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ABSTRAK 

 

RANCANG BANGUN GAME EDUKASI 2D PADA MATERI BERHITUNG 

KELAS 2 DI SDN 15 RAMBUTAN 

(Muhammad Rafli Novrizah, 2023, 77 Halaman) 

 

Game berbasis aplikasi mobile adalah media pembelajaran yang dapat digunakan 

untuk mengasah daya pikir otak dan logika serta meningkatkan kreativitas belajar 

anak-anak, sekaligus berfungsi sebagai media hiburan. Game edukasi adalah 

game yang berisi konten pendidikan dan tujuannya adalah untuk memancing 

minat belajar anak dalam menyerap materi pembelajaran sambil bermain. Game 

memiliki berbagai karakteristik, termasuk Adventure, Action Racing, Arcade, 

Logic, Board Games (Permainan Papan), Simulation, dan Education. Ada 

beberapa jenis alat untuk memainkan game, termasuk Arcade games, PC games, 

console games, handheld games, dan mobile games. Animasi 2D adalah jenis 

animasi yang memiliki sifat flat secara visual dan dapat dibuat secara manual atau 

dengan bantuan komputer. Animasi 2D dapat digunakan dalam pembelajaran 

anak-anak untuk meningkatkan daya tangkap dan minat belajar mereka. Penelitian 

ini merancang dan membangun sebuah game edukasi 2D untuk pembelajaran 

berhitung di kelas 2 SD Negeri 15 Rambutan sebagai salah satu upaya untuk 

membantu perkembangan belajar siswa. Metode pengembangan digunakan untuk 

mengorganisir dan mengelola setiap tahap pengembangan game edukasi ini. 

 

Kata kunci : Game Edukasi, Berhitung, Metode MDLC.  
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ABSTRACT 

 

DESIGN AND CONSTRUCTION OF 2D EDUCATIONAL GAMES ON CLASS 2 

NUMERATION MATERIAL AT SDN 15 RAMBUTAN 

(Muhammad Rafli Novrizah, 2023, 77  Pages) 

 

Mobile application-based games are learning media that can be used to sharpen 

the brain's thinking and logic and increase children's learning creativity, as well 

as functioning as a medium of entertainment. Educational games are games that 

contain educational content and the aim is to stimulate children's interest in 

learning by absorbing learning material while playing. Games have various 

characteristics, including Adventure, Action Racing, Arcade, Logic, Board Games, 

Simulation, and Education. There are several types of tools for playing games, 

including Arcade games, PC games, console games, handheld games, and mobile 

games. 2D animation is a type of animation that is visually flat and can be created 

manually or with the help of a computer. 2D animation can be used in children's 

learning to increase their comprehension and interest in learning. This research 

designs and builds a 2D educational game for learning arithmetic in class 2 of SD 

Negeri 15 Rambutan as an effort to help students' learning development. 

Development methods are used to organize and manage each stage of 

development of this educational game. 

 

Key words :Educational Games, Counting, MDLC Method. 
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