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INTISARI

Penelitian ini bertujuan mengembangkan media pembelajaran
interaktif berbasis Unity sebagai alternatif sarana ajar bagi siswa sekolah
dasar dalam memahami materi sistem tata surya yang selama ini dianggap
abstrak dan sulit dijelaskan melalui gambar statis. Pengembangan
dilakukan menggunakan model Multimedia Development Life Cycle
(MDLC), mulai dari perumusan konsep, perancangan tampilan,
pengumpulan materi, hingga proses perakitan dan pengujian aplikasi.
Media yang dihasilkan dirancang agar mudah digunakan oleh guru
maupun siswa, dengan penyajian materi yang lebih menarik dan alur
navigasi yang sederhana sehingga dapat mendukung proses pembelajaran
IPA di kelas. Diharapkan, media ini dapat membantu guru menghadirkan
pengalaman belajar yang lebih interaktif serta memudahkan siswa dalam

memahami konsep-konsep dasar tata surya.

Kata kunci: media pembelajaran, interaktif, tata surya, MDLC
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ABSTRACT

This study aims to develop an interactive learning media using
Unity as an alternative tool to help elementary school students understand
solar system concepts that are often considered abstract when delivered
through traditional methods. The development process follows the
Multimedia Development Life Cycle (MDLC), which includes concept
formulation, interface design, material collection, assembly, and testing
stages. The resulting application is designed to be simple to operate and
accessible for both teachers and students, presenting the material in a more
engaging way while maintaining clarity and ease of navigation. This
learning media is expected to support science learning in the classroom by
providing a more interactive learning experience and helping students

grasp the fundamental concepts of the solar system more effectively.

Keyword: interactive learning media, solar system, Unity, MDLC
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