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ABSTRAK

Guru masa kini dituntut mampu merancang media pembelajaran yang
inovatif, interaktif, serta relevan dengan karakteristik peserta didik sebagai
konsekuensi dari pesatnya perkembangan teknologi digital yang merambah dunia
pendidikan. Namun, pengembangan media pembelajaran di tingkat (SMP) masih
menghadapi keterbatasan karena belum tersedianya prototipe game edukasi yang
dirancang sebagai acuan pengembangan sehingga memudahkan guru dalam
menyusun dan mengembangkan media pembelajaran secara mandiri sesuai dengan
karakteristik materi yang diajarkan. Penelitian ini bertujuan mengembangkan
prototipe game edukasi berbasis Articulate Storyline 3 sebagai model pembelajaran
interaktif bagi guru SMP. Pendekatan yang diterapkan dalam penelitian ini adalah
Research and Development (R&D) dengan memanfaatkan model ADDIE sebagai
kerangka kerja yang difokuskan pada tiga tahapan, yaitu Analyze, Design, dan
Development. Tahap analisis dilakukan melalui observasi dan wawancara di 3 SMP
di Kota Palangka Raya untuk mengidentifikasi kebutuhan pembelajaran,
karakteristik guru, dan kesiapan teknologi. Tahap desain menghasilkan flowchart,
storyboard, dan struktur permainan, sedangkan tahap pengembangan menghasilkan
prototipe game edukasi berbasis Articulate Storyline 3 yang memanfaatkan
berbagai fitur interaktif untuk mendukung proses pembelajaran. Hasil prototipe
yang dikembangkan mampu menjadi model pembelajaran interaktif yang
sistematis, fleksibel, dan mudah dikembangkan oleh guru sesuai dengan kebutuhan
berbagai mata pelajaran di SMP. Prototipe diharapkan menjadi acuan pembelajaran

berbasis game inovatif dan adaptif di lingkungan sekolah.

Kata kunci : Prototipe, Game Edukasi; Articulate Storyline 3;Pembelajaran

Interaktif; SMP.
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ABSTRACT

Teachers are increasingly expected to design innovative, interactive, and
learner-centered instructional media in response to the rapid advancement of
digital technology in education. However, the development of instructional media
at the junior high school level remains limited due to the absence of an educational
game prototype that can serve as a practical reference for teachers in independently
designing and developing game-based learning media tailored to different subject
characteristics. This study aimed to develop an educational game prototype based
on Articulate Storyline 3 as an interactive learning model for junior high school
teachers. The study employed a Research and Development (R&D) approach using
the ADDIE model, focusing on the Analyze, Design, and Development phases. The
analysis stage was conducted through observations and interviews at three junior
high schools in Palangka Raya City to identify instructional needs, teacher
characteristics, and technological readiness. The design stage produced the
flowchart, storyboard, and game structure, while the development stage resulted in
an educational game prototype developed with Articulate Storyline 3,
incorporating various interactive features to support the learning process. The
findings indicate that the developed prototype can serve as a systematic, flexible,
and adaptable interactive learning model that enables teachers to develop game-
based learning media across various junior high school subjects. The prototype is
expected to become a practical reference for implementing innovative and adaptive

game-based learning in schools.

Keywords: Prototype; Educational Game,; Articulate Storyline 3; Interactive

Learning; Junior High School.
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