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Abstract— Nowadays, IT development is
moving into online media, the Internet. It
happens because of this globalisation era’s needs
that urge every information to be able to be
accessed by anyone, anywhere, and anytime.
Inevitably, the internet development needs to
keep running. HTMLS5 is one of the big leaps on
the internet. HTML5 enables every media, such
as game, and any other media that formerly
could only be accessed by one PC, to be
accessed by many gadgets easily. Recently,
HTML5-based games have started to replace
flash-based games. HTML5 based-games have
started to pop out, of which can be accessed at
html5games.com. The usage of game as online
educational media is still dominated by flash-
based games, whereas there are already many
HTML5-based educational games in the Internet.
For example, on www.mathplayground.com we
can learn about logic and mathematics through
the internet. By playing those games, we’re lead
to have fun while gradually improving our logic
and mathematics skills. We’re also able to access
them using any OS, providing that it has a web
browser. Because of that easiness, some
developers have started to consider HTMLS5 as
educational media. With more developers, more
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educational games will give their contribution to

the society.
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I. INTRODUCTION

Modern human life today are already
familiar with the Internet. Even internet
itself is a necessity. Not only as a tool to
quickly access the latest information, to
access social media, but also for
entertainment.  No  wonder  that
information technology had began to shift
to the internet, because of the so many
provided convenience.

Internet development is inseparable
from information technology
development in this era, which requires
mobility and speed. In this case, internet
become one of important thing in this
information and technology
implementation, because internet can
minimize the use of resource like the use
of memory in HDD, and enable device to
be made efficiently.

Internet is not only used as entertainment media,
but also used as educational media. Elearning is a



learning method through electronic media, in
either text or multimedia form.

One of media which has been used as leaning
media is game. The use of game as learning media
started in the end of 2000’s. Game considered to
have the privilege as an interactive media and fun.
Especially for the children, they can easily study
and keep entertained.

Edugame (sebutan untuk game sebagai
Edugames (destignation for game as a medium of
education) has widely developed, especially
edugame for children. However, the use of it is
still limited in offline game. But now we can play
the game online using either flash or HTMLS5.

HTMLS5 is the latest version of HTML. It
enables the use of interactive media and game
programming. HTML5 is predicted as the
substitute of flash, because HTML5 doesn’t need
any plugin addition and lighter to ran. And the use
of HTMLS5 for the game programming has been
moved besides the use Flash to mobile device(iOS
and Android) stopped at the same time. So
HTMLS5 can be used by any kind of devices.

I1. INTERNET, HTML, AND
HTML5

a. Internet

In the late 1950's the Advanced Research
Projects Agency (ARPA) was founded in the
United States with the primary focus of
developing information technologies that could
survive a nuclear attack. ( Networking the Nerds
)In 1967 ARPA university and private sector
contractors met with representatives of the
Department of Defense to discuss possible
protocols for sharing information via computers.
In 1969, two years before the calculator was
introduced to consumers ( History of the Internet
and WWW ) and the year after National Public
Radio was established, the precursor of the
Internet, ARPANET, was born. It connected four
sites at the University of California at Los
Angeles, the University of California at Santa
Barbara, Stanford Research Institute, and the
University of Utah. Throughout the 1970's
researchers concentrated on developing protocols

for controlling networks, moving messages across
a system of networks, and allowing for remote
access to the networks. There were computers
connected at about two dozen sites when the first
email was sent in 1972, but the number of sites
and messages soon mushroomed. By 1975 there
were 63 sites. In 1980, 200 host computers were
connecting 20,000 people at university, military,
and government locations. Twelve years later the
number of hosts had grown to more than a million
internationally ( PBS Timeline ), and in January
of 1999 there were more than 43 million. (
Hobbes'
Internet Timeline v4.1)

If the 1970's were a time of research, the
1980's were a time of development. The
TCP/IP protocol was introduced in 1983,
and at the University of Wisconsin the
name server was developed. The next
year domain name server (DNS) was
established. In 1986, the National Science
Foundation developed a system to
connect the growing number of hosts.
Regional networks were connected to a
backbone network, which became known
as the NSFNET. As the "Internet”
continued to grow and prosper,
ARPANET came to an end in 1989 ( PBS
Timeline ) just before HTML protocol
was introduced in 1990. HTML allowed
graphics to be sent along with text to
create hypertext pages customized to the
sender's preference. ( Networking the
Nerds ) Everything was now in place for
explosive growth. ™!

b. HTML

HTML (Hypertext markup language) is a
markup language used to make web pages. HTML
was invented by Tim Bernes-Lee, a member of
CERN, in 1989.. HTML enables the online usage
of multimedia which formerly couldn’t be
accessed online.

The development of HTML is still running
since the first time it was developed. Some
versions of HTML that had been used are HTML,
HTML 2.0, HTML 3.2, HTML 4.0, some versions
of XHTML, and the latest one is HTMLS5.



c. HTML5

HTMLS5 itself was started to be developed in
2008. HTML5 was developed to strengthen the
former version and made an impression as if
HTML stands alone although its syntax is closely
same as SGML.[21

HTMLS5 gives anything that you want when you
are online, some of its features are New
Attributes, Full CSS3 Support, Video and Audio,
2D/3D Graphics, Local Storage, Local SQL
Database, web Applications. You can get those
features without any addition plugin. HTML5 is a
cross platform too, so it can be used in any
gadget!®.. So, the application of either application
or game are easier to use because we don’t need
any additional plugin.

I11. EDUGAME WITH HTML5

The use of HTML5 as game programming gives
convenience for both programmer and user.
Because HTML5 minimize the number of plugin,
data usage and time. Moreover, the use of flash is
soon substituted by HTMLS5. For the example
Apple Inc. and Android had stopped the use of
flash. Steve jobs, former CEO of Apple Inc., had
stopped the use of flash for Apple product since
2010.

There are so many example for edugame
in the internet. You can found the examples
at www.html5games.com. We can find
simple game to be played there. There are
both single player and multiplayer game.
. It can be seen here that people have
started to develop HTML-based games as
flash

substitute

Fig. 1 The screenshoot of one of game in
www.htmI5games.com

¥ <body style>
div id="fb-root"></diy

href="http://wwi.whatbrowser.org">hhat is a browser2</a>

ref="http://wwv.microsoft.com/windows/internet-explorer/default.aspx“>Microsoft Internet Explorer</a>

ref="http://ww.mozilla.com/firefox/">Mozilla Firefox</a>

ref="http://ww.google.com/chrome/">Google Chrome</a>

href="http://wwi.apple.com/safari/download/">Apple Safari</a>

<a href="http://www.google.com/chromeframe”>Google Chrome Frame for Internet Explorer</a>
o a bl T diecensdy | anessaenis

Fig. 2 The code of the game

For edugame itself we can find at
www.mathplayground.com. There, we
can find not only so many good and
entertaining edugames, but also have
educational value, especially math. Not
only math problems, there are some logic
games too. So, although it looks trifling,
this site is good to visit. For the parents
who have children and want their children
to learn math happily, are really suggested
to choose this site.

Your br r does not appear to support HTMLS. Try upgrading your browser to the latest version. "



Logic Game - Snoring 2 - Wild West

The elephant s still sleeping! Can you use your thinking skills to awaken the elephant?

If you liked this game, you may want to try Snorin: noring 2 Winter Edition.

Fig. 3 The screenshot of one of the game in
www.mathplayground.com

For some example HTML5 basededugame
which made by Educa studio. We can find their
games at gamemarbel.com. for your info, Educa
Studio isawinner of INAICTA, an Indonesian IT
competition. They won the first place. There,
children can study happily about some material.
They have used HTMLS5 for their game. We think
that games at gamemarbel.com have funny
interface, easy to play, and good for children.

marbel

Mencari

Fig. 4 The screenshot of one 6??5565??1?5?1"""”“
gamemarbel.com

This kind of game development must
continue. Considering its function, both
educate and avoids the children from the
danger of negative internet like
pornography, violence, a and incorrect
issues, because children need to grow
happily without anything which can
weaken their mind. Thus, they grow as
what children are supposed to grow. But,
the use of thet must be controlled, because
everything that is too much to be done

isn’t good. Here, the role of parent to
supervise and manage their children, not
only when their children play the game,
but also when they their other activity.

But there is a value we can be appoint
better than the only academic. There are
social value, cultural, history, and
morality. So, the children can understand
how to beheve and socialise. With the
result of that, we hope there will be
created humans who have morals and
wisdom who will lead the world in the
future. So, we can achieve a safe and
peaceful world, with people who respect
each other, respect the freedom of the
other nation, then the world will be
restored to the condition as it is supposed
to be, the world that is good for human
being.

V. CONCLUSIONS

HTMLS5 is one of the big leaps on the
internet, so much thing we can do with
HTMLS5. Insert multimedia files and
making application with no plugin
addition.

The use of HTMLS5 for the edugame is
good to be developed, because HTMLS5 is
a cross platform language, so we can use
any gadget as long as there is web
browser, the games enable to be played.
Besides educating the player, edugame
has function to protect the player from the
negative effect of internet, especially for
the kids.

With the implementation of the good
value and the conveniences are given,
HTML5 based-game can be a good big
leap for the delivery of educational
message which can easily accepted by the
society. So, it can press the number of
internet misapplication and internet can
still be a useful media for the society.
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