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ABSTRAK 

The development of digital technology provides a significant opportunity to 

improve the quality of learning media, particularly through interactive educational 

Games. This study aims to develop an Android-based 2D educational Game as a 

simulation media for partial color blindness Testing for grade V elementary school 

students. The method used is the Game Development Life Cycle (GDLC), which 

consists of initiation, pre-Production, Production, Testing, beta, and release stages. 

The application was developed using the Unity 2D engine with C# programming. 

The results show that the application functions properly based on black box Testing, 

ensuring all features and simulation mechanics work according to the design. The 

Game provides an interactive and engaging experience for students to perform 

early screening of partial color blindness. This research is expected to increase 

awareness among students, teachers, and parents regarding the importance of 

early vision examination. 

Keywords: Educational Game, Partial Color Blindness, Unity 2D, Elementary 

School, GDLC. 

 

Perkembangan teknologi digital memberikan kesempatan besar untuk 

meningkatkan kualitas media pembelajaran, terutama melalui Game edukasi 

interaktif. Penelitian ini bertujuan untuk mengembangkan Game edukasi 2D 

berbasis Android sebagai media simulasi tes buta warna parsial bagi siswa sekolah 

dasar kelas V. Metode yang digunakan adalah Game Development Life Cycle 

(GDLC) yang meliputi tahap initiation, pre-Production, Production, Testing, beta, 

dan release. Aplikasi dikembangkan menggunakan engine Unity 2D dengan bahasa 

pemrograman C#. Hasil pengujian menunjukkan bahwa aplikasi berjalan dengan 

baik berdasarkan pengujian black box, memastikan seluruh fitur dan mekanik 

simulasi berfungsi sesuai rancangan. Game ini mampu memberikan pengalaman 

yang interaktif dan menarik bagi siswa dalam melakukan skrining awal buta warna 

parsial. Penelitian ini diharapkan dapat meningkatkan kesadaran siswa, guru, dan 

orang tua mengenai pentingnya pemeriksaan penglihatan sejak dini. 

Kata Kunci: Game Edukasi, Buta Warna Parsial, Unity 2D, Sekolah Dasar, GDLC. 
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