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INTISARI

Pada umumnya pembelajaran angka disalurkan dengan cara menyampaikan
materi pelajaran sekolah. Penyempaian materi pada jam pelajaran yang panjang,
dan penjelasan materi pelajaran yang kadang sulit di pahami membuat peserta didik
yang diajarnya jadinya kebanyakan jenuh dan merasa bosan. Karena itulah yang
membuat peserta didik jadi kurang memahami pelajaran dan menjadikannya tidak
tertarik terhadap pelajaran dan kebanyakan juga dijaman sekarang peserta didik
lebih tertarik dengan permainan digi bisa dimainkan menggunakan
smartphone atau per a permainan digital yang ada
sia dan edukasi lainnya
ringkas dan sangat

uatan, Unity3D, Game, Matematika
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ABSTRACT

In general, number learning is channeled by delivering school subject
matter. Submission of material during long lesson hours, and explanations of
subject matter that are sometimes difficult to understand make the students who are
taught mostly bored and feel bored. Because that's what makes students less
understanding of lessons and makes them not interested in lessons and most of them
nowadays are more interested in digital games that can be played using
smartphones or computer devices. And there are also many digital games that have
educational elements such as physics, mathematics, Indonesian and other
education that try to teach the players an education that is concise and very
interesting and can be an_alternative solution to understanding the lesson. The
research method used to design a digital game for research This can produce
quality work, so the author uses the GDLC (Game Development Life Cycle) method,
GDLC is a game development process consisting of 6 development phases, starting
from the initialization/concept generation phase, preproduction, production,
testing, beta and release. Based on the calculation above, the percentage chosen is
Very Good by 38.33% for the ShooterTank game. Number learning media can be
modeled into a digital game called "ShooterTank", where the game can be made
using the Unity3D Game Engine.

Keyword: Making, Unity3D, Games, Math, Media, Learning.
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