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ABSTRACT

This study aims to develop an Android-based home ecology introduction game as
a learning medium for seventh-grade students at SMP Yamas. The study uses the
Research and Development method with the Game Development Life Cycle model,
consisting of initiation, pre-production, production, testing, and release. The game
was developed using Unity and contains four topics: mosquitoes and lavender
plants, stagnant water, processing dry leaves into compost, and ladybugs as natural
predators of plant pests. Testing was conducted using the Black Box method and a
questionnaire involving 30 students. The results showed that all main game
functions operated according to the design. The overall student assessment reached
80.28%, categorized as Feasible. Therefore, the Android-based home ecology
introduction game is feasible as a supporting medium for science learning.

Keywords: Android, educational game, GDLC, home ecology, learning media.

ABSTRAK

Penelitian ini bertujuan mengembangkan game pengenalan ekologi rumah berbasis
Android sebagai media pembelajaran bagi siswa kelas VII SMP Yamas. Metode
yang digunakan adalah Research and Development dengan model Game
Development Life Cycle yang meliputi tahap initiation, pre-production, production,
testing, dan release. Game dikembangkan menggunakan Unity dan memuat empat
materi, yaitu tanaman lavender dan nyamuk, genangan air, pengolahan daun kering
menjadi kompos, serta kepik sebagai predator alami hama tanaman. Pengujian
dilakukan menggunakan metode Black Box dan kuesioner kepada 30 siswa. Hasil
pengujian menunjukkan seluruh fungsi utama game berjalan sesuai rancangan.
Penilaian siswa memperoleh persentase keseluruhan sebesar 80,28% dengan
kategori Layak. Dengan demikian, game pengenalan ekologi rumah berbasis
Android layak digunakan sebagai media pendukung pembelajaran IPA.

Kata kunci: Android, ekologi rumah, game edukasi, GDLC, media pembelajaran.
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