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PENGEMBANGAN GAME EDUKASI 2D PLATFORMER BERBASIS
UNITY SEBAGAI MEDIA PEMBELAJARAN GENETIKA

Abstrak

Materi genetika merupakan salah satu materi Biologi yang cukup kompleks sehingga
diperlukan media pembelajaran yang lebih interaktif dan menarik untuk membantu siswa
dalam memahami materi. Penelitian ini bertujuan mengembangkan game edukasi 2D
platformer berbasis Android sebagai media pembelajaran genetika menggunakan metode
agile yang meliputi tahapan requirement, gathering, planning, design, development,
testing, dan evaluation. Game dikembangkan menggunakan Unity dengan fitur materi,
interaksi NPC, kuis, level, rintangan dan item pendukung. Pengujian dilakukan
menggunakan Black Box Testing, User Acceptance Testing (UAT), serta pre-test dan post-
test. Hasil penelitian menunjukkan seluruh fitur game berhasil berjalan sesuai dengan
kebutuhan fungsional, hasil UAT memperoleh nilai 91,4% dengan kategori sangat layak,
serta rata-rata nilai siswa meningkat-dari-7,15% pada pre-test menjadi 12,25 pada post-
test. Berdasarkan hasil tersebut, game edukasi yang dikembangkan dapat berfungsi
dengan baik, diterima oleh pengguna dan membantu meningkatkan pemahaman siswa
terhadap materi genetika.

Kata Kunci : Game Edukasi, Genetika, Platformer 2D, Unity, Agile.

Abstract

Genetics is one of the subjects in Biology that is considered relatively complex, therefore,
a more interactive and engaging learning medium is needed to assist students in
understanding the material. This study aims to develop a 2D platformer educational game
based on Android as a learning medium for genetics using the Agile method, which
consists of the requirement gathering, planning, design, development, testing, and
evaluation stages. The game was developed using Unity and includes features such as
learning materials, NPC interactions, quizzes, levels, obstacles, and supporting items. The
testing was conductes using Black Box Testing, User Acceptance Testing (UAT), as well as
pre-test and post-test assessments. The results showed that all game features functioned
successfully according to the established functional requirements, while the UAT obtained
a score of 91.4% categorized as very feasible. In addition, the students’ average score
increased from 7.15 in the pre-test to 12.25 in the post-test. Based on these results, the
developed educational game functions properly, is well accepted by users, and can assist
in improving students’ understanding of genetics as a more interactive and engaging
learning medium.

Keywords : Educational Game, Genetics, 2D Platformer, Unity, Agile
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