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INTISARI

Candi-candi di Sleman memiliki nilai sejarah dan budaya yang tinggi,
namun kesadaran serta minat generasi muda, terutama murid Sekolah Dasar,
terhadap warisan budaya ini masih tergolong rendah. Penelitian ini bertujuan untuk
mengembangkan game edukasi interaktif bertema Candi di Sleman menggunakan
Adobe Animate sebagai media pembelajaran yang menarik dan efektif. Metode
pengembangan yang digunakan adalah metode Multimedia Development Life Cycle
(MDLC) yang meliputi tahap konsep, desain, pengumpulan bahan, pembuatan,
pengujian, dan distribusi. di mana setiap tahap dilakukan secara sistematis untuk
memastikan game yang dihasilkan memiliki kualitas edukatif dan visual yang
optimal. Game ini dirancang dengan menggabungkan elemen interaktif seperti kuis,
cerita legenda, dan animasi dua dimensi yang dinamis. Pengujian dilakukan dengan
melibatkan murid Sekolah Dasar di Sleman untuk mengukur tingkat pemahaman
mereka sebelum dan sesudah menggunakan game tersebut. Hasil penelitian
menunjukkan adanya peningkatan signifikan dalam pengetahuan siswa tentang
candi-candi di Sleman serta peningkatan minat mereka untuk mempelajari warisan
budaya. Dengan demikian, game edukasi interaktif ini diharapkan mampu menjadi

sarana edukasi yang inovatif dan menyenangkan bagi anak-anak.

Kata kunci: Game Edukasi, Interaktif, Candi Sleman, Sekolah Dasar, Adobe

Animate.
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ABSTRACT

Temples in Sleman have high historical and cultural value, but the
awareness and interest of the younger generation, especially elementary school
students, towards this cultural heritage is still relatively low. This study aims to
develop an interactive educational game with the theme of temples in Sleman using
Adobe Animate as an interesting and effective learning media. The development
method used is the Multimedia Development Life Cycle (MDLC) method which
includes the stages of concept, design, material collection, manufacture, testing,
and distribution. where each stage is carried out systematically to ensure that the
resulting game has optimal educational and visual quality. This game is designed
by combining interactive elements such as quizzes, legendary stories, and dynamic
two-dimensional animations. Testing was carried out by involving elementary
school students in Sleman to measure their level of understanding before and after
using the game. The results of the study showed a significant increase in students'
knowledge about temples in Sleman as well as an increase in their interest in
learning about cultural heritage. Thus, this interactive educational game is
expected to be an innovative and fun educational tool for children.

Keyword: Educational Games, Interactive, Sleman Temple, Elementary School,
Adobe Animate.
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