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ABSTRAK 
 

Nama Mahasiswa / NPM  
: 

Rantau Himawan/21081010086 

Judul Skripsi                     : Pengembangan Gim Edukasi Sejarah Pertempuran 
Tiga Hari di Surabaya Dengan Pendekatan 
Branching Narrative Gauntlet Dan Physics-Based 
Puzzle 
 

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

  
 

Penelitian ini bertujuan untuk mengembangkan gim edukasi sejarah dengan tema 
Pertempuran Tiga Hari di Surabaya menggunakan pendekatan Branching 
Narrative. Gim ini dirancang untuk meningkatkan minat serta pemahaman siswa 
terhadap peristiwa sejarah melalui pengalaman interaktif yang memungkinkan 
pemain memengaruhi alur cerita berdasarkan pilihan yang diambil. 
Pengembangan dilakukan menggunakan game engine Unity dan bahasa 
pemrograman C#. Pendekatan Interactive Digital Narrative (IDN) digunakan 
sebagai kerangka metodologi yang meliputi tahap requirements, general design, 
detailed design, development, dan testing. Hasil pemeriksaan terdiri dari pre-test 
dan post-test yang digunakan untuk mengevaluasi efektivitas proses pendidikan, 
dan kuesioner GUESS-18 digunakan untuk mengukur tingkat kepuasan pengguna. 
Hasil menunjukkan bahwa skor rata-rata post-test meningkat dibandingkan 
dengan pre-test, dan tingkat kepuasan pengguna berada dalam kategori "puas". 
Oleh karena itu, gim edukasi ini dianggap berhasil meningkatkan pemahaman 
siswa tentang peristiwa sejarah dan mampu memberikan pengalaman belajar yang 
menarik, interaktif, dan mendalam. 

Kata kunci: gim edukasi, pertempuran Surabaya, branching narrative, interactive 
digital narrative, Unity 
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ABSTRACT 

 
Student Name / NPM       : Rantau Himawan/21081010086 
Thesis Title                       : "Development of a Historical Educational Game 

on the Three-Day Battle of Surabaya Using the 
Branching Narrative Gauntlet Approach and 
Physics-Based Puzzle".  

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

 
 

This research aims to develop an educational history game titled “The Three-Day 
Battle of Surabaya” using the Branching Narrative approach. The game is 
designed to enhance students’ interest and understanding of historical events 
through interactive experiences that allow players to influence the storyline based 
on their decisions. The Interactive Digital Narrative (IDN) model is used in the 
development process, which uses the Unity game engine with C# programming 
language and the stages of requirements, general design, detailed design, 
development, and testing. The learning effectiveness was evaluated using pre-test 
and post-test, while user satisfaction was measured through the GUESS-18 
questionnaire. The results show an increase in the average pre-test score from 
32.59 to 61.85 in the post-test, with a percentage improvement of 89.77% and a 
normalized gain value of 0.434, categorized as “moderate.” Additionally, the user 
satisfaction results fall into the “satisfied” category. Therefore, the educational 
game that was created is thought to be effective in enhancing students' 
understanding of the historical event The Three-Day Battle of Surabaya while also 
providing them with an engaging and interactive learning experience. 

Keywords: educational game, Surabaya battle, branching narrative, interactive 
digital narrative, Unity 
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