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ABSTRAK 

Wiwit Febriyani. 2021. Ruang Bermain Anak Bertemakan Antariksa Untuk Usia 6-11 Tahun.  

Tugas Akhir. Prodi Pendidikan Seni Rupa. Fakultas Bahasa dan Seni. Universitas Negeri 

Jakarta. 

Seiring zaman, anak cenderung menyukai bermain gadget dibanding bermain dengan teman 

sebayanya. Padahal bersama lebih dari dua orang secara langsung sangat penting bagi perkembanannya, 

karena secara tidak langsung mempelajari kerjasama dengan teman sebayanya. Dari hasil survei “The 

Asianparent Insight 2014” lingkup Asia Tenggara, anak usia 6-9 tahun lebih tertarik bermain gadget 

baik disela-sela belajar maupun setelah selesai belajar. Berdasarkan hal tersebut, maka perupa 

menciptakan karya berupa ruang bermain dengan permainan yang bisa dimainkan dua orang atau lebih 

secara langsung. 

Metode penelitian ini menggunakan metode kualitatif. Jenis riset penelitian dan penciptaan ini 

menggunakan research-led practice, yaitu penelitian menjadi dasar dalam praktik. Sumber data dalam 

penelitian ini diperoleh dari berbagai narasumber, sumber tertulis dan foto guna memperoleh data yang 

diperlukan. Perupa menggunakan teknik pengumpulan data melalui observasi, wawancara, kuesioner, 

studi pustaka, dan pendokumentasian. 

Ruang bermain bertema Antariksa untuk anak usia 6-11 tahun berukuran 3x3 m dengan 

permainan yang bisa dimainkan dua orang atau lebih secara langsung, seperti permainan ular tangga 

ukuran 1x.5 m bahan kain taslan, flash card  ukuran A5 dengan bahan glossy photo paper, puzzle ukuran 

20x30 cm bahan karton tebal dilapisi bahan glossy, bean bag ukuran 75cmx120cm bahan baby canvas, 

dan knowladge classification box  ukuran 30x11 cm berbahan kayu dan setiker. Tema antariksa didapat 

setelah proses magang di ruangan bermain museum PPIPTEK. Desain karakter digunakan bukan hanya 

manusia tapi juga hewan,  desain karakter hewan dikaitkan dengan hewan yang dikirm keluar angkasa 

berdasarkan beberapa sumber literature. Dari hasil mengambil data secara langsung, anak-anak sangat 

tertarik dengan dunia Antariksa.  

kata kunci: Ruang Bermain Anak, Anak usia 6-11 tahun, Antariksa, Gadget.  
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ABSTRACT 

Wiwit Febriyani. 2021. Ruang Bermain Anak Bertemakan Antariksa Untuk Usia 6-11 Tahun. 

Final Project Creation Thesis. Fine Arts Education Study Program. Faculty of Language and 

Art. State University of Jakarta. 

 

As time goes by, children aged 6-11 years tend to play with gadgets rather than playing with 

their peers, such as playing games directly together with more than two people which is more important 

for the development of the children aged 6-11 years because they can spontaneously learn cooperation 

and interaction with peers of their age. Creation of this work dues to artist's anxiety, that children aged 

6-11 years are more interested in playing gadgets than playing with their peers. The results of the survey 

"The Asianparent Insight 2014" within the scope of the Southeast Asian study, children aged 6-9 years 

are more interested in playing gadgets, both while studying and after studying. 

The method used for this research is a qualitative method. This type of research and creation 

uses research-led practice, where research becomes the basis for practice. Sources of data in this study 

were obtained from various sources, written sources and photos in order to obtain the necessary data. 

Artist uses data collection techniques through observation, interviews, questionnaires, literature studies, 

and documentation. 

Therefore, Outer Space-themed children's play area for ages 6-11 years sized 3x3 m is 

required, with supporting games in it, such as a snake and ladder game sized 1x5 m in Taslan cloth, A5-

sized Flash Cards with glossy Photo Paper, Puzzle games sized 20x30 cm made of thick cardboard 

covered with glossy material, Bean bag sized 75cmx120cm made of baby canvas, and a Knowledge 

Classification Box sized 30x11 cm made of wood and stickers. The idea for Outer Space was obtained 

after the internship, when seeing many direct references to the children's play area at PPIPTEK. From 

the results of taking data directly that the artist has done, the children are very interested in the world 

of Outer Space. Although they only know without recognizing the names of the parts of the Outer Space. 

 

Keywords: Children's Playroom, Children aged 6-11 years, Space, Gadgets. 
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