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INTISARI 

 

Pembelajaran arah mata angin bagi siswa sekolah dasar masih sering 

disampaikan melalui metode konvensional yang kurang interaktif, sehingga siswa 

mengalami kesulitan dalam memahami konsep arah secara visual dan kontekstual. 

Kondisi ini berdampak pada rendahnya minat belajar dan keterlibatan siswa dalam 

proses pembelajaran, khususnya pada materi yang membutuhkan pemahaman 

ruang dan orientasi. Oleh karena itu, diperlukan media pembelajaran alternatif yang 

mampu menyajikan materi arah mata angin secara menarik, interaktif, dan sesuai 

dengan karakteristik siswa sekolah dasar. 

Penelitian ini bertujuan untuk merancang dan mengembangkan game 

edukatif interaktif berbasis Roblox Studio berjudul Expedition Compass sebagai 

media pembelajaran arah mata angin utama. Metode yang digunakan dalam 

penelitian ini adalah Indie Game Development (IGD), yang meliputi tahap ideation, 

design, production, dan testing. Proses pengembangan game dilakukan melalui 

penyusunan Game Design Document, implementasi mekanisme permainan dan 

lingkungan 3D, serta pengujian fungsionalitas dan penilaian kelayakan 

menggunakan instrumen skala Likert. 

Hasil penelitian menunjukkan bahwa seluruh fitur dan mekanisme 

permainan pada game Expedition Compass dapat berjalan dengan baik sesuai 

dengan perancangan. Penilaian kelayakan oleh ahli media memperoleh persentase 

sebesar 88% dengan kategori sangat layak, serta didukung oleh hasil pengujian 

kenyamanan pengguna yang menunjukkan respon positif dari anak usia 8–12 tahun. 

Penelitian ini berkontribusi dalam menyediakan media pembelajaran interaktif 

berbasis game yang dapat dimanfaatkan oleh guru dan siswa sekolah dasar. 

Penelitian selanjutnya disarankan untuk menguji efektivitas pembelajaran 

menggunakan metode pre-test dan post-test serta mengembangkan materi arah mata 

angin lanjutan. 

Kata kunci: game edukatif, arah mata angin, Roblox Studio, media 

pembelajaran, IGD. 
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ABSTRACT 

 

Learning the concept of cardinal directions for elementary school students 

is often delivered through conventional teaching methods that lack interactivity, 

making it difficult for students to understand spatial orientation in a visual and 

contextual manner. This condition has an impact on students’ learning interest and 

engagement, especially in materials that require spatial understanding and 

navigation skills. Therefore, an alternative learning medium is needed to present 

cardinal direction concepts in an engaging, interactive, and age-appropriate 

manner for elementary school students. 

This research aims to design and develop an interactive educational game 

entitled Expedition Compass based on Roblox Studio as a learning medium for the 

main cardinal directions. The research method used is Indie Game Development 

(IGD), which consists of the ideation, design, production, and testing stages. The 

game development process includes the preparation of a Game Design Document, 

implementation of game mechanics and a 3D environment, as well as functional 

testing and feasibility evaluation using a Likert scale instrument. 

The results show that all features and game mechanics in Expedition 

Compass function properly according to the design. The feasibility assessment 

conducted by media experts achieved a score of 88%, categorized as very feasible, 

and was supported by positive responses from user comfort testing involving 

children aged 8–12 years. This research contributes to the development of an 

interactive game-based learning medium that can be utilized by teachers and 

elementary school students. Future research is recommended to measure learning 

effectiveness using pre-test and post-test methods and to expand the learning 

content. 

Keywords: educational game, cardinal directions, Roblox Studio, learning 

media, IGD. 
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