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Abstract. Children are the next generation of the nation where children must have
provisions in the form of knowledge. And knowledge can be obtained through learning.
The basic nature of children is playing with the introduction of these animal names
through games. The purpose of this research is to create a mobile game for children
aged 5-7 years that simulates animal name recognition. The research method used in
this research is descriptive with a quantitative approach. The results of the research
conducted so that children recognize the names of animals. The main concept of this
product is game. In the end this game was created to educate children. This simulation
is made for children to know the names of existing animals. The game scheme is made
in several levels. This research was conducted with the aim of developing games so that
they can be a means of learning for children on Android-based mobile devices, to
broaden children's horizons, and to determine the feasibility of Android-based learning.
With this game can shape the character and development of children.
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1. Introduction

Children are the next generation of the nation where children must have provisions in the
form of knowledge. And knowledge can be obtained through learning. Play is a necessity for
early childhood. Children can play and explore and finally children can find new experiences.
The ability to recognize letters is the stage of child development from not knowing to knowing
about the relationship between the shapes and sounds of letters, so that children can know the
shapes of letters and interpret them [1,2]. Game Search Method is one of the implementations
of Artificial Intelligence. Artificial Intelligence or Artificial Intelligence (English: Artificial
Intelligence or just abbreviated Al) is defined as the intelligence of scientific entities [3-6]. Such
systems are generally considered computers. Intelligence is created and put into a machine
(computer) in order to do work like humans can. Several kinds of fields that use artificial
intelligence include expert systems, computer games (Games), fuzzy logic, artificial neural
networks and robotics [7]. There are many search algorithms that can be applied. This
application has several letter and number games, name guessing games. The purpose of this
research is to create mobile-based educational games for children aged 5-7 years that simulate
the introduction of animal images. The research method that we use in this research is
descriptive with a quantitative approach.
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2. Method

The research method that we use in this research is descriptive by using a quantitative
approach to convey the research design. In making games, we use a web browser with the
waterfall system development method. The waterfall development method that we use is that
it can be used to design these simple games because the waterfall method is like a waterfall,
each stage is carried out or done sequentially from start to finish [8, 9].

The initial stages used in the waterfall method, namely Requirement at this stage, must
know all information regarding software requirements. Design, namely the design stage, this
stage aims to provide an overview of what must be done and how it looks. Implementation.
At this stage, it is carried out to check whether it is complete or not. Integration and testing at
this stage aims to check whether the application is complete or there are still shortcomings [10].

3. Results and Discussion
3.1. Identifying Requirements

This game application is designed for children aged 5-7 years to be able to recognize animal
names through this medium. The research was conducted for children to be able to use this
game application. The initial appearance of this game is shown in Figure 1.

Figure 1. Main Menu Display

Figure 1 shows that before the child plays this game, the first display that exists is the
main menu display.

3.2 Developing Waterfall Initial Requirements

In the early stages of creating a waterfall, the developer designs the main page of the game
application. The home screen contains the initial game logo display (see Figure 2).
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Figure 2. Game Main Page

Figure 2 shows the game application start page before the user enters the game main
page. On this main page will be displayed the logo and the name of the game.

3.3. Analysis
Before making the game, we must first analyze what we will need when making the
game, such as:

1. Setting up the Animal Name
2. Preparing the Web
3. Preparing the icons
4. Finding Backsound

3.4. Design

The following game design will be displayed in figure 3.

LEVEL 11

Figure 3. Game Display
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3.5. Waterfall Testing

After the initial waterfall has been successfully created, as an initial stage of discussion
from developers to users, waterfall testing is carried out to test the first initial waterfall before
the game is started, we get random words that have not been answered, after that we assemble
the correct words and then there is the correct display.
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Figure 4. Display of Unselected Answers
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Figure 5. Display of Selected Answers
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4. Conclusion

This game application is designed to be a simple game model consisting of several levels from
easy to difficult. In this game application there is information on the names of animals that are
around us. Children can play the game.
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