
  



  



 





 

 

 

 

ABSTRAK 

Anak-anak zaman dulu tentu berbeda dengan anak zaman sekarang. Dulu 

anak-anak tertarik bermain di luar ruangan dan membaca buku. Kondisinya 

sekarang berbeda, mereka dimanjakan dengan gadget. Bermain game jauh lebih 

menarik dari pada membaca buku. Penyampaian buku cerita bergambar 

merupakan penyampaian pesan edukasi untuk anak dan mengemasnya melalui 

pendekatan visual. 

Perancangan ini menyajikan sebuah cerita tentang permainan tradisional 

khas Jawa Timur “Congklak” yang harus tetap dilestarikan. Perancangan ini 

bertujuan untuk mengembangkan kognitif anak serta merangsang daya imajinasi 

anakpada umur 4-7 tahun. Untuk membuat buku cerita bergambar diperlukan data 

sebagai acuan dalam pembuatan. Pada pengumpulan data ini, penulis 

menggunakan teknik observasi dan wawancara. Juga adanya data pendukung yang 

didapatkan dari sumber yang sudah ada, seperti literatur dan media massa. 

Berdasarkan hasil observasi, mereka juga antusias meliat dan menceritakan 

apa yang mereka lihat di buku cerita bergambar. Setelah mengetahui latar 

belakang, rumusan masalah, dan dilakukannya wawancara serta observasi, penulis 

mendapatkan sebuah keyword yaitu serunya belajar permainan congklak melalui 

cergam. 

Melalui perancangan buku cerita bergambar “Yuk, Main Congklak” dengan 

harapan menjadi alternative pembelajaran untuk anak usia dini dengan 

penyampaian pesan edukasi untuk anak dan mengemasnya melalui pendekatan 

visual. Serta diharapkannya permainan tradisional khas Jawa Timur ini tidak 

hilang, dan tugas kita sebagai anak bangsa harus mampu melestariakan aset 

Budaya. 

 
Kata Kunci : Cergam, Congklak, Belajar, Permainan, Seru 
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ABSTRACT 

The children of the past were certainly different from the children of 

today. In the past, children were interested in playing outdoors and reading 

books. The conditions are now different, they are spoiled with gadgets. Playing 

games is much more interesting than reading books. Submission of picture story 

books is the delivery of educational messages for children and packaging them 

through a visual approach. 

This design presents a story about a traditional East Javanese game 

"Congklak" which must be preserved. This design aims to develop children's 

cognitive and stimulate the imagination of children at the age of 4-7 years. To 

make a picture story book, data is needed as a reference in making it. In 

collecting this data, the authors used observation and interview techniques. There 

is also supporting data obtained from existing sources, such as literature and 

mass media. 

Based on the results of observations, they were also enthusiastic about 

seeing and telling what they saw in picture story books. After knowing the 

background, the formulation of the problem, and conducting interviews and 

observations, the writer got a keyword, namely the excitement of learning the 

congklak game through comic. 

Through the design of a picture story book "Yuk, Main Congklak" with the 

hope of becoming an alternative learning for early childhood by delivering 

educational messages for children and packaging them through a visual 

approach. And it is hoped that this traditional game typical of East Java will not 

disappear, and our duty as children of the nation must be able to preserve 

cultural assets. 

 
Keywords: Play, Congklak, Learning, Games, Fun 
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