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INTISARI

Perkembangan teknologi digital telah mendorong berbagai inovasi di
berbagai bidang, termasuk dalam dunia game. Game tidak hanya berfungsi sebagai
media hiburan, tetapi juga telah berkembang menjadi alat pembelajaran interaktif
yang efektif, terutama untuk anak-anak. Penelitian ini bertujuan untuk merancang
dan membuat game edukasi matematika berbasis pixel art bernama "MathVill".
Game ini mengusung genre side-scrolling dengan elemen kuis, menyajikan materi
matematika dasar (penjumlahan, pengurangan, perkalian, pembagian) dalam
balutan visualisasi pixel art yang menarik dengan palet warna cerah dan animasi
sederhana. Software Godot Engine digunakan karena open-source dan mudah
diakses, memungkinkan pengembangan game yang optimal dan memudahkan
distribusi.

Visualisasi pixel art dipilih karena menciptakan kesan retro yang unik,
sederhana, dan mudah dipahami oleh anak-anak, sehingga diharapkan dapat
meningkatkan daya tarik game dan motivasi belajar siswa. Penelitian ini juga
mengkaji pengaruh visualisasi pixel art terhadap daya tarik game dan motivasi
belajar siswa. Diharapkan game edukasi “MathVill" dapat menjadi alternatif media
pembelajaran yang efektif dan memotivasi siswa untuk belajar matematika. Metode
pengembangan yang digunakan adalah Game Development Life Cycle (GDLC),

meliputi tahap konsep, desain, produksi, pengujian, dan rilis.

Kata kunci: Game Edukasi, Matematika, Pixel art, Godot Engine, GDLC.
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ABSTRACT

The development of digital technology has driven various innovations in
various fields, including in the world of gaming. Games are not only a medium of
entertainment, but have also evolved into effective interactive learning tools,
especially for children. This research aims to design and create a pixel art-based
math educational game called "MathVill®. This game uses a side-scrolling genre
with quiz elements, presenting basic math material (addition, subtraction,
multiplication, division) in an attractive pixel art visualization with bright color
palettes and simple animations. Godot Engine software is used because it is open-
source and easily accessible, allowing for optimal game development and

distribution.

Pixel art visualization is chosen because it creates a unique retro
impression that is simple and easy for children to understand, so it is hoped that it
can increase the attractiveness of the game and students' motivation to learn. This
research also examines the influence of pixel art visualization on the attractiveness
of the game and students' motivation to learn. It is hoped that this educational game
"MathVill" can be an effective alternative learning medium that motivates students
to learn mathematics. The development method used is the Game Development Life
Cycle (GDLC), including the concept, design, production, testing, and release

stages.

Keyword: Educational Games, Mathematics, Pixel art, Godot Engine, GDLC
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