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INTISARI

Proses pembelajaran pada materi tata surya di SD Negeri Sleman 1
menunjukkan kurangnya motivasi dan pemahaman siswa kelas VI, yang
disebabkan oleh penggunaan media pembelajaran konvensional seperti papan tulis
dan buku. Media tersebut dianggap kurang menarik dan sulit memvisualisasikan
konsep tata surya secara efektif. Untuk mengatasi masalah ini, dikembangkan
sebuah game edukasi interaktif berjudul "Horizons of Knowledge" menggunakan
platform RPG Maker MV, yang bertujuan untuk meningkatkan motivasi belajar dan
pemahaman siswa terhadap materi tata surya.

Metode yang digunakan dalam penelitian ini adalah Game Development life
cycle (GDLC) yang terdiri dari tahap inisiasi, pra-produksi, produksi, pengujian,
hingga rilis. Game ini dirancang berbasis RPG (Role Playing Game) dan dapat
dijalankan di perangkat Android maupun Windows. Fitur game mencakup sistem
dungeon dengan tantangan soal, visualisasi planet dalam bentuk grafis interaktif,
serta evaluasi belajar melalui pre-test dan post-test. Penelitian ini juga melibatkan
wawancara, observasi, dan uji coba langsung pada siswa dan guru kelas VI di SDN
Sleman 1.

Hasil pengujian menunjukkan adanya peningkatan pemahaman siswa
setelah menggunakan game edukasi ini. Evaluasi dari ahli materi dan ahli game
juga menyatakan bahwa media ini layak digunakan sebagai alat bantu
pembelajaran. Dengan demikian, Horizons of Knowledge dapat menjadi alternatif
media pembelajaran interaktif yang efektif, serta berkontribusi dalam
pengembangan inovasi pembelajaran berbasis teknologi di lingkungan sekolah
dasar.

Kata Kunci: Game Edukasi, Tata Surya, RPG Maker MV, GDLC, Siswa Sekolah
Dasar.
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ABSTRACT

The learning process for solar system material at SD Negeri Sleman 1
shows a lack of motivation and understanding among sixth-grade students, caused
by the use of conventional learning media such as blackboards and books. These
media are considered uninteresting and difficult to visualize solar system concepts
effectively. To address this issue, an interactive educational game titled “Horizons
of Knowledge” was developed using the RPG Maker MV platform, aimed at
enhancing students' motivation and understanding of solar system material.

The method used in this study is the Game Development life cycle (GDLC),
which consists of the initiation, pre-production, production, testing, and release
stages. The game is designed as an RPG (Role-Playing Game) and can be run on
Android and Windows devices. The game features include a dungeon system with
challenge questions, interactive graphical visualizations of planets, and learning
evaluations through pre-tests and post-tests. This study also involved interviews,
observations, and direct testing with sixth-grade students and teachers at SDN
Sleman 1.

Testing results showed an improvement in students' understanding after
using this educational game. Evaluations from subject matter experts and game
experts also stated that this medium is suitable for use as a learning aid. Thus,
Horizons of Knowledge can serve as an effective alternative interactive learning
medium and contribute to the development of technology-based learning
innovations in elementary school settings.

Keyword: Educational Game, Solar System, RPG Maker MV, GDLC, Elementary
School Students.
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