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ABSTRAK 

Perkembangan teknologi digital memberikan peluang dalam pengembangan media 

pembelajaran yang lebih interaktif bagi anak-anak. Namun, pemanfaatan teknologi 

masih didominasi sebagai media hiburan sehingga diperlukan inovasi pembelajaran 

yang mampu meningkatkan literasi digital. Penelitian ini bertujuan 

mengimplementasikan game edukatif berbasis Roblox sebagai media literasi digital 

bagi anak sekolah dasar. Metode yang digunakan adalah Multimedia Development 

Life Cycle (MDLC) yang meliputi tahap Concept, Design, Material Collecting, 

Assembly, Testing, dan Distribution. Game dikembangkan menggunakan Roblox 

Studio dengan bahasa pemrograman Lua serta memuat materi Matematika, Bahasa 

Indonesia, dan Bahasa Inggris dalam bentuk permainan obby yang interaktif. 

Pengujian dilakukan melalui Alpha Testing menggunakan metode Black Box 

Testing untuk memastikan seluruh fitur berfungsi dengan baik, serta Beta Testing 

menggunakan kuesioner skala Likert yang melibatkan 67 siswa SD IT Tunas 

Harapan Tembilahan. Hasil Alpha Testing menunjukkan bahwa seluruh fitur, 

seperti sistem pemilihan kelas, papan soal, checkpoint, summit, dan teleportasi, 

berjalan sesuai dengan rancangan. Sementara itu, Beta Testing memperoleh nilai 

sebesar 88,09% dengan kategori Sangat Layak, sehingga menunjukkan bahwa 

game dapat diterima sebagai media pembelajaran. Hasil penelitian menunjukkan 

bahwa game edukatif berbasis Roblox mampu meningkatkan ketertarikan siswa 

dalam belajar sekaligus menjadi alternatif media pembelajaran digital yang 

interaktif untuk mendukung literasi digital pada anak sekolah dasar. 

Kata kunci: Game Edukatif, Roblox Studio, Literasi Digital, MDLC, Media 

Pembelajaran. 
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ABSTRACT 

The development of digital technology has created opportunities for the 

advancement of more interactive learning media for children. However, technology 

is still predominantly used for entertainment purposes, highlighting the need for 

innovative learning media that can enhance digital literacy. This study aims to 

implement a Roblox-based educational game as a digital literacy learning medium 

for elementary school students. The research employed the Multimedia 

Development Life Cycle (MDLC) method, which consists of the stages of Concept, 

Design, Material Collecting, Assembly, Testing, and Distribution. The game was 

developed using Roblox Studio and the Lua programming language, incorporating 

Mathematics, Indonesian Language, and English learning materials into an 

interactive obby game. The evaluation process consisted of Alpha Testing using the 

Black Box Testing method to ensure that all game features functioned properly, 

followed by Beta Testing using a Likert-scale questionnaire involving 67 students 

from SD IT Tunas Harapan Tembilahan. The Alpha Testing results indicated that 

all features, including the class selection system, question boards, checkpoints, 

summit, and teleportation, functioned according to the design specifications. 

Meanwhile, the Beta Testing achieved a score of 88.09%, which falls into the Highly 

Feasible category, indicating that the game is well accepted as a learning medium. 

The findings demonstrate that the Roblox-based educational game can increase 

students' interest in learning while serving as an interactive digital learning 

medium to support digital literacy among elementary school students. 

Keywords: Educational Game, Roblox Studio, Digital Literacy, MDLC, Learning 

Media. 
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