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ABSTRACT

Stundent Name / NPM : Raditya Lungguk Satya Putra / 21081010259

Thesis Title : Development of a 2D Action RPG Educational
Game on the History of the Battle of Puputan
Margarana Using Branching Narrative and Stealth
Minigame

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

History lessons in schools face challenges in attracting students interest due
to delivery methods through lectures and static presentation media. This research
aims to develop a historical educational game about the Battle of Puputan
Margarana using the 2D Action RPG genre, Branching Narrative method, and
Stealth Minigame. The development methodology used is Interactive Digital
Narrative (IDN) which consists of the requirement analysis, general design, detailed
design, implementation, and testing stages. The results showed that all game
features were declared functionally valid using Black Box testing. To measure the
game’s effectiveness in improving historical understanding, Pre-Test and Post-Test
evaluations were conducted on 21 junior high school students and 35 general
respondents. The test results from the junior high school respondents obtained an
N-Gain score of 0.429, which falls into the “Medium” effectiveness category.
Furthermore, the test results from the general respondents obtained an N-Gain score
of 0.742, which is classified into the “High” effectiveness category. In the GUESS-
18 evaluation, the user experience satisfaction level for the Puputan Margarana
game was in the “Good” category, with an average score across all aspects of 4.10
out of 5.00. Based on all test results, the Puputan Margarana game is proven
effective in improving historical understanding of the Battle of Puputan Margarana

and providing a good gaming experience for players.

Kata Kunci : Educational Game, 2D Action RPG, History of the Battle of Puputan

Margarana, Branching Narrative, Stealth Minigame
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