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ABSTRAK 

 Natural Science learning on electrical circuits in Elementary School is often 

constrained by its abstract nature and the limitations of physical teaching aids. This 

study aims to develop and test the feasibility of a Role-Playing Game (RPG) 

educational game titled "Solvey" as an interactive learning medium for 5th-grade 

students based on the Kurikulum Merdeka. The development method used is the 

Game Development Life Cycle (GDLC), which includes the initiation, pre-

production, production, testing, beta, and release phases. The game was built using 

the Unity 2D game engine and C# programming language. Data were collected 

through interviews, System Usability Scale (SUS) questionnaires, as well as pre-

tests and post-tests. The functionality test results using Black Box testing showed 

that all interactive wire-dragging circuit features functioned 100% successfully. 

The usability evaluation through the SUS questionnaire obtained an average score 

of 85.62%, placing it in the "excellent" category. Furthermore, the cognitive 

effectiveness test using N-Gain achieved an average score of 83.33%, proving a 

significant increase in students' conceptual understanding. In conclusion, the 

"Solvey" game is effective and practical for use as a digital complementary medium 

for electrical practicals in Elementary School. 

 Keywords: Educational Game, RPG, GDLC, Electrical Circuits, 

Elementary School. 

 Pembelajaran IPA materi rangkaian listrik di Sekolah Dasar sering 

terkendala sifatnya yang abstrak dan keterbatasan alat peraga fisik. Penelitian ini 

bertujuan mengembangkan dan menguji kelayakan game edukasi Role-Playing 

Game (RPG) "Solvey" sebagai media interaktif kelas 5 SD berbasis Kurikulum 

Merdeka. Metode yang digunakan adalah Game Development Life Cycle (GDLC) 

dengan engine Unity 2D dan bahasa C#. Data dikumpulkan melalui wawancara, 

kuesioner System Usability Scale (SUS), serta pre-test dan post-test. Hasil uji 

fungsionalitas Black Box menunjukkan seluruh fitur sirkuit tarik-kabel berfungsi 

100% sukses. Evaluasi usabilitas melalui kuesioner SUS memperoleh skor rata-rata 

85,62% (sangat layak). Uji efektivitas kognitif dengan N-Gain menghasilkan rata-

rata skor 83,33%, membuktikan peningkatan pemahaman konsep siswa secara 

signifikan. Kesimpulannya, game "Solvey" efektif dan praktis digunakan sebagai 

media komplemen digital praktikum kelistrikan di Sekolah Dasar. 

 Kata Kunci: Game Edukasi, GDLC, Rangkaian Listrik, Sekolah Dasar  
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