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PERANCANGAN BOARDGAME EDUKASI UNTUK  

ANAK DENGAN SPEECH DELAY 

 (Muhammad Dio Rafi) 

ABSTRAK 

 

Kemampuan berbicara adalah aspek penting yang perlu diajarkan sejak dini untuk 

mendukung anak dalam berkomunikasi dan mengekspresikan diri. Namun, banyak 

anak usia dini mengalami keterlambatan bicara (speech delay) yang disebabkan 

oleh faktor internal seperti gangguan neurologis dan eksternal seperti kurangnya 

stimulasi bahasa atau penggunaan gadget berlebihan. Terapi wicara dan okupasi 

sering digunakan untuk membantu anak mengembangkan kemampuan berbicara 

dan motorik halus. Metode pembelajaran yang menarik dan tidak membebani anak, 

seperti gamifikasi dan permainan interaktif, dinilai lebih efektif dibandingkan terapi 

tradisional. Interaksi antara orang tua dan anak juga menjadi faktor penting dalam 

memberikan stimulasi yang dibutuhkan. Sebagai solusi, penulis merancang 

boardgame interaktif edukasi untuk menciptakan pengalaman belajar yang 

didampingi oleh orang tua. Perancangan menggunakan metode Design Thinking 

dari Robin Landa yang memiliki 5 tahap yaitu empathize, define, ideate, prototype, 

dan test. Metode riset yang penulis gunakan adalah kuesioner, wawancara ahli, 

Focus Group Discussion (FGD), studi eksisting dan studi literatur. Media 

permainan boardgame ini diharapkan mampu meningkatkan keterlibatan anak 

sekaligus memperkuat peran orang tua dalam mendukung perkembangan 

kemampuan berbicara anak. 

 

Kata kunci: keterlambatan bicara, permainan papan, interaksi, orang tua, anak 
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DESIGNING AN EDUCATIONAL BOARDGAME FOR 

CHILDREN WITH SPEECH DELAY 

 (Muhammad Dio Rafi) 

ABSTRACT (English) 

 

The ability to  speak is an important aspect that needs to be taught early to support  

children in communicating and expressing themselves. However, many early age 

children experience speech delay caused by  internal factors such as neurological 

disorders and external factors such as lack of  language stimulation or excessive 

gadget use. Speech and occupational therapy  is often used to help children develop 

speech and fine  motor skills. Learning methods that are engaging and not 

burdensome to the child, such as  gamification and interactive games, are 

considered more effective than traditional  therapy. Interaction between parents 

and children is also an important factor  in providing the required stimulation. As 

a solution, the author designed an educational interactive board game  to create a 

learning experience accompanied  by parents. The design uses the Design Thinking 

method from  Robin Landa which has 5 stages, namely empathize, define, ideate,  

prototype, and test. The research methods that the author uses are questionnaires,  

expert interviews, Focus Group Discussions (FGDs), existing studies and  

literature studies. This board game media is expected to be able to increase  

children's involvement while strengthening the role of parents in supporting  the 

development of children's speaking skills  

 

Keywords: speech delay, boardgame, interactive, parents, children 
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