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ABSTRACT 

 

In futsal there are some basic elements that must be understood when playing 

futsal in general, not much different from playing football with the conventional one 

basic technique futsal. The phenomenon that occurs in the play is the mastery of 

basic techniques futsal by student still has not shown the ability and skill to be 

expected because of the theory and practice of basic techniques are poorly 

understood and addressed. Students are less interested because the theory is mostly 

just an explanation of books and educational monotonically.Game covering aspects 

of software engineering, the learning aspect, the aspect of visual communication. 

Because by learning through interesting visualization expected passion to train the 

students will be more motivated. In addition, humans also have basic properties 

more quickly learn everything visually. The application of educational adventure 

game futsal basic techniques that are expected to help students learn the basic theory 

prefers a more interactive and interesting. 
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ABSTRAK 

 

Dalam futsal ada beberapa elemen dasar yang harus dipahami ketika bermain 

futsal secara umum,tidak berbeda jauh dengan bermain sepak bola konvensional 

salah satunya teknik dasar futsal. fenomena yang terjadi dalam bermain adalah 

penguasaan teknik dasar futsal oleh siswa masih belum menunjukkan kemampuan 

dan keterampilan yang diharapkan karena teori serta latihan tentang teknik dasar 

kurang dipahami dan diperhatikan.Siswa kurang tertarik karena teori kebnyakan 

hanya penjelasan dibuku dan monoton.Game edukasi meliputi aspek rekayasa 

perangkat lunak, aspek pembelajaran, aspek komunikasi visual. Karena dengan 

belajar melalui visualisasi yang menarik diharapkan semangat untuk melatih siswa 

akan lebih terpacu. Selain itu manusia juga mempunyai sifat dasar lebih cepat 

mempelajari segala sesuatu secara visual. Adanya aplikasi Game edukasi 

petualangan teknik dasar futsal yang diharapkan bisa membantu siswa lebih 

menyukai belajar  teori dasar yang lebih interaktif dan menarik. 

 

Kata kunci: futsal, Game , Edukasi. 
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