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INTISARI

Perkembangan teknologi sant ini sangatlah cepat terutama pada bidang

game yang bisa dijadikan mﬂmE;:lhehjarml:}mgmﬂvahfdm lfi‘;l“?thlfaebagu
pengganti proses. pemheh;umt tatap muka yang ggap kurang
efektif  penelitian ini bertujuan untuk membantu anak-anak mengenal tokoh
pahlawan, dimana minat untuk mengenal tokoh pahlawan sudah berkurang yang
disebabkan kurangnva media vang mellghibur dan . Berdasarkan
lahan yang telah diuraikan, nnhs membuat media pembeha berupa
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ABSTRACK

The development of technology is corvently very fast, especially in the field
.n_:!fgz;.lprﬂ wihich can be used ax an fmnovative and interactive learning media ay a
substitute for the conventional face-to-face learning process which is considered
fexy effective. This study aims to help children recogmize heroes, where interest in
knowing heroes has decreased due to the lack of entertaining and educational
media. Based on the probiems that have been described, the authors create learning
media in the form of interesting and innovative educational games so that they can
tncrease children’s interest in ex and can be wsed on Android-

i r.r'cm!ﬂl' using the Unity
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