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INTISARI

Penelitian ini bertujuan untuk mengembangkan media pembelajaran interaktif 2D
berbasis desktop dalam bentuk game edukasi guna meningkatkan pemahaman nilai-

nilai Pancasila pada siswa kelas II di SDN Condongcatur.

Latar belakang penelitian ini didasari oleh kurangnya minat belajar siswa terhadap
materi Pendidikan Pancasila yang disebabkan oleh metode pembelajaran yang
masih konvensional dan kurang menarik. Untuk mengatasi permasalahan tersebut,
dikembangkan menjadi media pembelajaran berbasis game interaktif agar proses

pembelajaran menjadi lebih menarik dan mudah dipahami oleh siswa.

Metode yang digunakan dalam penelitian ini adalah Multimedia Development Life
Cycle (MDLC) yang terdiri dari enam tahap, yaitu concept, design, material
collecting, assembly, testing, dan distribution. Pada tahap konsep ditentukan tujuan
pembelajaran dan karakteristik pengguna, tahap desain meliputi pembuatan
storyboard dan alur permainan, tahap pengumpulan materi mencakup penyediaan
gambar, audio, dan teks, dan tahap perakitan dilakukan pembuatan media
menggunakan perangkat lunak berbasis 2D, tahap pengujian dilakukan untuk

memastikan fungsi dan tampilan berjalan sesuai.

Melalui pengembangan media pembelajaran ini, diharapkan dapat dihasilkan game
edukasi layak, menarik, dan mampu membantu siswa memahami serta
mengamalkan nilai-nilai Pancasila sejak dini. Hasil penelitian ini diharapkan juga
dapat memberikan kontribusi dalam menciptakan inovasi media pembelajaran yang

mendukung peningkatan kualitas proses belajar mengajar di sekolah dasar.

Kata Kunci: Media Pembelajaran Interaktif, Processing, MDLC, 2D, Nilai

Pancasila, Siswa Sekolah Dasar.
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ABSTRACT

This research aims to develop interactive 2D desktop-based learning media in the
form of an educational game to improve the understanding of Pancasila values

second-grade students at Condongcatur Elementary School.

The background of this research is based on students' lack of interest in learning
Pancasila Education material due to conventional and unengaging teaching
methods. To address this issue, an interactive game-based learning media was
developed to make the learning process more engaging and easier for students to

understand.

The method used in this research is the Multimedia Development Life Cycle
(MDLC), which consists of six stages: concept, design, material collection,
assembly, testing, and distribution. In the concept stage, learning objectives and
user characteristics are determined, the design stage includes the creation of a
storyboard and game flow,; the material collection stage includes the provision of
images, audio, and text, and the assembly stage involves creating the media using

2D-based software. Testing is conducted to ensure proper functionality and display.

Through the development of this learning media, it is hoped that a suitable and
engaging educational game will be produced that can help students understand and
practice Pancasila values from an early age. The results of this study are also
expected to contribute to the creation of innovative learning media that support the
improvement of the quality of the teaching and learning process in elementary

schools.

Keywords: Interactive Learning Media, Processing, MDLC, 2D, Pancasila Values,
Elementary School Students
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