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ABSTRACT 
Learning media facilitates teacher's role in conveying knowledge to 
students. One of learning tools that teachers can use in their learning is 
interactive media. Introduction to computers is important in today's digital 
era because it can build knowledge and understanding about computers 
and improve learning skills. This is possible because computer's ability to 
combine text, sound, color, images, movement, and video and create an 
interactive process. This research aims to help students in grade 1 or 2 of 
elementary school to more easily understand and master basic computer 
use. In this application there are computer learning menu, typing and cursor 
learning. A computer learning menu consists of definitions, learning videos 
and quizzes. Learning to type and cursor consists of understanding, 
practice and mini games. The ADDIE (Analysis, Design, Development, 
Implementation, Evaluation) model is used in developing system used in 
this research. 
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Introduction. 

INTRODUCTION 
Efforts to improve Indonesia's human resources quality through the education 

sector face many challenges, this includes problems such as unequal distribution of 
education in Indonesia and school dropout rate which is still relatively high (Maulida, 
Sukadi, and Rahayu 2022). One of policies government regarding education as 
outlined in Ministry of Education and Culture strategic plan for 2015-2019 is to 
improve education quality in Indonesia. Efforts to improve education quality have 
been made and will continue to be made. These activities include provision of 
various learning facilities and materials (Sulaiman, Jamaludin, and Derasit 2023). 
With  science and technology development, especially communication and 
information technology (ICT), existence of educational platforms has become 
something that cannot be avoided (Nasir et al. 2023). Education world is also 
influenced and brought about by changes in technological developments. 
Increasingly advanced advances in information technology currently have a huge 
impact on education world. Education world is required to adapt current 
technological developments to improve education quality, especially in using ICT for 
education world today (Nadeem, Oroszlanyova, and Farag 2023). 

In learning process there is interaction that occurs between students and 
teachers. This is because students and teachers are elements of learning activities. 
Besides teachers and students, learning aids or teaching materials are also 
elements of learning (Daniyati et al. 2023). Learning media facilitates the process of 
transferring knowledge from teachers to students, in learning process there are 
several important things that teachers must always pay attention to, teachers must 
not focus on one medium and teachers must develop learning media that make 
students feel interested and motivated to learn (Kaldarova et al. 2023). One of 
learning media that can be applied by teachers in learning is interactive media. 
Interactive learning media is one of learning media which has advantages, including 
being flexible (you can choose material according to wishes and when it will be 
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used), being content rich (providing quite a lot of information according to the 
material presented) and being interactive (two-way communication). direction 
between media and users) (Nurlatifah, Hodijah, and Nestiadi 2021). By using 
interactive media, students can learn anywhere and anytime. Using interactive media 
in learning has experienced a tremendous increase, such as way of use which can 
involve almost all of students' sense organs, starting from uses  images, colors, 
sounds and simulations in learning (Adipat et al. 2021). 

An introduction to Computer Science is very important in digital era, because 
it can shape knowledge and insight into computer science and improve learning 
skills. Studies show that children who use computers have better academic 
performance (Fauzi, Boeriswati, and Khaerudin 2023). Computers have several 
important roles, for example to help make work easier, see the latest information 
about life around you of course with an internet connection and can be used for 
learning both related to computers and other sciences. remembering that information 
is always needed in education world, work, even in terms of communicating or 
interacting with other people (Ria and Susilowati 2023). Using computer media, 
especially in learning, can be used as a means of conveying information or ideas 
contained in learning to students. Apart from that, computers can also be used as a 
medium that allows students to learn independently in understanding a concept 
(Swantika, Harissandi, and Anwar 2023). This is very possible because computers 
have an ability to combine text, sound, color, images, motion and video, and are able 
to present interactive processes. Computers that can be used anywhere and at any 
time can increase students' enthusiasm for learning because they are not bound by 
time and place (KAVAK 2022). 

Referring to this, there is a need for an innovative learning approach that is 
able to accommodate learning activities to be more enjoyable (Izzuddin, Andri, and 
Hardiyansyah 2023). Through innovative learning, students can learn computer 
basics in a fun way and can understand things more quickly. This innovative learning 
approach is game based learning. game based learning is a system applied in 
educational process, where users (teachers) can adopt a game to meet their 
cognitive interest and learning motivation needs (Aini 2021). Game based learning is 
also a form of learning that is centered on learning using electronic games to achieve 
learning goals. Game based learning process utilizes a digital game as a medium for 
delivering learning so that it can increase students' understanding and knowledge, 
especially in science learning (Pan et al. 2021). This phenomenon is certainly not 
something new because game-based learning methods are commonly used during 
the learning process, especially in urban schools. Even though there are rural 
schools, there are still few who apply the game based learning method (Rahayu et 
al. 2023). Educational games are very interesting to develop. There are several 
advantages of educational games compared to conventional educational methods. 
One of educational games main advantages is the visualization of real problems. 
Massachusetts Institute of Technology (MIT) has succeeded in proving that games 
are very useful for improving players' logic and understanding of a problem through a 
game project called Scratch (Rahmadi and Triawan 2021). 

Previous research written by Bayu Saputro developed an introductory 
computer learning application using Adobe Flash Player. The learning application 
focuses on subject of introduction to computers in Information and Communication 
Technology which includes discussion of introduction to computers, hardware, 
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software, brainware as well as evaluation tests and videos. Two dimensional 
learning application is designed using waterfall method (Saputro, Prasetyo, and 
Aflaha 2020). Journal research results by Robby Andry developed an interactive 
learning application to get to know android based computers using Adobe Flash 
CS6. Material contained in this application includes: understanding computers, input 
devices, processes and output and there is a quiz (Andry and Mauliana 2020). 
Research results that have been published in journal by Hayu Ika Anggraini have 
produced a digital game application to improve mastery of skills in calculating and 
reasoning. Research method used is a literature review by reviewing literature from 
books and articles, then analyzed using descriptive qualitative methods to solve the 
problem. The application called "Budi's Mathematics Learning Adventure" links 
students' cognitive skills, that are skills to remember, understand, apply, analyze, 
evaluate and create (Anggraini, Nurhayati, and Kusumaningrum 2021). 

This research aims to help students in grade 1 or 2 of elementary school to 
more easily understand and master basic computer use so that they can improve 
their skills and competitiveness in the current digital era. Apart from that, 
development of game-based basic computer learning media applications can also 
open up opportunities for similar applications development for other subjects, so that 
it can help improve education quality in Indonesia. In this application there are a 
computer learning menu, typing and cursor learning. Computer learning menu 
consists of definitions, learning videos and quizzes. Learning to type and cursor 
consists of understanding, practice and mini games. 
 

METHOD 
Data collection techniques used include observation, interviews, and literature 

study. Observation was carried out by observing learning and teaching computer 
process subjects at SDN 13 Surakarta. From this observation, existing learning 
process, obstacles faced, and opportunities to increase efficiency in teaching and 
learning activities can be seen. Interviews were conducted by interviewing 5th grade 
students and teachers who were responsible for computer learning. From this 
interview, found out in detail how computer learning process takes place, as well as 
hopes and needs of the school, especially from teaching staff. Literature study is 
carried out by looking for references from various literary sources, such as books, 
research, journal articles and documentation related to learning using the game 
method. From this literature study, various concepts, methods and technologies 
related to learning media regarding computer introduction using game-based 
learning methods can be identified. 

System development stages use the ADDIE model (Analysis, Design, 
Development, Implementation, Evaluation) as a reference step in development 
process. The ADDIE model is a generic design method and serves as a guideline in 
building application program tools and infrastructure that are effective, dynamic and 
support the application's objectives (Rusdi, Sirajuddin, and Alfah 2022). This method 
is more rational in solving problems compared to other methods because it covers all 
aspects that need to be researched and developed and has an evaluation stage that 
provides feedback for research being developed (Barrameda 2024). The ADDIE 
stages can be seen in Figure 1. 
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Figure 1. Development of the ADDIE Model System 
 
The following are the stages of system development using the Game based learning 

method that can be done: 
a. Analysis: defining the material that students will study. The processes carried 

out include needs analysis and content analysis to determine the learning 
material and objectives that will be delivered through learning media. 

b. Design or create a blueprint for learning media. Game based learning includes 
content design, visual design and interaction design. 

c. Development is the process of realizing a blueprint that has been created into 
a game-based learning program using game creation software. 

d. Implementation is the application of the learning program that has been 
created. The form of application is by testing students to see the suitability of 
the learning media and students' responses to the learning media (Chairuddin 
and Nasrum 2023). 

e. Evaluation of learning media using expert assessment questionnaires, student 
assessment questionnaires, and learning outcomes tests. 

 
RESULTS AND DISCUSSION 

a. System Design 
At the needs analysis stage the focus will be given to identifying the learning 

media needs needed. In the development of this learning media there is only one 
user, namely the user. Functional requirements are a type of requirement that 
contains what processes will be carried out by the system. This learning media can 
display a main menu which contains a start or play button to start the learning media 
and there is an exit button to exit the learning media. User needs include selecting 
the menu options you want to learn, learning from learning media, playing and 
completing all available competencies. 
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Figure 2. Use Case Diagram 

Users can make several configurations in the game, including sound settings, 
screen settings and player settings. In the main menu there are three options, 
namely learning computers, learning typing and learning cursors. The computer 
learning material consists of opening the learning module, watching a learning video 
introducing computers and taking quizzes. In learning to type there are features to 
learn theory or introduction to typing, practice typing and play typing games. The 
material for learning cursors is no different from learning to type, which also includes 
modules, exercises and quizzes. Here only one activity diagram is presented in the 
research, namely activities for learning the cursor when choosing a mini game. 
b. System Implementation 

When a user opens the learning media application "Computopia", they will be 
greeted with a start page containing the application title and a button to start the 
application. The main page displayed contains 3 learning theme menus about basic 
computer learning, such as the computer learning menu which contains basic 
computer knowledge, the learning typing menu containing material about typing, and 
also the cursor learning menu containing material about cursors. And there are 
buttons for settings, returning to the main page, and exiting. 

 
 
 
 

 
 
 
 
 

Figure 3. Initial Display           Figure 4. Main Menu 
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The learning types page contains the types of learning methods that can be 
used to study learning themes. Each learning theme has a different type of learning 
that is adapted to the learning theme. Here there is also a home button to return to 
the home page, a settings button to adjust the display according to the user's wishes, 
a back button at the bottom of the page to return to the previous menu, a music 
button to briefly turn the background sound on and off without needing to go to 
settings, and finally an exit button. 

 
 

 
 
 
 
 
 
    
 
 
 
Figure 5. Computer Learning Display         Figure 6. Learning Typing Display 

Figure 7 is the display of the settings page when pressing the settings button. 
These settings are used to customize the application as the user wishes. Figure 8 is 
the video player display when the user selects the type of learning in the form of a 
learning video from the computer learning theme. This page contains an animated 
video that explains basic computer knowledge. 

 
 
 
 
 
 
 
 
          
 
 
 

Figure 7. Settings Page Display             Figure 8. Learning Video Display 
Figures 9 and 10 are displays of cursor mini games which contain simple 

games to train the user's ability to use a mouse. Users need to complete the game at 
each level which has a different level of difficulty at each level. Before starting the 
game, an instruction page will be displayed first. 
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Figure 9. Game Instructions Display              Figure 10. Cursor Game Display 
 

 
CONCLUSION 

Through design process, interesting and interactive learning media has been 
created using game-based learning methods. This media includes game elements 
such as challenges, points, difficulty levels, and direct feedback to motivate students 
to learn basic computer concepts. Apart from that, this media also provides learning 
material that is clearly structured and can be accessed easily. In this research, an 
evaluation has been carried out on learning media designed to involve several 
students. The evaluation results show that the use of game-based learning methods 
in this learning media is effective in increasing students' interest and understanding 
of introductory computer material. Students feel more involved and motivated to 
learn through this media compared to conventional learning methods. 
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