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ABSTRAK

Nama Mahasiswa / NPM : Maulana Fauzan /21081010150

Judul Skripsi : Pengembangan Gim Edukasi 2D Action RPG
Pertempuran Medan Area Menggunakan Branching
Narrative dan Minigame Turn Based Tactical
Combat

Dosen Pembimbing : 1. Chrystia Aji Putra, S.Kom., M.T
2. Andreas Nugroho Sihananto, S.Kom., M.Kom.

Perkembangan teknologi digital mendorong munculnya media
pembelajaran interaktif yang mampu meningkatkan motivasi dan pemahaman
siswa, terutama pada mata pelajaran sejarah yang sering dianggap kurang menarik.
Penelitian ini bertujuan mengembangkan dan menguji efektivitas gim edukasi 2D
Action RPG bertema Pertempuran Medan Area dengan penerapan Branching
Narrative dan fitur minigame Turn Based Tactical Combat sebagai media
pembelajaran sejarah. Gim ini memungkinkan pemain mengambil keputusan yang
memengaruhi jalannya cerita serta menghadapi tantangan strategis melalui mekanik
pertarungan taktis berbasis giliran. Penelitian melibatkan 25 siswa SMP melalui
desain pre-test dan post-test. Hasil pengujian menunjukkan peningkatan rata-rata
nilai dari 60,80 menjadi 85,60, serta uji Wilcoxon Signed Rank menghasilkan nilai
Sig 0,001 (Sig < 0,05) yang menandakan adanya peningkatan hasil belajar yang
signifikan setelah penggunaan gim. Evaluasi pengalaman pengguna menggunakan
instrumen GUESS-18 menghasilkan nilai rata-rata sebesar 4,15 (kategori Sangat
Baik), dengan nilai tertinggi pada aspek Education (4,30) dan Tactical Combat
(4,27). uji reliabilitas memperoleh nilai Cronbach’s Alpha sebesar 0,966, sehingga

instrumen dinyatakan reliabel.

Kata kunci: Gim Edukasi, 2D Action RPG, Branching Narrative, Turn Based
Tactical Combat, Sejarah
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ABSTRACT

Student Name / NPM : Maulana Fauzan /21081010150

Thesis Title : Development of a 2D Action RPG Educational
Game on the Medan Area Battle Using Branching
Narrative and Turn Based Tactical Combat
Minigame

Advisor : 1. Chrystia Aji Putra, S.Kom., M.T
2. Andreas Nugroho Sihananto, S.Kom., M.Kom.

The advancement of digital technology has driven the emergence of
interactive learning media capable of enhancing students’ motivation and
comprehension, particularly in history subjects that are often perceived as less
engaging. This research aims to develop and evaluate the effectiveness of a 2D
Action RPG educational game themed on the Battle of Medan Area, utilizing
branching narrative elements and a turn based tactical combat minigame as a history
learning medium. The game enables players to make decisions that influence the
storyline while engaging in strategic turn-based combat mechanics. The study
involved 25 junior high school students using a pre-test and post-test experimental
design. The results showed an increase in the average score from 60.80 to 85.60,
and the Wilcoxon Signed Rank test produced a Sig of 0.000767 (Sig < 0.05),
indicating a significant improvement in learning outcomes after playing the game.
User experience evaluation using the GUESS-18 instrument yielded an average
score of 4.15 (categorized as Very Good), with the highest ratings in the Education
(4.30) and Turn Based Tactical Combat (4.27) aspects. Additionally, the reliability
test produced a Cronbach’s Alpha value of 0.966, indicating that the instrument

used in the evaluation was highly reliable.

Keywords: Educational Game, 2D Action RPG, Branching Narrative, Turn Based
Tactical Combat, History
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