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MOTTO 

 

 

Harus tetap melangkah, nothing impossible when allah said kun fayakun. 
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ABSTRAK 

 

 

Perkembangan terknologi game yang begitu pesat pada saat ini, membuat 

masyarakat terutama anak-anak terlena dan tidak dapat lepas dari kecanduan 

bermain game. Kecanduan bermain game di kalangan anak usia dini 

sangatlah berbahaya karena dapat mempengaruhi anak untuk malas belajar 

apalagi belajar pelajaran yang sulit pengejaan nya dan butuh sering-sering 

membaca seperti pelajaran Bahasa Inggris. Oleh karna itu perlunya telnologi 

game edukasi anak dalam pembelajaran seperti salah satu nya pembelajaran 

bahasa inggris pada anak usia usia dini yang materinya mulai dari kosa kata 

bagian bagian yang ada di sekitar mereka sehingga mudah dipahami dan 

mudah dihafal seperti mengenal bagian bagian tubuh dan organ manusia. 

Untuk menarik minat anak digunakan penerapan algoritma fisher yates 

shuffle agar anak tidak jenuh melihat tampilan soal karena selalu berubah-

rubah. Penelitian ini mendapatkan respon yang positif oleh anak-anak, orang 

tua serta guru. 

Keyword : game edukasi, fisher yates shuffle, Bahasa Inggris. 
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ABSTRACK 

 

 

The rapid development of gaming technology at this time has made people, 

especially children, complacent and unable to escape their addiction to 

playing games. Addiction to playing games among elementary school age 

children is very dangerous because it can influence children to become lazy 

about studying, especially learning lessons that are difficult to spell and 

require frequent reading, such as English lessons. Therefore, there is a need 

for children's educational game technology in learning, such as learning 

English for elementary school-aged children, where the material starts from 

vocabulary for the parts around them so that it is easy to understand and 

easy to memorize, such as getting to know the parts of the human body and 

organs. To attract children's interest, the Fisher Yates Shuffle algorithm is 

used so that children don't get bored seeing the appearance of the questions 

because they are always changing. This research received a positive response 

from children, parents and teachers. 

 

Keyword : game education,  fisher yates shuffle, English.
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