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INTISARI 
 

Proses pembelajaran mengenai bangun ruang di kelas VI SD Negeri Sleman 

1 menghadapi kendala berupa rendahnya motivasi dan tingkat pemahaman siswa. 

Akar masalahnya terletak pada penggunaan media pembelajaran konvensional 

seperti papan tulis dan buku, serta memanfaatkan barang disekitar jika ada yang 

dianggap monoton dan tidak mampu memvisualisasikan konsep tentang bangun 

ruang secara menarik. Untuk mengatasi tantangan ini, sebuah inovasi berupa game 

edukasi interaktif berjudul "RPG Math" dikembangkan sebagai solusi untuk 

meningkatkan minat belajar dan pemahaman siswa secara efektif. 

Pengembangan game ini menggunakan platform RPG Maker MV dan 

mengikuti kerangka kerja Game Development Life Cycle (GDLC) yang terstruktur, 

mulai dari tahap inisiasi hingga rilis. Game bergenre Role Playing Game (RPG) ini 

dirancang agar dapat dioperasikan pada perangkat Android dan Windows, sehingga 

lebih fleksibel. Di dalamnya, terdapat fitur-fitur edukatif seperti sistem dungeon 

yang menantang siswa dengan soal-soal, visualisasi soal bangun ruang yang 

interaktif, serta evaluasi belajar melalui mekanisme pre-test dan post-test. Data 

untuk pengembangan dan evaluasi diperoleh melalui wawancara, observasi, dan uji 

coba langsung dengan siswa serta guru. 

Hasil pengujian akhir menunjukkan adanya peningkatan yang signifikan 

pada pemahaman siswa setelah menggunakan game "RPG Math". Selain itu, 

evaluasi dari ahli materi dan ahli game memberikan validasi bahwa media ini sangat 

layak digunakan sebagai alat bantu pembelajaran. Kesimpulannya, game edukasi 

ini berhasil membuktikan sebagai alternatif media pembelajaran interaktif yang 

tidak hanya efektif, tetapi juga menjadi contoh kontribusi positif dalam 

pengembangan inovasi pembelajaran berbasis teknologi di lingkungan sekolah 

dasar. 

 

Kata kunci: Game Edukasi, RPG Maker MV, Bangun Ruang, RPG, GDLC, 

Siswa Sekolah Dasar 
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ABSTRACT 
 

The learning process for solid geometry in Class VI at SD Negeri Sleman 1 

is hindered by low student motivation and understanding. The root of the problem 

lies in the use of conventional learning media, such as whiteboards, books, and 

occasionally available surrounding objects, which are considered monotonous and 

fail to visualize the concepts of solid geometry in an engaging way. To address this 

challenge, an innovation in the form of an interactive educational game titled "RPG 

Math" was developed as a solution to effectively increase students' interest in 

learning and their comprehension. 

The game's development utilizes the RPG Maker MV platform and follows 

the structured Game Development Life Cycle (GDLC) framework, from the 

initiation phase to release. This Role-Playing Game (RPG) is designed to be 

operable on both Android and Windows devices, making it more flexible. It includes 

educational features such as a dungeon system that challenges students with 

problems, interactive visualizations of solid geometry problems, as well as learning 

evaluation through a pre-test and post-test mechanism. Data for development and 

evaluation were gathered through interviews, observation, and direct trials with 

students and teachers. 

The final test results show a significant increase in student understanding 

after using the "RPG Math" game. Furthermore, evaluations from material experts 

and game experts validated that this medium is highly suitable for use as a learning 

tool. In conclusion, this educational game has successfully proven to be an 

interactive learning media alternative that is not only effective but also serves as 

an example of a positive contribution to the development of technology-based 

learning innovations in elementary schools. 

 

Keyword: Educational Game, RPG Maker MV, Geometrical Object, RPG GDLC, 

Elementary School Students


