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ABSTRAK 

Bangun ruang sulit dipelajari hanya dengan buku karena sifatnya statis. Guru 

biasanya membawa alat bantu fisik, namun puzzle kayu sering tidak tahan lama. 

Oleh karena itu, dikembangkan game edukasi berbasis computer vision untuk 

pembelajaran interaktif.Penelitian ini menggunakan model System Development 

Life Cycle (SDLC), mencakup analisis kebutuhan, perancangan sistem, 

implementasi, pengujian, dan pemeliharaan. Game dirancang dengan algoritma 

computer vision untuk mengenali dan memanipulasi objek virtual.Hasil penelitian 

menunjukkan game ini meningkatkan interaktivitas dan pemahaman siswa terhadap 

konsep bangun ruang. Pengguna lebih tertarik belajar dibanding metode 

konvensional. Teknologi ini membuat pembelajaran lebih menarik, meskipun 

masih terdapat kendala seperti kebutuhan perangkat keras khusus dan akurasi yang 

perlu ditingkatkan. Secara keseluruhan, game ini memiliki potensi besar sebagai 

alat bantu pembelajaran inovatif. 

Kata kunci : Game edukasi, computer vision, bangun ruang, pembelajaran 

interaktif, SDLC 
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ABSTRACT 

3D shapes are difficult to learn using only books due to their static nature. Teachers 

usually bring physical teaching aids, but wooden puzzles are often not durable. 

Therefore, an educational game based on computer vision was developed for 

interactive learning.This study employs the System Development Life Cycle (SDLC) 

model, covering requirement analysis, system design, implementation, testing, and 

maintenance. The game is designed with computer vision algorithms to recognize 

and manipulate virtual objects.The results show that this game enhances students' 

interactivity and understanding of 3D shape concepts. Users find learning more 

engaging compared to conventional methods. This technology makes learning more 

interesting, although there are challenges such as hardware requirements and 

accuracy improvements. Overall, this game has great potential as an innovative 

learning tool 

keywords  : Educational game, computer vision, 3D shapes, interactive learning, 

SDLC 
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