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ABSTRAK 

 

Nama Mahasiswa / NPM : Rosalena Brigita Limbong / 21081010183 

Judul Skripsi : Pengembangan Game Edukasi Sejarah Perebutan 

Gudang Senjata Don Bosco dengan Branching 

Narrative 

Dosen Pembimbing : 1. Pratama Wirya Atmaja, S.Kom, M.Kom.  

2. Eka Prakarsa Mandyartha, S.T., M.Kom. 

Perkembangan teknologi digital membuka peluang inovasi metode 

pembelajaran, termasuk dalam mata pelajaran sejarah yang sering dianggap 

membosankan. Penelitian ini mengembangkan game edukasi RPG 2D berbasis 

branching narrative untuk meningkatkan pemahaman siswa terhadap peristiwa 

Perebutan Gudang Senjata Don Bosco di Surabaya. Game ini dirancang dengan 

pola branch and bottleneck, di mana pemain dapat memilih berbagai jalur cerita, 

namun alur akan kembali ke titik utama tertentu untuk menjaga kesinambungan dan 

kesesuaian dengan fakta sejarah. Penelitian ini melibatkan 30 siswa SMP dengan 

menggunakan desain pre-test dan post-test. Hasil penelitian menunjukkan 

peningkatan signifikan dalam pemahaman sejarah, dengan rata-rata kenaikan skor 

sebesar 32,4 poin (p < 0,001) dan efek besar (Cohen’s d = 1,328). Evaluasi 

pengalaman pengguna menggunakan instrumen GUESS-18 menunjukkan tingkat 

kepuasan sebesar 3,96 dari 5, dengan aspek edukasi memperoleh skor tertinggi 

(4,26). Fitur branching narrative (3,85) dan side quest (3,85) terbukti menciptakan 

pengalaman belajar yang lebih mendalam dan menarik. Temuan ini menunjukkan 

bahwa game edukasi dengan pendekatan branching narrative efektif dalam 

meningkatkan hasil belajar dan mendorong keterampilan berpikir kritis melalui 

simulasi pengambilan keputusan. Model ini berpotensi menjadi alternatif 

pembelajaran sejarah yang adaptif di era digital. 

 

Kata kunci : Game Edukasi, Branching Narrative, Sejarah, Gudang Don Bosco, 

RPG 
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ABSTRACT 

 

Student Name / NPM : Rosalena Brigita Limbong / 21081010183 

Thesis Tittle : Development of an Educational Game on the 

History of the Don Bosco Weapons Depot 

Conflict Using Branching Narrative 

Advisor : 1. Pratama Wirya Atmaja, S.Kom, M.Kom. 

2. Eka Prakarsa Mandyartha, S.T., M.Kom. 

 

The advancement of digital technology has provided new opportunities to 

innovate teaching methods, especially in history subjects, which are often 

considered unengaging by students. This study aims to develop a 2D RPG 

educational game based on branching narrative to enhance students’ understanding 

of the Don Bosco Weapons Depot Conflict in Surabaya. The game employs a 

branch and bottleneck narrative structure, allowing players to make various choices 

while ensuring the storyline returns to key points to maintain continuity and 

alignment with historical facts. The study involved 30 junior high school students 

using a pre-test and post-test design. Results indicated a significant improvement 

in historical comprehension, with an average score increase of 32.4 points (p < 

0.001) and a large effect size (Cohen’s d = 1.328). User experience evaluation using 

the GUESS-18 instrument yielded a satisfaction rating of 3.96 out of 5, with the 

educational aspect receiving the highest score (4.26). Features such as branching 

narrative (3.85) and side quests (3.85) contributed to a more immersive and 

engaging learning experience. These findings suggest that educational games 

utilizing branching narrative are effective not only in improving cognitive learning 

outcomes but also in fostering critical thinking skills through the simulation of 

historical decision-making. This model has the potential to serve as an adaptive 

alternative for history education in the digital era. 

 

Keywords: Educational Game, Branching Narrative, History, Don Bosco Weapons 

Depot, RPG 
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