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INTISARI

Teknologi gadget saat ini sudah banyak mengalami perkembangan yang
cukup pesat. Menurut survey dari Balitbang SDM Kominfo sebanyak 66.3% yang
memiliki Smartphone dan sebanyak 70,98% didominasi oleh pelajar/mahasiswa.
Untuk itu penulis mengembangkan game edukasi matematika dasar untuk belajar
yang memanfaatkan Game-based learning yang bertujuan memotivasi para pelajar
untuk belajar sambil bermain agar tidak bosan.

Penelitian ini menggunakan metode penelitian dan pengembangan.
Penelitian ini bertujuan untuk pengembangan game edukasi matematika dasar
menggunakan metode game-based learning dan mengetahui kelayakan dari game
edukasi matematika dasar menggunakan metode game-based learning

Penelitian ini menggunakan metode penelitian Research and Development
(R&D) dan metode pengembangan Game Development Life Cycle (GDLC), yaitu
initiation, pre-production, production, testing, beta, dan release. Pada penelitian ini
dirancang menggunakan software Unity 3D Engine. Teknik pengumpulan data
yang dilakukan adalah studi pustaka. Penelitian ini dirancang terlebih dahulu,
kemudian diimplementasikan ke dalam Unity Engine 3D, dan terakhir diuji dengan
black box dan dua device android. Berdasarkan hasil penelitian game edukasi
matematika dasar dinyatakan layak digunakan untuk bermain dan pembelajaran.

Kata kunci: Game Edukasi, Endless Runner, Game-Based Learning, Unity 3D
Engine
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ABSTRACT

Today's gadget technology has experienced a fairly rapid development.
According to a survey from the Communication and Informatics of Human
Resources Research and Development Agency, 66.3% have smartphones and
70.98% are dominated by students. For this reason, the author developed a basic
mathematics educational game for learning that utilizes Game-based learning
which aims to increase students' motivation in learning while playing so they don't
feel bored.

This research uses research and development methods. This study aims to
develop basic mathematics educational games using game-based learning methods
and determine the feasibility of basic mathematics educational games using game-
based learning methods.

This research uses Research and Development (R&D) research and Game
Development Life Cycle (GDLC) development methods, namely initiation, pre-
production, production, testing, beta, and release. This research is designed using
Unity 3D Engine software. The data collection technique used is literature study.
This research was designed first, then implemented into Unity Engine 3D, and
finally tested with a black box and two android devices. Based on the research
results, basic mathematics educational games are declared suitable for playing and
learning

Keywords: Education game, Endless Runner, Game-Based Learning, Unity 3D
Engine
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