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ABSTRAK 

 
Kurangnya media yang tepat untuk menunjang pembelajaran pada usia dini 

menyebabkan generasi muda saat ini kurang mengenal pembelajaran dan masih 

mengalami kesulitan belajar materi pengenalan tata surya, seperti alat peraga 

pembelajaran tata surya dan guru hanya menerangkan pembelajaran hanya 

berdasarkan gambar-gambar yang di buku dan penjelasan yang ada di buku, 

Pembelajaran IPA (Ilmu Pengetahuan Alam) untuk materi pengenalan tata surya, 

dilakukan secara tatap muka dimana guru hanya menggunakan media pembelajaran 

buku paket sebagai sarana penyampaian informasi dan pembelajaran , kemudian 

siswa mencatat di buku tulis masing-masing, tujuan dari penelitian ini adalah untuk 

meningkatkan minat belajar dan mempermudah siswa dalam mempelajari tentang 

tata surya dengan menggunakan media game sebagai sarana belajar dan 

mengaplikasikan algoritma rule based dalam game edukasi pengenalan tata surya 

dengan engine game RPG Maker MV, metode yang digunakan adalah System 

Development Life Cycle (SDLC) yang memiliki empat tahapan yaitu analisis, desain 

,pengkodean program dan pengujian, lalu pengujian dilakukan dengan pengujian 

dilakukan dengan menggunakan pengujian black box yaitu uji fungsionalitas 

aplikasi tanpa memperhatikan sumber atau struktur program, teknik pengumpulan 

data yang digunakan adalah observasi, studi pustaka, dan wawancara, hasil aplikasi 

game yang telah selesai dan dapat dieksekusi akan tersedia dalam bentuk aplikasi 

Android berekstensi APK, hasil pengujian penelitian ini game berhasil 

menyampaikan informasi dan meningkatkan minat siswa dalam mempelajari 

pengenalan tata surya, dan siswa dapat dengan mudah memecahkan teka-teki dan 

soal terkait pengenalan tata surya di dalam game. 

 
Kata Kunci : SDLC, RPG Maker MV, Game , Pengenalan Tata surya Edukasi 
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ABSTRACT 

 

The lack of appropriate media to support learning at an early age causes 

today's younger generation to be less familiar with learning and still have difficulty 

learning solar system introduction material, such as solar system learning aids and 

teachers only explain learning only based on pictures in books and explanations in 

books, Learning IPA (Natural Sciences) for solar system introduction material, 

carried out face-to-face where the teacher only uses the learning media of the 

package book and the explanation in the book. face-to-face where the teacher only 

uses textbook learning media as a means of conveying information and learning, 

then as a means of conveying information and learning, then students take notes in 

their notebooks. The purpose of this study is to increase interest in learning and 

make it easier for students to learn about the solar system with the make it easier 

for students to learn about the solar system by using game media as a means of 

learning and learning. game as a means of learning and apply the rule-based 

algorithm based algorithm in educational games introduction to the solar system 

with RPG game engine Maker MV, the method used is System Development Life 

Cycle (SDLC) which has four stages, namely analysis, The method used is System 

Development Life Cycle (SDLC) which has four stages namely analysis, design, 

program coding and testing, then testing is carried out using black box testing, 

namely testing the functionality of the application without paying attention to the 

source or structure of the program, the data collection techniques used are 

observation, literature study, and interviews, the results of game applications that 

have been completed and can be executed will be available in the form of Android 

applications with the APK extension, the results of testing this research the game 

succeeded in conveying information and increasing student interest in learning the 

introduction of the solar system, and students can easily solve puzzles and questions 

related to the introduction of the solar system in the game. 

 
Keywords : SDLC, RPG Maker MV, Games , Solar system introduction, 

Education 
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