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INTISARI 

Game edukasi sangatlah menarik dalam perkembangannya, beberapa 

kelebihan di dalam game edukasi dibandingkan dengan metode pembelajaran 

secara manual, salah satu kelebihan utama di dalam game edukasi ada pada 

visualisasi dari game tersebut sehingga dapat menampilkan permasalahan nyata 

atau yang sering terjadi. Beberapa contoh penerapan game edukasi tersebut, 

pemain dituntut untuk belajar sehingga dapat menyelesaikan permasalahan yang 

ada. 

Metode yang digunakan untuk penelitian perancangan dan pembuatan 

game edukasi ini adalah Game Development Life Cycle (GDLC). Metode GDLC 

dapat memudahkan dalam pembuatan game di mana terdapat Initiation, Pre-

production, Production, Testing, Beta Eksternal Testing dan Release Game. 

 

Game ini bisa digunakan sebagai media alternatif pembelajaran guru 

Taman Pendidikan Al-Qur’an (TPA) dalam mengubah cara belajar manual 

menjadi cara belajar simulasi game, sehingga dapat mengembangkan kreativitas 

anak, karena dalam game edukasi memiliki unsur tantangan, ketepatan, daya nalar 

dan etika. 

 

Kata Kunci: Game Edukasi, GDLC, Adobe Illustrator, Adobe Photoshop, 

Adobe Animate 
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ABSTRACT 
 

 Educational games are very interesting in their development, there are 

several advantages in educational games compared to manual learning methods, 

one of the main advantages in educational games is the visualization of the game 

so that it can display real or frequent problems. Some examples of the application 

of these educational games, players are required to learn so that they can solve 

existing problems. 

 

 The method used for the design research and making of this educational 

game is the Game Development Life Cycle (GDLC). The GDLC method can make 

it easier to create games where there are Initiation, Pre-production, Production, 

Testing, Beta External Testing and Release Games. 

  

 This game can be used as an alternative medium for learning the Al-

Qur'an Education Park (TPA) teacher in changing manual learning into a game 

simulation learning method, so that it can develop children's creativity, because 

in educational games it has elements of challenge, accuracy, reasoning and 

ethics. . 

 

Keyword: Educational Games, GDLC, Adobe Illustrator, Adobe Photoshop, 

Adobe Animate 

 

 


