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ABSTRAK

Nama : Syafni Nisa Amaliah
Program Studi : Teknik Informatika

Judul : Rancang Bangun Game Edukasi untuk Pembelajaran Harmoni
dalam Ekosistem Menggunakan Metode  Multimedia
Development Life Cycle

Materi harmoni dalam ekosistem, khususnya rantai makanan dan jaring-jaring
makanan, masih sulit dipahami oleh sebagian siswa sekolah dasar akibat keterbatasan
visualisasi pembelajaran. Penelitian ini mengembangkan game edukasi HAMORA
(Harmoni Ekosistem Rantai Makanan) sebagai media pembelajaran interaktif untuk
siswa kelas 5 SD menggunakan metode Multimedia Development Life Cycle (MDLC)
dan Unity pada perangkat Android. Hasil pengujian menunjukkan aplikasi berjalan
stabil pada berbagai perangkat dengan seluruh fitur berfungsi baik. Peningkatan
pemahaman siswa ditunjukkan melalui perbandingan nilai pretest dan posttest dengan
N-Gain pada kategori sedang. Selain itu, pengujian System Usability Scale (SUS)
memperoleh skor rata-rata 77,14 yang berada pada kategori Acceptable dengan
interpretasi Good, sehingga aplikasi dinilai mudah digunakan dan layak sebagai media
pembelajaran interaktif.

Kata Kunci: Game Edukasi, Interaktif, MDLC
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ABSTRACT

Name : Syafni Nisa Amaliah
Department - Informatics
Title : Design and Development of an EducationalGame for Learning

Ecosystem Harmony Using the Multimedia Development Life
Cycle Method

The topic of ecosystem harmony, particularly food chains and food webs, is
clearly presented and easy to understand, with visuals that effectively support
learning. This study develops an educational game called HAMORA (Ecosystem
Harmony: Food Chains) as an interactive learning medium for fifth-grade elementary
school students, using the Multimedia Development Life Cycle (MDLC) method and
Unity on Android-based devices. The test results show that the application runs stably
on various devices and that all features function properly. An improvement in
students’ understanding is indicated by the comparison of pretest and posttest scores,
with N-Gain values in the moderate category. In addition, the System Usability Scale
(SUS) evaluation obtained an average score of 77.14, which falls into the Acceptable
category with a Good interpretation, indicating that the application is easy to use and
suitable as an interactive learning medium.

Key Word: Educational Game, Interactive, MDLC
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