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ABSTRAK 

 

Nama Mahasiswa / NPM  : Laudy Nurdibya Nandaru / 21081010095 

Judul Skripsi                    : Pengembangan Gim Edukasi Sejarah Pertempuran       

Ambarawa Berbasis Branching Narrative dengan 

Mekanik 2D Action RPG dan Minigame Stealth & 

Strategy 

Dosen Pembimbing   : 1. Chrystia Aji Putra, S.Kom., M.T 

  2. Andreas Nugroho Sihananto, S.Kom., M.Kom. 

Penelitian ini bertujuan mengembangkan gim edukasi sejarah “Pertempuran 

Ambarawa” berbasis branching narrative dengan mekanik 2D action RPG dan 

minigame stealth & strategy sebagai media pembelajaran interaktif bagi siswa SMP. 

Pengembangan menggunakan pendekatan Interactive Digital Narrative (IDN) 

melalui tahapan ideasi, produksi, dan evaluasi. Gim dikembangkan dengan Unity 

Engine bergaya 2D pixel art dan struktur naratif branch and bottleneck, di mana 

pemain mengambil peran sebagai pejuang TKR yang terlibat dalam peristiwa 

sejarah Ambarawa. Penelitian ini melibatkan 25 siswa SMP dengan desain pre-test 

dan post-test. Hasil analisis menunjukkan peningkatan rata-rata nilai dari 59,2 pada 

pre-test menjadi 79,2 pada post-test, dengan hasil uji Wilcoxon Signed-Rank 

menghasilkan p = 0,00077 (p < 0,05) yang menandakan adanya peningkatan hasil 

belajar yang signifikan setelah siswa memainkan gim edukasi “Pertempuran 

Ambarawa”. Evaluasi pengalaman pengguna menggunakan instrumen GUESS-18 

memperoleh rata-rata skor keseluruhan sebesar 4,29 (kategori Sangat Baik), dengan 

aspek tertinggi pada Branching Narrative (4,58) dan Edukasi (4,56) yang 

menunjukkan efektivitas fitur cerita bercabang dan penyampaian materi sejarah 

melalui permainan. Selain itu, uji reliabilitas menghasilkan nilai Cronbach’s Alpha 

sebesar 0,966, yang berarti instrumen GUESS-18 memiliki konsistensi internal 

yang sangat tinggi (sangat reliabel). 

 

Kata kunci: game edukasi, branching narrative, action RPG, Ambarawa, GUESS-

18, sejarah  
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ABSTRACT 

 

Student Name / NPM   : Laudy Nurdibya Nandaru / 21081010095 

Thesis Title                           :Development of an Educational Game on the  

Ambarawa Battle Using Branching Narrative, 2D 

Action RPG Mechanics and Stealth & Strategy 

Minigame 

Advisor      : 1. Chrystia Aji Putra, S.Kom., M.T 

  2. Andreas Nugroho Sihananto, S.Kom., M.Kom. 

 

This study aims to develop an educational history game titled “The Battle 

of Ambarawa” based on a branching narrative with 2D action RPG mechanics and 

stealth and strategy minigames as an interactive learning medium for junior high 

school students. The development followed the Interactive Digital Narrative (IDN) 

approach through the stages of ideation, production, and evaluation. The game was 

created using the Unity Engine in a 2D pixel art style with a branch-and-bottleneck 

narrative structure, where players take the role of a TKR soldier involved in the 

historical events of Ambarawa. The study involved 25 junior high school students 

using a pre-test and post-test design. Results showed an increase in the average 

score from 59.2 (pre-test) to 79.2 (post-test), with a Wilcoxon Signed-Rank test 

yielding p = 0.00077 (p < 0.05), indicating a significant improvement in learning 

outcomes after playing the educational game “The Battle of Ambarawa.” User 

experience evaluation using the GUESS-18 instrument yielded an average score of 

4.29 (Very Good category), with the highest aspects being Branching Narrative 

(4.58) and Education (4.56), demonstrating the effectiveness of branching 

storylines and historical content delivery through gameplay. Furthermore, the 

reliability test produced a Cronbach’s Alpha value of 0.966, indicating that the 

GUESS-18 instrument had very high internal consistency (high reliability). 

 

Keywords: Educational Game, 2D Action RPG, Branching Narrative, Ambarawa, 

GUESS-18, History 
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