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PENGEMBANGAN CHATBOT AI EDUKASI SEJARAH
INTERAKTIF BERBASIS ROLE PLAYING PAHLAWAN
NASIONAL

Abstrak

Penelitian ini bertujuan untuk mengembangkan dan mengimplementasikan chatbot Al
edukasi sejarah interaktif dengan pendekatan role playing pahlawan nasional menggunakan
metode Rapid Application Development (RAD). Topik ini dipilih karena rendahnya
keterlibatan emosional dan kognitif siswa dalam pembelajaran sejarah yang masih
didominasi metode konvensional, sehingga diperlukan media pembelajaran digital yang
lebih interaktif, adaptif, dan kontekstual. Metode RAD dipilih karena memungkinkan proses
pengembangan sistem secara cepat dan iteratif melalui tahapan perencanaan kebutuhan,
perancangan bersama pengguna, konstruksi, dan implementasi, sehingga sistem dapat
disesuaikan berdasarkan umpan balik pengguna. Perancangan sistem dilakukan
menggunakan use case dan activity diagram, kemudian diimplementasikan dalam bentuk
chatbot berbasis kecerdasan buatan dengan empat mode interaksi, yaitu mode default, role
playing, cerita, dan kuis. Hasil penelitian menunjukkan bahwa chatbot mampu menyajikan
materi sejarah secara responsif, interaktif, dan mudah digunakan. Dengan demikian,
penerapan metode RAD efektif dalam mendukung pengembangan media pembelajaran
sejarah berbasis Al yang inovatif dan relevan dengan kebutuhan pembelajaran digital.

Kata kunci: Kecerdasan Buatan, Chatbot Edukasi, Pembelajaran Sejarah, Role Playing,
Rapid Application Development.

Abstract

This study aims to develop and implement an interactive Al-based history education chatbot
using a national hero role-playing approach through the Rapid Application Development
(RAD) methodology. The topic was selected due to the low level of students’ emotional and
cognitive engagement in history learning, which is still dominated by conventional teaching
methods. Therefore, a more interactive, adaptive, and contextual digital learning medium is
required. The RAD method was chosen because it enables rapid and iterative system
development through requirements planning, user design, construction, and implementation,
allowing continuous refinement based on user feedback. The system was designed using use
case and activity diagrams and implemented as an Al-powered chatbot featuring four
interaction modes: default, role-playing, storytelling, and quiz modes. The results indicate
that the chatbot delivers historical content in a responsive, interactive, and user-friendly
manner. In conclusion, the application of RAD effectively supports the development of an
innovative Al-based digital learning medium for history education.

Keywords: Artificial Intelligence, Educational Chatbot, History Learning, Role-Playing,
Rapid Application Development
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