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ABSTRAK

The rise of digital technology has increased the risk of child grooming
among junior high students. This study develops "CareSpace,” an Android-based
educational game, to enhance students’ self-protection capabilities against digital
grooming. Utilizing the Game Development Life Cycle (GDLC) method and Unity
2D engine, the game incorporates interactive features like flashcards, quizzes, and
chat simulations. Research conducted at SMPIT Al-Azhar Jagakarsa with 28
seventh-grade students evaluated the game's usability and effectiveness. Results
demonstrate high feasibility, with a System Usability Scale (SUS) score of 84.17
(Excellent). Furthermore, an N-Gain analysis score of 0.86 confirms the game’s
high effectiveness in improving students' awareness and comprehension of digital
grooming risks. "CareSpace" serves as a robust, preventive educational tool that
supports school counseling services in enhancing students' digital safety.
Keywords: Android, CareSpace, Child Grooming, Educational Game, Digital
Awareness.

Pesatnya perkembangan teknologi digital meningkatkan risiko child
grooming bagi siswa sekolah menengah pertama. Penelitian ini mengembangkan
game edukasi Android "CareSpace" untuk meningkatkan kemampuan
perlindungan diri siswa terhadap child grooming. Pengembangan menggunakan
metode Game Development Life Cycle (GDLC) dan engine Unity 2D, dengan fitur
interaktif seperti flashcard, kuis, dan simulasi chat. Penelitian di SMPIT Al-Azhar
Jagakarsa terhadap 28 siswa kelas VIl menunjukkan bahwa game ini sangat layak
dengan skor System Usability Scale (SUS) 84,17 (Excellent). Analisis N-Gain
sebesar 0,86 mengonfirmasi efektivitas tinggi game dalam meningkatkan kesadaran
dan pemahaman siswa terhadap risiko child grooming. "CareSpace" terbukti
menjadi alat edukasi preventif yang efektif untuk mendukung layanan Bimbingan
dan Konseling dalam meningkatkan keamanan digital siswa.

Kata kunci: Android, CareSpace, Child Grooming, Game Edukasi, Kesadaran
Digital.
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