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ABSTRAK

Pembelajaran sejarah, khususnya mengenai tokoh proklamator Indonesia, memerlukan
pendekatan yang lebih inovatif untuk meningkatkan minat dan pemahaman siswa sekolah
dasar. Penelitian ini bertujuan untuk merancang game edukasi berbasis mobile yang
memfokuskan pada pengenalan tokoh proklamator Indonesia. Berdasarkan analisis yang
dilakukan, belum ditemukan game edukasi serupa di platform Play Store maupun App Store.
Perancangan game menggunakan metode Design Sprint, yang terdiri dari lima fase:
understand, diverge, decide, prototype, dan validate. Game edukasi ini dirancang dengan fitur-
fitur interaktif seperti sistem waktu terbaik, mode bermain bersama, dan materi pembelajaran
berbentuk video animasi. Desain antarmuka pengguna (UI) dikembangkan dengan
memperhatikan prinsip-prinsip desain dan pengalaman pengguna (UX) untuk menciptakan
tampilan yang menarik dan mudah dipahami. Pengembangan game ini diharapkan dapat
memberikan alternatif pembelajaran yang efektif dan menyenangkan bagi siswa sekolah dasar

dalam mempelajari tokoh proklamator Indonesia.

Kata Kunci : game edukasi, tokoh proklamator Indonesia, Design Sprint, U/UX,

pembelajaran sejarah.
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ABSTRACT

Learning history, especially regarding Indonesian proclaimers, requires a more innovative
approach to increase elementary school students' interest and understanding. This research aims
to design a mobile-based educational game that focuses on introducing Indonesian proclaimers.
Based on the analysis carried out, no similar educational games have been found on the Play
Store or App Store platforms. Game design uses the Design Sprint method, which consists of
five phases: understand, diverge, decide, prototype, and validate. This educational game is
designed with interactive features such as a best time system, play together mode, and learning
materials in the form of animated videos. User interface (UI) design is developed by paying
attention to design principles and user experience (UX) to create an appearance that is attractive
and easy to understand. It is hoped that the development of this game can provide an effective

and fun learning alternative for elementary school students in studying Indonesian proclaimers.

Keywords : educational games, Indonesian proclaimers, Design Sprint, UI/UX, history learning.
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