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RANCANG BANGUN MATERI AJAR BERBASIS GAME UNTUK
PEMBELAJARAN INTERAKTIF SISWA SMP DI PT DIGIKIDZ
INDONESIA

Daniel Himawan

ABSTRAK

Materi ajar merupakan konten pembelajaran yang disusun untuk membantu siswa
dalam memahami materi serta mencapai tujuan pembelajaran. Keberadaan materi
ajar yang relevan dan menarik dianggap penting dalam mendukung peningkatan
kualitas pendidikan di Indonesia. Salah satu pendekatan yang dapat diterapkan
adalah Game Based Learning (GBL), yaitu metode yang mengintegrasikan unsur
permainan dalam proses pembelajaran agar tercipta pengalaman belajar yang
interaktif dan menyenangkan. Kegiatan magang ini dilaksanakan di PT DIGIKIDZ
INDONESIA, di mana beberapa proyek pengembangan materi ajar berbasis GBL
telah dikerjakan untuk berbagai jenjang pendidikan. Namun, dalam laporan ini,
pembahasan difokuskan pada perancangan dan pengembangan materi ajar berupa
game edukatif bergenre RPG (Role-Playing Game) untuk jenjang SMP. Dalam
proses pengembangannya, prinsip-prinsip GBL telah diimplementasikan, seperti
perumusan tujuan pembelajaran yang jelas serta pemberian umpan balik secara
interaktif guna mendorong keterlibatan aktif peserta didik. Berdasarkan hasil
pelaksanaan magang, game edukatif berhasil dikembangkan dan diharapkan dapat
menjadi media pembelajaran yang efektif. Kegiatan ini memberikan pengalaman
praktis dalam mengaplikasikan konsep GBL dalam pengembangan konten edukatif
serta memperluas pemahaman mengenai proses produksi materi ajar digital di
lingkungan industri kreatif pendidikan.

Kata Kunci: Game Based Learning (GBL), Game Edukatif, Materi Ajar,
Pembelajaran Interaktif, RPG (Role-Playing Game)
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DESIGN AND DEVELOPMENT OF INTERACTIVE
GAME-BASED LEARNING MATERIALS FOR MIDDLE
SCHOOL STUDENTS AT PT DIGIKIDZ INDONESIA

Daniel Himawan

ABSTRACT

Learning materials are instructional content designed to help students understand
subject matter and achieve learning objectives. The availability of relevant
and engaging materials is considered essential in supporting the improvement
of education quality in Indonesia. One approach that can be applied is Game
Based Learning (GBL), a method that integrates game elements into the learning
process to create an interactive and enjoyable learning experience. This internship
was conducted at PT DIGIKIDZ INDONESIA, where several educational content
development projects based on GBL were carried out for various educational
levels. However, this report focuses on the design and development of learning
materials in the form of an educational game with the RPG (Role-Playing Game)
genre, specifically targeted at junior high school students. During the development
process, GBL principles were implemented, including the formulation of clear
learning objectives and the provision of interactive feedback to encourage active
student engagement. Based on the internship results, the educational game was
successfully developed and is expected to serve as an effective learning medium.
This activity provided practical experience in applying GBL concepts to the
development of educational content and broadened understanding of the digital
instructional material production process within the creative education industry.

Keywords: Game Based Learning (GBL), Educational Game, Instructional
Materials, Interactive Learning, RPG (Role-Playing Game)
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