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ABSTRAK

MNama Mahasiswa / NPM Muhammad Rizky Abiwafa Rulyawan / 19082010040
Judul Skripsi : RANCANG BANGUN GAMIFIKASI LATTHAN

MANDIRI SISWA SMA DENGAN GENRE RPG
Dosen Pembimbing : I. Nur Cahyo Wibowo, S.Kom., M.Kom

2. Eka Dyar Wahyuni, 5.Kom., M.Kom

ABSTRAK

Penggunaan teknologi dalam dunia hiburan telah berkembang pesat, termasuk penerapan
gamifikasi dalam pendidikan. Penelitian i bertujuan untuk merancang dan membangun
aplikasi edukasi berbasis Role-Plaving Game (RPG) dengan mekanik turn-based untuk
meningkatkan motivasi belajar siswa SMA. Aplikasi ini dikembangkan menggunakan
metode Multimedia Development Life Cvele (MDLC) yvang meliputi enam tahap: concepy,
design, material collecting, assembly, testing, dan distribution. Aplikasi inl menggunakan
atribut pada karakter yang disesuaikan dengan mata Pelajaran tertentu seperti Health Point
{HP) pada biologi. Artack (ATK) pada matematika, Mana Point (MP) pada kimia, Defence
{Def) pada Bahasa Indonesia, Crit Rate pada Matematika Peminatan, dan Critical Damage
(Crit DMG) pada fisika. Siswa dapat menyelesaikan 5 level utama ditambah dengan level
tambahan Level EX). Aplikasi dirancang berbasis website menggunakan JavaScript,
HTML, dan CSS dengan fitur utama seperti atribut karakter, latihan soal berbasis soal
UTBK, dan pertempuran melawan mob. Hasil penelitian menunjukkan bahwa gamifikasi
latihan soal dengan genre RPG dapat meningkatkan motivasi belajar siswa, Pengujian pada
10 siswa selama 15 hart dimulai dari tanggal 22 Oktober 2024 sampai 5 November 2024
menunjukkan bahwa 9 dari 10 siswa merasa termotivasi untuk berlatih soal dengan
menggunakan aplikasi game, dengan 5 siswa mencapai level tertinggi (Leve! EX). Hasil
penelitian  ini menunjukkan bahwa pendekatan gamifikasi berbasis RPG  mampu
meneiptakan pengalaman belajar yang interaktif, menyenangkan, serta membantu siswa
meningkatkan motivasi belajar secara mandiri.

Kata Kunci:  Gamilikasi, Motivasi Belajar, Role Play Game (RPG), Latihan Soal
Mandiri, Multimedia Development Cycle (MDLC)
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ABSTRACT

Student Name / NPM Muhammad Rizky Abiwafa Rulyawan / 190582010040
Thesis Title ; RANCANG BANGUN GAMIFIKAST LATIHAN

MANDIRI SISWA SMA DENGAN GENRE RPG
Advisor : I. Nur Cahyo Wibowo, S.Kom., M.Kom

2. Eka Dyar Wahyuni, S.Kom., M, Kom

ABSTRACT

The use of technology in the entertainment industry has advanced rapidly, including the
application of gamification in education. This study aims to design and develop an
educational application based on a Role-Playing Game (RPG) with turn-based mechanics
to enhance high school students' learning motivation. The application was developed using
the Multimedia Development Life Cyele (MDLC) method. which consists of six stages:
concept, design, material collecting, assembly, testing, and distribution. The application
employs character attributes aligned with specific subjects, such as Health Points (HP) for
biology, Attack (ATK) for mathematics, Mana Points (MP) for chemistry, Defense (Def)
for Bahasa Indonesia. Critical Rate (Crit Rate) for advanced mathematies, and Critical
Damage (Crit DMG) for physics. Students can complete five main levels along with an
additional level called Level EX. The application is a web-based platform developed using
JavaScript, HTML, and CSS, featuring key elements such as character attributes, quiz
practices based on UTBK problems, and combat against mobs, The research findings reveal
that gamified quiz practices with an RPG genre can increase students' learning motivation.
Testing conducted on 10 students over 15 days, from October 22, 2024, to November 5,
2024, showed that 9 out of 10 students felt motivated to practice quizzes using the
application, with 5 students achieving the highest level (Level EX). These results indicate
that the RPG-based gamification approach creates an interactive and enjoyable learning
experience while helping students enhance their motivation for independent learning,.

Kata Kunci:  Gamification, Leaming Motivation, Role Play Game (RPG),
Independent Quiz Practice, Multimedia Development Cycle (MDLC)
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