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RANCANG BANGUN GAME BASED LEARNING TYPEBOKKI

Juan Sebastian Pontoh

ABSTRAK

TypeBokki merupakan game edukasi berbasis mengetik yang dirancang sebagai
media bantu pembelajaran huruf Hangeul untuk pemula. Game ini dikembangkan
sebagai respon terhadap tingginya minat generasi muda Indonesia terhadap
budaya Korea, serta terbatasnya media pembelajaran interaktif yang efektif dan
menyenangkan dalam mengenal serta mengetik huruf Hangeul. Penelitian ini
menggunakan metode rancang bangun, meliputi tahapan identifikasi masalah,
perancangan Game Design Document (GDD), implementasi menggunakan Unity,
pengujian fungsional, serta evaluasi pengguna. Evaluasi dilakukan menggunakan
instrumen GUESS-18 (Game User Experience Satisfaction Scale) versi modifikasi
yang disebarkan secara daring menggunakan skala Likert kepada 30 responden.
Hasil evaluasi menunjukkan bahwa TypeBokki mendapatkan respons positif dengan
nilai tertinggi pada aspek Usability/Playability sebesar 98.67%, serta aspek Input
System sebesar 96.22%. Aspek Play Engrossment dan Visual Aesthetic memperoleh
nilai terendah, yaitu 92.00%. Secara umum TypeBokki mampu menjadi alternatif
media pembelajaran Hangeul yang menyenangkan, interaktif, dan potensial untuk
dikembangkan lebih lanjut.

Kata kunci: game edukasi, game-based learning, Hangeul, Korea, typing game
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DESIGN AND DEVELOPMENT OF THE GAME-BASED LEARNING
APPLICATION TYPEBOKKI

Juan Sebastian Pontoh

ABSTRACT

TypeBokki is a typing-based educational game designed as a supplementary
learning tool for beginners in studying Hangeul characters. This game was
developed in response to the growing interest among Indonesian youth in Korean
culture, as well as the limited availability of interactive, effective, and enjoyable
learning media for recognizing and typing Hangeul. This research employs a
development method that includes problem identification, the design of a Game
Design Document (GDD), implementation using Unity, functional testing, and
user evaluation. The evaluation was conducted using a modified version of the
GUESS-18 (Game User Experience Satisfaction Scale), distributed online with
a Likert scale to 30 respondents. The evaluation results show that TypeBokki
received positive responses, with the highest scores in the Usability/Playability
aspect (98.67%) and the Input System aspect (96.22%). The lowest scores were
found in the Play Engrossment and Visual Aesthetic aspects, both at 92.00%.
Overall, TypeBokki has proven to be a fun, interactive, and promising alternative
medium for Hangeul learning, with great potential for further development.

Keywords: educational game, game-based learning, Hangeul, Korean, typing
game
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