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MUSEUM PERMAINAN TRADISIONAL ANAK INDONESIA

DI SIDOARJO
Alfian Sukma Adiputra
1651010048

ABSTRAK

Permainan tradisional merupakan budaya peninggalan nenek moyang kita yang
tersebar di seluruh Indonesia Salah satu kegiatan yang sekaligus memberikan
dampak positif yaitu dapat mengembangkan kecerdasan anak, mengembangkan
intelektual pada anak serta meningkatkan kemampuan bersosialisasi dan kerja sama
yang dibutuhkan di masa depan. Tetapi pada era modernisasi yang tidak dapat
terhindarkan menyebabkan permainan tradisional mulai ditinggalkan. Dengan
munculnya ide museum ini diharapkan masyarakat khususnya anak-anak dapat
mengenal kembali permainan tradisional bangsanya sendiri dan ikut
melestarikannya agar tidak hilang karena perkembangan teknologi. Selain itu pada
museum ini juga terdapat area bermain outdoor, sehingga pengunjung dapat serta
bermain permainan tradisional didalamnya. Metode dan pendekatan dari museum
ini yaitu metode tangible metphor dan pendekatan arsitektur post-modern. Hal ini
juga dapat menarik minat masyarakat khususnya anak-anak untuk mengujungi
museum, serta menghadirkan museum yang dapat menjadi area edukasi,
melestarikan, seta bermain permainan tradisional di Sidoarjo.

Kata Kunci : Museum; Permainan Tradisional; tangible metaphor; arsitektur
modern

ABSTRACT

The Indonesian traditional game is a cultural heritage of our ancestors spread
throughout Indonesia. It is the activities that at the same time has a positive impact
that is to be able to develop children's intelligence, develop children's intellectual
abilities and enhance the social skills and cooperation needed in the future. But in
the era of modernization traditional games began to be abandoned. With the idea of
this museum, it is hoped that the public, especially children, will be able to get to
know the traditional games of their own nation and help preserve them so that they
are not lost due to technological developments. In addition, this museum also has
an outdoor play area, so visitors can also play traditional games inside. The methods
and approaches of this museum are the Tangible Metaphor and the post-modern
architecture approach. This can also attract the interest of the citizens, especially
children, to visit the museum, as well as presenting a museum that can be an area
of education, preserving, and also playing Indonesian traditional games in Sidoarjo.



Keywords : Museum; Traditional games; tangible metaphor; architecture
modern
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