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ABSTRAK

A. RESTU AMALIA. Rancang Bangun Game Based Learning Pada
Pembelajaran Bahasa Indonesia (dibimbing oleh Wahyuddin dan Hasnawati)

Kurangnya media pembelajaran serta metode pengajaran yang cenderung
monoton mengakibatkan peserta didik kurang termotivasi untuk memahami
materi teks deskripsi secara mendalam. Materi ini memerlukan pemahaman
tentang struktur, ciri kebahasaan, dan isi yang seringkali sulit dicapai hanya
dengan metode ceramah atau latihan tertulis. Untuk mengatasi hal tersebut,
penelitian ini bertujuan merancang Game Based Learning berbasis Unity 3D
sebagai media pembelajaran interaktif pada materi teks deskripsi kelas VII SMP.
Penelitian ini menggunakan metode Research and Development (R&D) model
Lima Tahap (Mantap) yang meliputi penelitian pendahuluan, pengembangan
produk, validasi ahli, uji coba, dan diseminasi. Data dikumpulkan melalui studi
literatur, kuesioner validasi ahli materi, kuesioner kepuasan pengguna, serta
pengujian white box dan black box. Analisis data dilakukan secara deskriptif
kuantitatif untuk menentukan kategori kelayakan materi dan kepuasan pengguna.

Hasil validasi ahli materi memperoleh skor rata-rata 2,47 (kategori “Sangat
Setuju”) yang menunjukkan bahwa soal dalam game telah memenuhi aspek
kelayakan sesuai kurikulum. Hasil kuesioner kepuasan pengguna memperoleh
skor rata-rata 2,37 (kategori “Sangat Setuju”) yang berarti pengguna merasa puas
dengan tampilan, kemudahan penggunaan, dan manfaat game. Pengujian
fungsional memastikan seluruh fitur berjalan sesuai rancangan dan responsif saat
dimainkan. Dengan demikian, game ini dinyatakan layak digunakan sebagai
media pembelajaran interaktif yang tidak hanya menarik secara visual, tetapi juga
mampu meningkatkan motivasi belajar peserta didik.

Kata Kunci : Game Based Learning, Game Edukasi, Teks Deskripsi, Unity.



ABSTRACT

A. RESTU AMALIA. Design and Development of Game-Based Learning for
Indonesian Language Instruction (supervised by Wahyuddin and Hasnawati)

The lack of instructional media and the tendency to use monotonous
teaching methods have led to low student motivation in understanding descriptive
text material in depth. This material requires comprehension of structure,
linguistic features, and content, which is often difficult to achieve through lectures
or written exercises alone. To address this issue, this study aims to design a Unity
3D-based Game Based Learning as an interactive learning medium for
descriptive text material for seventh-grade junior high school students. This study
employed the Research and Development (R&D) method using the Five-Stage
(Mantap) model, which includes preliminary research, product development,
expert validation, trials, and dissemination. Data were collected through
literature review, material expert validation questionnaires, user satisfaction
questionnaires, and white box and black box testing. Data were analyzed
descriptively and quantitatively to determine the categories of material feasibility
and user satisfaction.

The material expert validation obtained an average score of 2.47
(“Strongly Agree” category), indicating that the questions in the game meet the
feasibility aspects according to the curriculum. The user satisfaction
questionnaire achieved an average score of 2.37 (“Strongly Agree” category),
indicating that users were satisfied with the design, ease of use, and benefits of the
game. Functional testing ensured that all features operated as designed and were
responsive during gameplay. Therefore, this educational game is deemed suitable
for use as an interactive learning medium that is not only visually appealing but
also capable of enhancing students’ learning motivation.

Keywords : Game Based Learning, Educational Game, Descriptive Text, Unity.
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