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ABSTRAK

Pemikiran kritis (critical thinking) merupakan keterampilan esensial yang harus
dimiliki siswa untuk menghadapi tantangan di era digital. Namun dalam
pembelajaran informatika, banyak siswa mengalami kesulitan dalam
menganalisis data, memecahkan masalah, dan mengambil keputusan secara
logis. Penelitian ini bertujuan untuk mengembangkan media pembelajaran
berbasis adventure game dengan integrasi indikator berpikir kritis siswa dalam
mata pelajaran informatika. Metode penelitian yang digunakan adalah Research
and Development (R&D) dengan model pengembangan ADDIE (Analysis,
Design, Development, Implemetation, Evaluation). Game dikembangkan
dengan konsep petualangan yang interaktif dimana siswa harus menyelesaikan
berbagai tantangan yang berkaitan dengan analisis data. Implementasi indikator
critical thinking yang dirancang diterapkan dalam perancangan misi dan
tantangan dalam game yang meliputi elemen berpikir seperti clarification,
assessment, dan inference. Hasil pengujian kepuasan dilakukan menggunakan
instrumen User Experience Questionnaire (UEQ). Berdasarkan hasil LORI
(Learning Object Review Instrument) yang dilakukan oleh ahli untuk menilai
kesesuaian materi mendapatkan skor sebesar 98% dan ahli media dengan
mengukur tampilan dan efektivitas memperoleh nilai sebesar 85%. Hasil UEQ
(User Experience Questionnaire) terhadap kepuasan siswa memperoleh skor
rata rata aspek daya tarik sebesar 1,93, stimulasi 1,86 ketepatan 1,51 kebaruan
1,30 efisiensi 1,38 dan kejelasan 1,39. Dengan demikian diharapkan
pengembangan adventure game yang berorientasi pada indikator Critical
thinking dapat menjadi alternatif inovatif dalam pembelajaran Informatika,
khususnya dalam melatih dan memfasilitasi keterampilan berpikir kritis siswa.

Kata Kunci : Adventure game, Critical thinking, Media Pembelajaran,
Informatika, UEQ



ADVENTURE GAME-BASED LEARNING MEDIA TO ENHANCE
STUDENTS' CRITICAL THINKING IN INFORMATICS SUBJECT

Diva Zahraisya Putri Utami

NIM 2103152

ABSTRACT

Critical thinking is an essential skill that students must possess to face challenges
in the digital era. However, in informatics learning, many students experience
difficulties in analyzing data, solving problems, and making logical decisions. This
study aims to develop an adventure game-based learning medium that integrates
critical thinking indicators into the informatics subject. The research method used
is Research and Development (R&D) with the ADDIE development model
(Analysis, Design, Development, Implementation, Evaluation). The Game was
developed with an interactive adventure concept in which students must complete
various challenges related to data analysis. The implementation of the designed
critical thinking indicators was applied to the design of missions and challenges in
the game, which include thinking elements such as clarification, assessment, and
inference. The user satisfaction test was conducted using the User Experience
Questionnaire (UEQ) instrument. Based on the results of the Learning Object
Review Instrument (LORI) conducted by experts to assess material suitability, the
Game obtained a score of 98%, while media experts, in assessing appearance and
effectiveness, gave a score of 85%. The UEQ (User Experience Questionnaire)
results on student satisfaction showed an average score of 1.93 for attractiveness,
1.86 for stimulation, 1.51 for accuracy, 1.30 for novelty, 1.38 for efficiency, and
1.39 for clarity. Thus, it is expected that the development of an adventure game
oriented toward critical thinking indicators can serve as an innovative alternative
in informatics learning, particularly in training and facilitating students’ critical
thinking skills.

Keywords: Adventure game, Critical thinking, Learning media, Informatics, UEQ
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