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ABSTRAK 

 

PERANCANGAN TAMAN WISATA EDUKASI PERMAINAN 

TRADISIONAL DI KOTA SURABAYA DENGAN PENDEKATAN 

ARSITEKTUR METAFORA 

Perkembangan teknologi modern yang pesat telah membawa dampak signifikan 

terhadap kehidupan masyarakat, termasuk dalam aspek budaya dan pola perilaku 

anak-anak. Di Indonesia, kemajuan teknologi informasi, khususnya dalam bentuk 

game online, telah mengubah cara anak-anak berinteraksi, bermain, dan belajar. 

Fenomena ini menyebabkan pergeseran minat anak-anak dari permainan tradisional 

yang sarat nilai budaya menuju aktivitas digital yang cenderung individualistik. 

Akibatnya, permainan tradisional yang merupakan warisan budaya bangsa perlahan 

mulai ditinggalkan, bahkan terancam punah, seiring dengan berkurangnya ruang 

bermain dan meningkatnya penggunaan perangkat elektronik di kalangan anak-

anak. Padahal, permainan tradisional tidak hanya berfungsi sebagai sarana hiburan, 

tetapi juga memiliki peran penting dalam membentuk karakter, mengembangkan 

keterampilan sosial, serta melestarikan nilai-nilai luhur budaya lokal. Menanggapi 

permasalahan tersebut, diperlukan upaya konkret untuk melestarikan dan 

memperkenalkan kembali permainan tradisional kepada generasi muda. Salah satu 

solusi yang diusulkan adalah perancangan Taman Wisata Edukasi Permainan 

Tradisional di Kota Surabaya dengan pendekatan arsitektur metafora. Konsep ini 

bertujuan menciptakan ruang edukatif dan rekreatif yang tidak hanya menarik 

secara visual, tetapi juga mampu menghadirkan pengalaman belajar yang 

menyenangkan dan bermakna bagi anak-anak. Pendekatan arsitektur metafora 

diharapkan dapat meningkatkan daya tarik taman wisata, memfasilitasi aktivitas 

bermain yang edukatif, serta memperkuat kesadaran masyarakat akan pentingnya 

pelestarian budaya permainan tradisional. Dengan demikian, taman wisata ini 

diharapkan menjadi wadah pelestarian budaya sekaligus sarana pembentukan 

karakter anak melalui aktivitas bermain yang sehat, interaktif, dan penuh nilai 

edukatif di tengah arus globalisasi dan dominasi teknologi digital. 

Kata Kunci : Wisata Edukasi, Permainan Tradisional, Arsitektur Metafora 

 

 

 

 

 

 

 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/  
xi 

 

ABSTRACT 

 

DESIGN OF A TRADITIONAL GAMES EDUCATIONAL TOURISM PARK 

IN THE CITY OF SURABAYA USING A METAPHORE ARCHITECTURAL 

APPROACH 

The rapid development of modern technology has had a significant impact on 

people's lives, including in terms of culture and children's behavior patterns. In 

Indonesia, advances in information technology, particularly in the form of online 

games, have changed the way children interact, play, and learn. This phenomenon 

has caused a shift in children's interests from traditional games rich in cultural 

values to digital activities that tend to be individualistic. As a result, traditional 

games, which are part of the nation's cultural heritage, are slowly being abandoned 

and even threatened with extinction, as play spaces decrease and the use of 

electronic devices among children increases. However, traditional games not only 

serve as a means of entertainment but also play an important role in shaping 

character, developing social skills, and preserving the noble values of local culture. 

To address this issue, concrete efforts are needed to preserve and reintroduce 

traditional games to the younger generation. One proposed solution is the design 

of a Traditional Game Educational Tourism Park in Surabaya using a metaphorical 

architectural approach. This concept aims to create an educational and 

recreational space that is not only visually appealing but also provides children 

with enjoyable and meaningful learning experiences. The metaphorical 

architectural approach is expected to enhance the appeal of the tourism park, 

facilitate educational play activities, and strengthen public awareness of the 

importance of preserving traditional game culture. Thus, this tourism park is hoped 

to serve as a platform for cultural preservation while also functioning as a means 

of character development for children through healthy, interactive, and 

educationally enriching play activities amidst the tide of globalization and the 

dominance of digital technology. 

Keywords : Educational Tourism, Traditional Games, Metaphor Architecture 
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