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PERANCANGAN GIM UNTUK MENGETAHUI GAYA

BELAJAR REMAJA

(Ryan Feliciano)

ABSTRAK

Remaja berada dalam fase krusial di mana mereka mulai mengembangkan
kemandirian dan berusaha melepaskan diri dari gaya belajar tradisional.
Ketidaksesuaian gaya belajar dapat mengurangi efektivitas proses pembelajaran
serta menghasilkan pencapaian akademik yang tidak optimal. Namun, remaja
sering kali mengalami kesulitan dalam mengenali gaya belajar yang paling sesuai
bagi mereka karena informasi mengenai hal tersebut masih tidak tepat dan tidak
menarik. Oleh karena itu, penelitian ini bertujuan untuk menciptakan sebuah media
informasi berupa gim digital yang dapat membantu remaja untuk mengetahui gaya
belajar yang sesuai bagi mereka. Digital game-based learning telah terbukti lebih
efektif dalam mendukung pembelajaran remaja karena sifatnya yang mudah
dilakukan dan mudah dipahami. Metode penelitian yang digunakan adalah metode
kualitatif dengan teknik pengumpulan data wawancara, kuesioner, dan observasi.
Selama proses perancangan, digunakan metode playcentric sehingga mekanik dan
iterasi terjalin dengan konsisten. Media informasi yang dirancang diharapkan dapat
mengedukasi remaja sehingga menemukan cara belajar yang efektif dan mengerti
cara pengaplikasiannya.

Kata kunci: Gim, Gaya Belajar, Remaja
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PERANCANGAN GIM UNTUK MENGETAHUI GAYA

BELAJAR REMAJA

(Ryan Feliciano)

ABSTRACT (English)

Adolescents are in a crucial phase where they begin to develop independence and
strive to move away from traditional learning styles. A mismatch in learning styles
can reduce the effectiveness of the learning process and result in suboptimal
academic achievement. However, adolescents often experience difficulties in
recognizing the learning style that suits them best because information on this
matter is still vague and uninteresting. Therefore, this study aims to create an
information medium in the form of a digital game that can help adolescents identify
the learning style that fits them. Digital game-based learning has been proven to
be more effective in supporting adolescent learning because of its accessible and
easy-to-understand nature. The research method used is qualitative, with data
collection techniques including interviews, questionnaires, and observations.
During the design process, the Playcentric method was applied so that mechanics
and iterations were consistently integrated. The information medium being
designed is expected to educate adolescents to discover effective learning strategies
and understand how to apply them.

Keywords: Game, Learning Styles, Adolescents

X
Perancangan Gim untuk..., Ryan Feliciano, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL .....ooiiiiiiiiiteeeee ettt i
HALAMAN PERNYATAAN TIDAK PLAGIAT ..o 1
HALAMAN PERNYATAAN PENGGUNAAN BANTUAN (Al) .....ccccceeueee.e. il
HALAMAN PENGESAHAN ......oooiiiiiiiite et v
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ..................... v
KATA PENGANTAR ...ttt vi
ABSTRAK ...ttt ettt et e viii
ABSTRACT (EnGlish)..............cccccocooiiiiiiiiiiiiiiieiieeeee et X
DAFTAR ISL ...ttt et ettt ettt X
DAFTAR TABEL ......ooiiiii et xii
DAFTAR GAMBAR ... .ottt xiil
DAFTAR LAMPIRAN ...t XVi
BAB I PENDAHULUAN .......ooiiiitie ettt 1
1.1 Latar BelaKang..............cccoooiiiiiiiiiiiiie e 1

1.2 Rumusan Masalah...................cociee, 3

1.3 Batasan Masalah ..., 3

1.4 Tujuan Tugas AKQIr ...........cccoooiiiiiiiiieeen 3

1.5 Manfaat Tugas AKhir ................ccooiiiiiiiiieeeeen 3

BAB II TINJAUAN PUSTAKA ... 5
2.1 Media Informasi............coooooviiiiiiiiiiiiiciie e 5

2.1.1 Manfaat Media Informasi ................c...coccoiiininninnnn. 5

2.1.2 Jenis Media Informasi .............c.ccoooeniiiiininnnee, 5

22GIim Digital...... ... 7

2.2.1 Kategori Gim Digital......................cocoiiiiiiiiiee e, 8

2.2.2 Formal Elements ...................cccuuueeeeecueeeeaiiieeeeaiiieeeeeiieeeenns 14

2.2.3 Interaction Loop.........................oooeeeeueeeeeiiiiieaaiiieeeeiieeeen, 17

2.2.4 Dampak Gim Digital..................occoooiiiiiiiiin 18

2.2.5 Digital Game Based Learning .........................cccccueeveuueennne... 19

2.3 Gaya Belajar Remaja................ccocccoiiiiiiiiiiiniiiinceceeeeeee 20

2.3.1 Kebiasaan saat Belajar ........................ccoooviiiinniinnine, 20

2.3.2 Jenis Gaya Belajar ...............cccoooeiiiiiiiniiee e 20

X

Perancangan Gim untuk..., Ryan Feliciano, Universitas Multimedia Nusantara



2.3.3 Fungsi dan Dampak Gaya Belajar ..................................... 22

2.4 Penelitian yang Relevan..................ccoocooeiiiiiiiiiiniiiinieeee 23

BAB III METODOLOGI PERANCANGAN ......ccccoiiiiiiiienieceeceeeeeae 26
3.1 Subjek Perancangan ...............ccccoooiiiiiiiiiniieiieceeeeeeen 26

3.2 Metode dan Prosedur Perancangan ..................ccoccceevvveenieennnnn. 28

3.3 Teknik dan Prosedur Perancangan...................ccocccoevvieinniennnnn. 29

3.3.1 KUESIONEE .....coniiiiiiiiiiiiieiiceeceeceee e 30

3.3.2 ODSEIVASI.....ceiiiiiiiiiiiiiceecee e 31

3.3 3 WaWaNCAIA ...t 32

3.3.4 Studi EKSiSting............cocoooiiiiiiiiiee 43

3.3.5 Studi Referensi .............ccoooiiiiiiiiiiiiiicceen 43

BAB IV HASIL DAN PEMBAHASAN PERANCANGAN ........cccccvvviieennne. 44
4.1 Hasil Perancan@an .................ccooooviieiiiiiieeeiiiee e 44

QAN Tdetion ................ccoouueeeeeeieieeeeeiiieeeeiiiee e e eeee e eeiaee e 44

4.1.2 Digital Prototyping .................ccceeeceeeecueeesieeeeeieeeieeesieeenneens 91

413 PLAPLESHING ..........oooneeeeiieeiieeeieeeee et 115

4.2 Pembahasan Perancangan .................c.ccccoeeeevviiennieennieenieee 128

4.2.1 Analisis Beta Test.................ccccooveemiemiiiniiiienieeieneeeeee 128

4.2.2 Analisis Desain Main Menu ...................ccccooouevvvevennncannne. 131

4.2.3 Analisis Desain Environment.....................cccccccovuveneueeennne. 132

4.2.4 Analisis Desain User Interface.......................ccccuveveeeune.... 133

4.2.5 Analisis Desain Minigames ..................cccccoovvevnccuveeennnnnnnn. 135

4.2.6 Analisis Desain Media Sekunder ....................ccccccoooee 137

4.2.7 ANGBATAN......coouviiiiiieiiieecieeeeiee ettt et 138

BAB Y PENUTUP........ooiiiiieeeeeeee ettt 140
S50 SIMPulan ... e 140

5.2 Sargg)... §.1... Q. A AL T . A R A 141
DAFTAR PUSTAKA ... .ot 144
LAMPIRAN ...ttt et ettt et st be e s eeeas XVvii

X1

Perancangan Gim untuk..., Ryan Feliciano, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 2.1 Penelitian yang Relevan............ccoeoieiiiiiieniienieeieeiieceeeeee e 23
Tabel 4.1 Kesulitan Saat Belajar...........ccoocieiiiiiiiiieiiieieceeeceeeeee e 45
Tabel 4.2 Mengenal Istilah Gaya Belajar...........ccoocveviiieniieniienieeiieieeceeeee 47
Tabel 4.3 Kesesuaian Gaya Belajar ........c.ccoeeeeeiieiieiiieiecieeieceeeeeeeee e 50
Tabel 4.4 Frekuensi Main GIM ........cooceeieiierieniieenieeieeiee e eie e eve e ens 51
Tabel 4.5 Gawai yang Digunakan SiSWa ..........cccoevvieeiiieiieniienieeieeneeeieeiee e 52
Tabel 4.6 Pertimbangan Memilih Gim..........c.ccccoeiieiiiiiieniiiiieceeee e 53
Tabel 4.7 Analisa SWOT MentalUP.........cccccooiiiiiiiiiiiieiieiiicee e 75
Tabel 4.8 Analisa SWOT The ROOMI.......cc.ooeueeecueeiieeiiaiieeiiesiee e eaeens 78
Tabel 4.9 Analisa SWOT Refind Self.......ccooovieiiiiiiiiieieiiieiieeeeeeee e 80
Tabel 4.10 Analisa SWOT ISLANDERS........cccooeiiioiiieiieieeieee e 82
Tabel 4.11 Visual dan Desain GIm ........cocceeeiieeiiiniiiiieniieiienieeceseeee e 117
Tabel 4.12 Gim Berjalan dengan Baik............ccccoeeiiiieiiiiiiiiiiicceeee e 119
Tabel 4.13 Potensi untuk Dikembangkan ..............cccceeeiiiiniiieniiiieiiecieeeee 121
Tabel 4.14 Interaktivitas GIM .......coceeieieiiiniiieiieiie et 122
Tabel 4.15 Profil Peserta Beta Test ........couuuevueeiiiiiiiiiiiiiieiieeeee e 128
Tabel 4.16 Anggaran Produksi GIm ..........cccceeeeiiiieniiieeiiieeiie e 138
xii

Perancangan Gim untuk..., Ryan Feliciano, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Website The Happy FOTreCaSt. ............cueueeeeueeescrieeeieeeeieeecveeeeeeesneens 6
Gambar 2.2 [lustrasi Karakter Lara Croft. .........cccooiiiiiniiiiice 7
Gambar 2.3 Tampilan Gim Madagascar: Escape 2 Africa. ..........ccoueeevuveeerveennnen.. 9
Gambar 2.4 Tampilan Gim Prodigy Math. ..............coceeeeeeeeeceeeeiieeiiieecieeecveeennes 10
Gambar 2.5 Tampilan Gim Dragon Quest Builders 2. ...........cccoeeecueeeecuveecunnannne. 11
Gambar 2.6 Tampilan Gim Stardew Valley. ...........ccoooecueeeecveeeccieeeiieeieeeieene, 12
Gambar 4.1 Diagram Batang Tentang Istilah Gaya Belajar ..............cccvvenneennee. 47
Gambar 4.2 Diagram Lingkaran Siswa Sudah Punya Gaya Belajar..................... 49
Gambar 4.3 Diagram Batang Belajar Jika Dipadukan dengan Gim ..................... 51
Gambar 4.4 Diagram Lingkaran Durasi Bermain Remaja.........c...ccccooevienienee. 53
Gambar 4.5 Dokumentasi Observasi Terhadap SiSwWa.........ccceovveviierienciieniennnane 55
Gambar 4.6 Dokumentasi Observasi Terhadap GUIU .........ccceevveeiieniieiiiinieeiene 55
Gambar 4.7 Dokumentasi Observasi Terhadap Inklusi .........c.cccoeceeriiniiininnin. 56
Gambar 4.8 Dokumentasi Observasi Murid Mengerjakan Tugas......................... 57
Gambar 4.9 Dokumentasi Observasi saat DisKusi ...........ccoeeveevieriiienieniienieeiens 57
Gambar 4.10 Dokumentasi Wawancara dengan Nunuk Hardiati......................... 60
Gambar 4.11 Dokumentasi Wawancara dengan Psikolog Aretha E. Ulitia.......... 64
Gambar 4.12 Dokumentasi Wawancara dengan Livander Surya ......................... 68
Gambar 4.13 Dokumentasi Wawancara dengan Melisa A. Ekahana.................... 71
Gambar 4.14 Sample Gim dalam MentalUP...............cccoovieriiiiniiiieee e 74
Gambar 4.15 Tampilan Puzzle The ROOM.............ccccueeeeeveeeiieeeiieeeieeeeieeeeieae e 77
Gambar 4.16 Tampilan Gim Refind Self ...........ccuveeveeeeoieeiiieeeieeeeeeiee e 79
Gambar 4.17 Tampilan Gim ISLANDERS ........ccouoeecieeiiieeeee et 81
Gambar 4.18 Mind MAp ...........ccccuueeeeeeeiieecie e eaae e 83
Gambar 4.19 TONE Of VOICE........ccueeeieeeiieeiie ettt e e ere e 85
Gambar 4.20 MoOd BOAT.............ccccooieiiiiiiiiiiiiiiieieee et 86
Gambar 4.21 Reference BOArd..............cccueeceieeieeeeiieeeiieeeiieeeieeeeeeeeevee e 87
Gambar 4.22 Colour Palette ...............ccccoooueieiiiiiiiiiiiiiieetesee ettt 88
Gambar 4.23 Typeface Aldo the APACRE ...............ccueecueeeeeeaiieiieeiieiieeieeseeeiens 88
Gambar 4.24 TYPeface PiXer ...........ccouueeeeieeeieeiiieiieeieeeiie et esieesieesiee e eniaesseens 89
Gambar 4.25 Mainstream PerSONQ ...........cc.cccueeceeiiueeiiianieaiiiesiesieenieesveeniaesseens 90
Gambar 4.26 EXtreme PerSONG ............ccocccueeeeeiieiiieeiieeieeieeseeeeesiee e esiaeeaeens 91
Gambar 4.27 Core LOOP GIM ........cccuoevuieiiieiieiieeiiiecieeeitesee e saeesiee e esaesiaeens 92
Gambar 4.28 Flowchart Core GAmeplay ...............cccoccveeeeeciiesoeeeiiesieeieeneeeeeens 93
Gambar 4.29 Sitemap GIM.........cc.coocueeiieiiieiiieeie ettt e saeesseesaaeens 94
Gambar 4.30 Referensi Player Controller...............cocoovveecienoienceeniieeciienneeenns 95
Gambar 4.31 Movement TULOFIQL ...............ccccocuevieveioiiniiiieieseesieeeseee e 95
Gambar 4.32 Sketsa Minigame Visual...........ccccccoevviiiiiienieeiiienieeieesie e 96
Gambar 4.33 Aset Minigame Visual...........ccccoeeviiieviieniiieeeiie e 96
Gambar 4.34 Sketsa Minigame AUdItOTI..........cccveeeieeeniieeriieeiee e 97
Xiii

Perancangan Gim untuk..., Ryan Feliciano, Universitas Multimedia Nusantara



Gambar 4.35 Aset Minigame AUditori.........ccceecuieiieiiiienieeiienieeeeee e 97

Gambar 4.36 Sketsa Minigame Reading/Writing........c..cccceeeueeeueeceeseenreennennaans 98
Gambar 4.37 Aset Minigame Reading/Writing ..........ccceeceeeeueeneeeceeeseenreeneenneens 98
Gambar 4.38 Petunjuk Minigame Reading/Writing.............cccocoeeevevceencuvencnennnns 99
Gambar 4.39 Sketsa Minigame KinestetiK...........ccccevvvienieniiiiniiniieieeiceeeene 99
Gambar 4.40 Aset Minigame KinestetiK..........ccceevvieviiiiieniiniiienieciieeeeeeee. 100
Gambar 4.41 Penghitung Sisa Waktu ........ccccveeiiiiiiiiieiiieccie e 101
Gambar 4.42 Referensi Desain KOMPULer ........cc.oeeevvieiiiieiiieeiiecieeeie e 102
Gambar 4.43 3D Modelling KOMPULET ........c.ceeeviiieeiiiieniieeciieeeiee e eieeeeieee e 102
Gambar 4.44 Material Bes1 .......coouiiiiiiiiiiiiiiiieiieeee e 103
Gambar 4.45 Referensi Desain Audio ..........ccoveeiiiiiiieniiienieniieiecceeseeeen 103
Gambar 4.46 3D Modelling Tape Recorder..................ccooueeeueeecueeeciueencreanennnenns 104
Gambar 4.47 Referensi Cliphoard. ...................occueeecueeeeceeeiiieeeieeecieeecieeeeeees 104
Gambar 4.48 3D Modelling Clipboard ...................ccoeeveueevceeeeiiieeciiieecieeeineenns 105
Gambar 4.49 Material KayU........cccooovuiiiiiieiiiicieceeeeee e 105
Gambar 4.50 Referensi Tablet .........ccoooiiiiiiiiiiiiiie e, 106
Gambar 4.51 3D Modelling Tablet ............ccccoevieiiiieiieeiieiieeieeeeee e 106
Gambar 4.52 Proses Pembuatan Efek Suara Latar............cccccooevieniiiiiininnieenen. 107
Gambar 4.53 Proses Pembuatan Efek Suara Kaki ..........ccooceeviiiiniiiiiinnnen. 107
Gambar 4.54 Sketsa Layout GIM .........c.cecveeeuienieeiiienieeiieeniieeeeeneeeteeieesee e 108
Gambar 4.55 Proses Desain Ruangan ...........ccoccvevciiiiieniiieiieniieiecieeeeeeeen 109
Gambar 4.56 Proses Desain Ul BUION .........c.coeueeceeeiieeciiiieeiiieieeieeee e 109
Gambar 4.57 Tampilan Mainn Menu .............ccooeeeeceeeneeecieiieeieenie e 110
Gambar 4.58 Proses Desain Ul Hasil..........ccccoeeiieiiiiiiiiiiiieeieeceee e, 110
Gambar 4.59 Interface Kalah............cccooooiiiiiieiiiiiiiiieeiiceeeeeee e 111
Gambar 4.60 Proses Desain Baju........ccoooiieiiieniiiiiiiieciiceceee e 112
Gambar 4.61 Desain Mockup Baju .........c.ccoeevieviiiiiiiiieeiieieeeesee e 112
Gambar 4.62 Proses Desain Gantungan Kunci........ccccoecveeveiieeiieeenieeecieeeeeene 113
Gambar 4.63 Desain Gantungan KUnci ...........cccceeevveeriieeniie e 113
Gambar 4.64 Proses Desain Tumbler .............coooueiiiiiiiiiiiiiiiiecceeeeeee, 114
Gambar 4.65 Desain TUMDIET ........cccoiiiiiiiiiiiii e 114
Gambar 4.66 Desain Game Design DOCUMENL .............ccoeeeeueeeeieeeciieeeiieenireeenns 115
Gambar 4.67 Dokumentasi Prototype Dy .............ccoeeeeeeeeceeeesceeeeiieeecieeneneeenns 116
Gambar 4.68 Dokumentasi AIPAa Test .......ccueeecuveeecueeeeiiieeeiieeeiee e 117
Gambar 4.69 Diagram Lingkaran Kesenangan Pemain............ccccccevvveviiieenneens 120
Gambar 4.70 Diagram Batang Tingkat Bosan Pemain...........c.ccccoeevveeciveennnens 120
Gambar 4.71 Diagram Batang Pemahaman Gaya Belajar..............ccccceevvveenenns 121
Gambar 4.72 Perbaikan Tutorial Minigame................ccccoeeceeeeeeneeeceeneeaeeennnn. 124
Gambar 4.73 ANIMAST QUILIE ........c..oeeueeiiieiieeieeieecee ettt 125
Gambar 4.74 Pengurangan Jumlah Babak .............cccooceeiiiiiiiiiiniiiceee, 125
Gambar 4.75 Perbaikan Tingkat Kesulitan ............cccoocveeiiienieniiienieiiicieeeeee, 126
Gambar 4.76 Perbaikan Penomoran............cccoeeveviieniieniiienienieeceee e 126
Gambar 4.77 Perbaikan Loading SCreen...............ccouveecieveeeceenieeiesieeieeenn 127
Xiv

Perancangan Gim untuk..., Ryan Feliciano, Universitas Multimedia Nusantara



Gambar 4.78 DOKUMENLAST BEIA TOST ..eeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeanns 129

Gambar 4.79 DoKumMeENtasi Beta TeSt ........cccueeeeeeceeeeeeeieeeeeeiieeeeeeiireeeeeeiveeeeens 129
Gambar 4.80 Hasil Main Menid..................cccceeeeeeceeeeeecieeeeeeiieeeeeeiireeeeeeiaeeeeenns 131
Gambar 4.81 Hasil ERVIFORMENL ................ccceeeeeeeieeeeeeeieeeeeeiieeeeeeiireeeeeeiaeeeeens 132
Gambar 4.82 Perubahan Konsep Environment ...............cceeceeeceeeneeeeceveneenceeennnn. 133
Gambar 4.83 Hasil UL Pause MeEni ............cccoeeeeeeeeeeeeeieeeeeeeieeeeeeiieeeeeeiveeeeenns 134
Gambar 4.84 Hasil UL StatiStiK ........eevviiiiiiiiiiiiiiiiiieeeeeiieeee e 134
Gambar 4.85 Hasil Ul Gaya Belajar.........ccccovveeiiiieeiiiieciieccie e 135
Gambar 4.86 Hasil MiniQame ..........cc.occueeeciieeiiieeeiieeeiee e eieeeeeeevne e 136
Gambar 4.87 Perubahan Minigame KinestetiK ...........ccccoveevvieeniieiiiiieniieeeieens 136
Gambar 4.88 Hasil MerchandiSe.............ccooovveeeiiiiiiiieeiiiieiiiiiiieiiiiiieeeeeeeeeeennns 137
XV

Perancangan Gim untuk..., Ryan Feliciano, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran 1. Hasil Persentase Turnitin...........ccocceeveeerieeiienieeniesie e Xvil
Lampiran 2. Form Bimbingan..........cccoccueiiiiniiieiiienie ettt XX
Lampiran 3. Non Disclosure AGreement ..............ccueceeeeueeseesceeeseenreenineneeenn. xxiii
Lampiran 4. Pertanyaan Kuesioner Ideation...............cccccceecueeeeeeveeeneenceeennnnns XXxiil
Lampiran 5. Pertanyaan Kuesioner Prototype Day.............ccceeceeeeeeceveneennnnn. XXXV
Lampiran 6. Transkrip Wawancara dengan GuUIU...........cccceevevvenieevienienennene XXXVi
Lampiran 7. Transkrip Wawancara dengan PsSikolog ............ccccoeveieiiieniiiniiennnnn lii
Lampiran 8. Transkrip Wawancara dengan Developer Gim ..............ccccoeeuveneee. Ixix
Lampiran 9. Transkrip Wawancara dengan Ahli Pendidik...............cccceenei. Ixxix
Lampiran 10. Transkrip Group Interview dengan Beta Tester ....................... Ixxxix
Lampiran 11. Observasi Proses Belajar..........ccccoociieiiiiiiiiniiniiiieciceeeceee XCV
XVi

Perancangan Gim untuk..., Ryan Feliciano, Universitas Multimedia Nusantara



	Microsoft Word - revisi post sidang.docx
	Untitled-5
	Microsoft Word - revisi post sidang.docx
	f6b569edd1f68e2b8b9eee7de793de9f5595d155a3f64555f80ed0c4c192afa9.pdf
	Microsoft Word - revisi post sidang.docx

