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INTISARI

Analisis dan Perancangan Game Edukasi Puzzle Pengenalan Pahlawan
Indonesia di SD N 1 Manggis Boyolali ini dilatarbelakangi oleh kurangnya media
pembelajaran yang interaktif, seperti game teka-teki silang, sambung kata, dan kuis.
Meskipun materi tentang pahlawan nasional telah diajarkan dalam kurikulum
Merdeka kelas 1V, siswa sering merasa bosan dan cepat lupa karena metode
pembelajaran yang kurang menarik. Hal ini berdampak pada rendahnya penanaman
rasa nasionalisme dan kurangnya penghargaan terhadap jasa para pahlawan.

Dengan adanya masalah diatas, penulis menyelesaikan masalah tersebut
dengan solusi merancang media pembelajaran berupa game edukasi puzzle tentang
pahlawan Indonesia. Langkah-langkah penyelesaian meliputi analisis kebutuhan
siswa, desain game, pengembangan, serta uji coba dan evaluasi terhadap siswa
kelas IV di SD N 1 Manggis Boyolali. Metode yang dipakai pada penelitian ini
menggunakan Model Development Life Cycle (MDLC) yang terdiri dari tahapan
konsep, desain, pengumpulan bahan, pembuatan, pengujian, dan distribusi.

Hasil penelitian yaitu (1) produk yang dihasilkan berupa Game Edukasi
Puzzle Pengenalan Pahlawan Indonesia pada siswa SD N 1 Manggis Boyolali, dan
(2) game edukasi ini dirancang untuk meningkatkan daya ingat dan kreativitas
siswa dalam mengenal pahlawan nasional. Berdasarkan uji kelayakan oleh ahli
materi dan siswa kelas 1V, game ini dinyatakan valid dan layak untuk digunakan
serta diujicobakan kepada siswa kelas IV.

Kata kunci: game edukasi puzzle, pahlawan, mdlc
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ABSTRACT

Analysis and Design of an Educational Puzzle Game Introducing
Indonesian Heroes at SD N 1 Manggis Boyolali is motivated by the lack of
interactive learning media, such as crossword puzzles, word matching games, and
quizzes. Although material about national heroes has been taught in the Grade IV
Merdeka Curriculum, students often feel bored and quickly forget the information
due to less engaging learning methods. This results in a low sense of nationalism
and a lack of appreciation for the heroes' contributions.

Given the problems above, the author proposes a solution by designing an
educational puzzle game about Indonesian heroes. The steps taken include
analyzing student needs, designing the game, developing it, and conducting trials
and evaluations with Grade 1V students at SD N 1 Manggis Boyolali. The research
method used is the Model Development Life Cycle (MDLC), which consists of the
stages of concept, design, material collection, creation, testing, and distribution.

The results of the research are (1) the resulting product is an Educational
Puzzle Game Introduction to Indonesian Heroes for students at SD N 1 Manggis
Boyolali, and (2) this educational game is designed to improve students' memory
and creativity in recognizing national heroes. Based on a feasibility test by material
experts and class IV students, this game was declared valid and suitable for use
and was tested on class IV students.

Keywords: educational puzzle game, hero, mdlc
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