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ABSTRAK

Nama Mahasiswa / NPM . Aldo Pradana Ariando / 20081010110
Judul Skripsi . Pengembangan Gim Edukasi Sebagai
Media  Pelatihan  Pencegahan  Dan
Penanggulangan  Kebakaran  Berbasis
Augmented Reality Dan Escape Room
Dosen Pembimbing : 1. Pratama Wirya Atmaja, S.Kom., M.Kom
2. Firza Prima Aditiawan, S.Kom., M.T.I

Kebakaran adalah bencana akibat titik api yang tidak terkendali dan dapat
terjadi di berbagai lingkungan, termasuk perumahan, industri, dan hutan. Kawasan
industri berisiko tinggi karena banyak pabrik mengelola bahan mudah terbakar atau
meledak. Oleh karena itu, pelatihan tanggap darurat kebakaran wajib dilakukan
secara berkala. Namun, pekerja yang ikut pelatihan tanggap darurat kebakaran
ditemukan kurang memperhatikan skenario yang telah dirancang.

Penelitian ini bertujuan untuk mengembangkan gim edukasi berbasis
Augmented Reality dan escape room untuk meningkatkan pemahaman pemain
dalam menangani situasi kebakaran. Konsep pembelajaran dalam gim ini dibagi
menjadi dua, yaitu pembelajaran teori dan pembelajaran praktik. Augmented
Reality digunakan pada kedua jenis pembelajaran tersebut, sedangkan escape room
diterapkan dalam pembelajaran praktik sebagai simulasi penggunaan APAR.

Hasil penelitian menunjukkan adanya peningkatan pemahaman pemain
mengenai pencegahan dan penanggulangan kebakaran setelah diuji pada 30 pekerja
menggunakan pre-test dan post-test. Nilai signifikansi yang diperoleh kurang dari
0.00001 melalui perhitungan Mann-Whitney U Test. Pengujian efektivitas
menggunakan GUESS-18 dengan skala Likert 7-point menghasilkan persentase
dari total rata-rata sebesar 75%. Selain itu, pengujian System Usability Scale (SUS)
menggunakan skala Likert 5-point menunjukkan hasil akhir sebesar 76 yang berada

dalam kuartil ketiga dan tergolong dalam kategori baik.

Kata kunci: Kebakaran, Gim Edukasi, Augmented Reality, Escape Room
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ABSTRACT

Student Name / NPM . Aldo Pradana Ariando / 20081010110
Thesis Title . Development of an Educational Game as a
Training Media for Fire Prevention and
Mitigation Based on Augmented Reality
and Escape Room
Advisors : 1. Pratama Wirya Atmaja, S.Kom., M.Kom
2. Firza Prima Aditiawan, S.Kom., M.T.I

Fire is a disaster caused by an uncontrolled ignition source and can occur in
various environments, including residential areas, industries, and forests. Industrial
areas have a high risk because many factories manage highly flammable or
explosive materials. Therefore, fire emergency response training must be conducted
regularly. However, it has been observed that workers participating in fire
emergency response training tend to pay little attention to the designed scenarios.

This study aims to develop an educational game based on Augmented
Reality and escape room concepts to enhance players understanding of handling
fire emergencies. The learning concept in this game is divided into two parts,
namely theoretical learning and practical learning. Augmented Reality is utilized in
both types of learning, while the escape room is implemented in practical training
as a simulation for using fire extinguishers.

The research results indicate an improvement in players understanding of
fire prevention and mitigation after being tested on 30 workers using pre-test and
post-test assessments. The significance value obtained was less than 0.00001
through the Mann-Whitney U Test. Effectiveness testing using GUESS-18 with a
7-point Likert scale resulted in an overall average score of 75%. Additionally, the
System Usability Scale (SUS) assessment, using a 5-point Likert scale, produced a

final score of 76, placing it in the third quartile and classified as good.

Keywords: Fire, Educational Game, Augmented Reality, Escape Room
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