These findings indicate that the
developed educational game has strong potential as an engaging, enjoyable, and
effective learning medium for early childhood.

Keywords: educational game, early childhood, Fisher-Yates Shuffle, HMSAM,
Android mobile application
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