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‭INTISARI‬

‭Game‬ ‭Development‬ ‭Life‬ ‭Cycle‬ ‭(GDLC)‬ ‭merupakan‬‭sebuah‬‭metode‬‭yang‬
‭menangani‬ ‭pengembangan‬ ‭game‬ ‭dimulai‬ ‭dari‬ ‭titik‬ ‭awal‬ ‭hingga‬ ‭paling‬ ‭akhir.‬
‭Metode‬ ‭ini‬ ‭dilakukan‬ ‭berdasarkan‬ ‭6‬‭Tahap‬‭yaitu‬‭inisiasi,‬‭pra-produksi,‬‭produksi,‬
‭alpha-testing,‬ ‭Beta-testing,‬ ‭kemudian‬ ‭publikasi.‬ ‭Dalam‬ ‭penelitian‬ ‭ini‬ ‭saya‬
‭menggunakan‬ ‭engine‬ ‭unity‬ ‭sebagai‬ ‭media‬ ‭pembuatan‬‭game‬‭edukasi,‬‭alasan‬‭saya‬
‭menggunakan‬ ‭unity‬ ‭dikarenakan‬ ‭unity‬ ‭sangat‬ ‭fleksibel‬ ‭dalam‬ ‭membuat‬ ‭logic‬
‭sebuah‬ ‭game,‬ ‭selain‬ ‭itu‬ ‭desain‬ ‭user‬ ‭interface‬ ‭unity‬ ‭bisa‬ ‭diatur‬ ‭sesuai‬ ‭keinginan‬
‭setiap‬ ‭orang.‬ ‭Tujuan‬ ‭game‬ ‭edukasi‬ ‭ini‬ ‭adalah‬ ‭mengganti‬ ‭pekerjaan‬ ‭rumah‬ ‭yang‬
‭sering‬‭diberikan‬‭kepada‬‭siswa‬‭sekolah,‬‭dengan‬‭sebuah‬‭game‬‭yang‬‭menyenangkan‬
‭untuk‬‭dimainkan‬‭dan‬‭memudahkan‬‭siswa‬‭untuk‬‭belajar‬‭dimana‬‭saja.‬‭Target‬‭pasar‬
‭game‬ ‭edukasi‬ ‭ini‬ ‭adalah‬ ‭para‬ ‭siswa‬ ‭dari‬ ‭kelas‬ ‭1‬ ‭sampai‬ ‭kelas‬ ‭6‬ ‭sekolah‬ ‭dasar.‬
‭Game‬ ‭edukasi‬ ‭ini‬ ‭bertemakan‬ ‭Puzzle‬ ‭Quiz‬ ‭yang‬ ‭dimana‬ ‭pemain‬ ‭akan‬
‭menyelesaikan puzzle untuk mengerjakan soal yang tersedia.‬

‭Kata kunci:‬‭Game Edukasi, GDLC, Pekerjaan Rumah‬
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‭Abstract‬

‭Game‬ ‭Development‬ ‭Life‬ ‭Cycle‬ ‭(GDLC)‬ ‭is‬ ‭a‬ ‭method‬ ‭that‬ ‭handles‬ ‭game‬
‭development‬ ‭from‬‭the‬‭start‬‭until‬‭the‬‭very‬‭end.‬‭This‬‭method‬‭is‬‭implemented‬‭based‬
‭on‬ ‭6‬ ‭stages,‬ ‭namely‬ ‭initiation,‬ ‭pre-production,‬ ‭production,‬ ‭alpha-testing,‬
‭beta-testing,‬ ‭then‬ ‭release.‬ ‭In‬ ‭this‬ ‭study‬ ‭I‬ ‭used‬ ‭Unity‬ ‭engine‬ ‭for‬ ‭making‬ ‭Game‬
‭Education.‬‭The‬‭reason‬‭I‬‭used‬‭unity‬‭is‬‭because‬‭unity‬‭is‬‭very‬‭flexible‬‭in‬‭making‬‭the‬
‭logic‬ ‭of‬ ‭a‬‭game,‬‭also‬‭unity‬‭user‬‭interface‬‭design‬‭can‬‭be‬‭customized‬‭according‬‭to‬
‭everyone's‬ ‭wishes.‬ ‭The‬ ‭purpose‬ ‭of‬ ‭this‬ ‭Game‬ ‭Education‬‭is‬‭to‬‭replace‬‭homework‬
‭that‬‭is‬‭often‬‭given‬‭to‬‭school‬‭students,‬‭with‬‭a‬‭game‬‭that‬‭is‬‭fun‬‭to‬‭play‬‭and‬‭makes‬‭it‬
‭easy‬ ‭for‬ ‭students‬ ‭to‬ ‭learn‬ ‭from‬ ‭anywhere‬ ‭anytime.‬ ‭The‬ ‭target‬ ‭market‬ ‭for‬ ‭this‬
‭Game‬‭Education‬‭is‬‭a‬‭range‬‭from‬‭first‬‭grade‬‭until‬‭sixth‬‭grade‬‭elementary‬‭student.‬
‭This‬‭game‬‭has‬‭a‬‭Puzzle‬‭Quiz‬‭genre‬‭where‬‭the‬‭player‬‭completes‬‭a‬‭puzzle‬‭to‬‭Answer‬
‭the provided questions.‬

‭Keyword:‬‭Game Education, GDLC, Homework‬
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