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PERANCANGAN GAME SIMULASI EVAKUASI

KEBAKARAN DI GEDUNG TINGGI

(Mohamad Naufal)

ABSTRAK

Kasus kebakaran yang terjadi di Indonesia mengalami tren kenaikan dari tahun 2018 hingga
2023. Bahkan, pada tahun 2023, rekor kasus terbanyak dipecahkan. Ini menandakan bahwa
di Indonesia, risiko kebakaran semakin hari semakin nyata. Di lain sisi, terdapat
universitas-universitas di Indonesia yang tergolong kedalam gedung tinggi, golongan
gedung tersebut memerlukan prosedur evakuasi kebakaran yang lebih lengkap
dibandingkan jenis gedung lainnya. Menurut survei yang telah dilakukan terhadap
mahasiswa di daerah Jabodetabek, media informasi yang digunakan oleh kampus dirasa
kurang menarik. Atas masalah ini, akan dirancang gim simulasi evakuasi kebakaran di
gedung tinggi untuk mahasiswa. Perancangan gim dilakukan menggunakan metode desain
Human-Centered Design yang terdiri dari tiga tahapan, yakni Inspiration, Ideation, dan
Implementation. Pada tahapan pertama, riset terhadap audiens yakni mahasiswa daerah
jabodetabek, serta riset mengenai konten edukasi kebakaran dilakukan. riset meliputi survei
menggunakan kuesioner, focus group discussion, wawancara ahli, studi eksisting, dan studi
literatur. Pengembangan teknis gim dilakukan pada fase ideation. Gim dikembangkan
dengan perangkat lunak Unity, Blender, Krita, dan Visual Studio Code. Hasil akhir gim
kemudian diuji kualitas dan efektifitasnya dalam beta test kepada mahasiswa. Pada
akhirnya, disimpulkan bahwa gim bisa menjadi media alternatif edukasi prosedur
kebakaran yang lebih menarik bagi mahasiswa, namun kesulitan yang ada pada gim
berpotensi menghalangi audiens dari mempelajari prosedur evakuasi secara lengkap.

Kata kunci: Gim Simulasi, Evakuasi Kebakaran, Gedung tinggi, Mahasiswa
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DESIGNING SIMULATION GAME ON FIRE EVACUATION

PROCEDURE IN TALL BUILDINGS

(Mohamad Naufal)

ABSTRACT (English)

Fire emergency cases happening in Indonesia has been increasing annually from 2018 to
2023. In 2023, the amount of cases reported reached a new record high. This shows that
in Indonesia, the risk of fire emergency is becoming more apparent. Indonesia also hosts
universities with campuses classified as tall buildings, these classification of buildings
require a more complex fire evacuation procedure. According to a survey spread to
respondents of university students in the Jakarta Metropolitan Area, the existing
educational contents on fire emergency procedures are considered to be uninteresting.
From the presented problem, a simulation game on tall building fire evacuation procedures
will be designed. The game was designed with the human-centered design method which
consists of three stages namely inspiration, ideation, and implementation. In the
inspiration stage, research on the audience demographic consisting of university students
in the Jakarta Metropolitan Area, and research on fire evacuation procedures are done.
The data extraction techniques used in this stage are questionnaire survey, focus group
discussion, expert interviews, existing studies, and literature studies. In the next stages, the
game is then developed. The development process was done using Unity, Blender, Krita,
and Visual Studio Code. Beta testing is then done to assess the game’s quality and
effectiveness. In conclusion, it is found that a simulation game has the potential to be a
more interesting alternative media for fire emergency education to university students, but
the difficulty that lies in video games can also potentially hinder the audience from fully
learning evacuation procedures.

Keywords: Simulation Game, Fire Emergency, Tall buildings, University Students
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