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ABSTRAK

Dalam rangka mengenalkan program Sensus Pertanian dari Badan Pusat
Statistik, dibuat sarana multimedia pembelajaran digital dalam bentuk gim edukasi
Sensus Pertanian. Gim ini dirancang dengan menggunakan Unreal Engine serta
dibangun untuk platform perangkat mobile android.

Penelitian ini berfokus kepada perancangan antarmuka dan pengalaman
pengguna pada gim edukasi sensus pertanian menggunakan metode Design
Thinking. Tahapan dalam metode ini yaitu empathize, define, ideate, prototype, dan
test. Aplikasi gim ini menyediakan konten edukasi mengenai Sensus Pertanian yang
memungkinkan pembelajaran secara interaktif.

Hasil pengujian perancangan antarmuka pengguna dan pengalaman
pengguna menggunakan skala kegunaan sistem memperoleh skor rata-rata sebesar
80,33 dimana perancangan antarmuka dan pengalaman pengguna telah dilakukan

dengan standar baik.

Kata Kunci : Gim, Sensus Pertanian, Unreal Engine 5, Design Thinking
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ABSTRACT

In order to introduce the Agricultural Census program from the Central
Bureau of Statistics, a digital learning multimedia tool was created in the form of
an Agricultural Census educational game. The game was designed using Unreal
Engine and built for the android mobile device platform.

This research focuses on interface design and user experience in
agricultural census educational games using the Design Thinking method. The
stages in this method are empathize, define, ideate, prototyping, and testing. This
game application provides educational content about the Agricultural Census that
allows interactive learning.

The results of testing the user interface design and user experience using
the system usability scale obtained an average score of 80.33 where the interface

design and user experience were carried out to an good standard.

Keywords: Games, Agricultural Census, Unreal Engine 5, Design Thinking
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