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PENGEMBANGAN GAME EDUKASI INTERAKTIF BERBASIS
ANDROID UNTUK MENINGKATKAN LITERASI DIGITAL SISWA
SD SWASTA RIAD MADANI

Abstrak

Perkembangan teknologi pada era digital mendorong perlunya media pembelajaran yang
mampu meningkatkan literasi digital siswa sekolah dasar. Penelifian 11 bertujuan
mengembangkan game edukasi interaktif berbasis Android sebagair media pembelajaran
literas1 digital di SD Swasta Riad Madani. Pengembangan dilakukan menggunakan metode
Game Development Life Cycle (GDLC) yang meliputi tahapan initiation, pre-production,
production, testing, beta, dan release. Aplikasi dikembangkan menggunakan Unity dengan
mater1 literas1 digital yang disajitkan melalur permainan edukatif. Hasil pengujian
menunjukkan adanya peningkatan kemampuan siswa setelah menggunakan aplikasi.
Sebelum penggunaan aplikasi, persentase jawaban benar siswa berada pada rentang 60%—
80% dengan 1-2 soal belum terjawab. Setelah menggunakan aplikasi, seluruh siswa
memperoleh 100% jawaban benar, tidak ada soal yang tidak terjawab, dan seluruhnya
mencapai kategor: “Luar Biasa”. Hasil tersebut menunjukkan bahwa game edukasi yang
dikembangkan efekfif sebagai media pembelajaran untuk meningkatkan literasi digital siswa

sekolah dasar.

Kata kunci: Game Edukasi, Android, Literasi Digital, Metode Game Development Life
Cycle (GDLC), Unity.

Abstract

The rapid advancement of digital technology has created a need for learning media that can
improve elementary school students' digital literacy. This study aimed to develop an
interactive Android-based educational game as a learning medium for digital literacy at SD
Swasta Riad Madani. The game was developed using the Game Development Life Cycle
(GDLC) method, which consists of the initiation, pre-production, production, testing, beta,
and release stages. The application was developed using Unity and presents digital literacy
materials through interactive educational games. The results showed an improvement in
students' learning outcomes after using the application. Before using the application,
students' correct answer percentages ranged from 60% to 80%, with 1-2 unanswered
questions. After using the application, all students achieved 100% correct answers, with no
unanswered questions, and all obtained the "Excellent" achievement category. These
findings indicate that the developed educational game is effective as a learning medium for
improving digital literacy among elementary school students.

Keywords: Educational Game, Android Digital Literacy, Game Development Life Cycle
(GDLC), Unity.
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