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INTISARI

Gaya hidup sehat sangat penting dalam mencegah penyakit tidak menular
seperti obesitas dan diabetes. Namun, kesadaran generasi muda dalam memilih
makanan sehat masih rendah, salah satunya karena kurangnya media edukasi yang
menarik dan interaktif. Oleh karena itu, penelitian ini bertujuan mengembangkan
game edukatif berbasis Android yang dapat meningkatkan pemahaman mengenai
pentingnya konsumsi makanan sehat.

Pengembangan game menggunakan metode Game Development Life Cycle
(GDLC) yang terdiri dari enam tahap: inisiasi, pra-produksi, produksi, pengujian,
beta, dan rilis. Game ini dibuat menggunakan Construct 2. Pemain ditugaskan
memilith makanan sehat untuk mempertahankan skor dan nyawa dengan
menghindari makanan tidak sehat yang dapat menurunkan darah karakter.

pengujian dilakukan melalui uji Alpha oleh peneliti dan uji Beta oleh 30
responden mahasiswa. Hasil penilaian menggunakan skala Likert menunjukkan
bahwa game ini layak, menarik, mudah dimainkan, dan mampu menyampaikan
pesan edukatif secara efektif. Dengan demikian, game ini berpotensi menjadi media
pembelajaran alternatif dalam penyampaian gaya hidup sehat bagi kalangan muda.

Kata kunci: game edukasi, gaya hidup sehat, makanan sehat, Android, GDLC.
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ABSTRACT

A healthy lifestyle is essential for preventing non-communicable diseases
such as obesity and diabetes. However, awareness among the younger generation
regarding the importance of choosing healthy food remains low, partly due to the
lack of engaging and interactive educational media. Therefore, this study aims to
develop an Android-based educational game to improve understanding of healthy
eating habits.

The game was developed using the Game Development Life Cycle (GDLC)
method, which includes six phases: initiation, pre-production, production, testing,
beta, and release. The game was created using Construct 2. In the gameplay,
players are assigned to choose healthy foods to maintain their skor and lives while
avoiding unhealthy foods that can reduce their character's health points.

Testing was conducted through Alpha testing by the researcher and Beta
testing involving 30 student respondents. The assessment, using a Likert scale,
indicated that the game is feasible, engaging, easy to play, and effective in
delivering educational messages. Thus, the game has strong potential to serve as
an alternative learning medium for promoting a healthy lifestyle among young

people.
Keywords: educational game, healthy lifestyle, healthy food, Android, GDLC
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