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ABSTRAK

The increasing prevalence of online gambling among young adults, particularly
university students, highlights the need for educational media that can improve
awareness and understanding through more interactive approaches than
conventional learning methods. This study aims to design and develop a 2D side
scrolling educational game entitled Layar Semu as an educational medium to raise
awareness of the dangers of online gambling among university students. The study
employed the ADDIE instructional design model, consisting of the Analysis,
Design, Development, Implementation, and Evaluation phases. The game was
developed using the Godot Engine with the GDScript programming language and
pixel art visual assets. The implementation phase included alpha testing using the
Black Box testing method to evaluate the game's functionality, while the evaluation
phase employed the System Usability Scale (SUS) to measure usability based on
user experience.

Keywords: educational game, 2D side scrolling, online gambling, ADDIE,
System Usability Scale (SUS).

Maraknya praktik judi online di kalangan generasi muda, khususnya mahasiswa,
menunjukkan perlunya media edukasi yang mampu meningkatkan pemahaman dan
kesadaran secara lebih interaktif dibandingkan metode pembelajaran konvensional.
Penelitian ini bertujuan merancang dan mengembangkan game edukasi 2D side
scrolling berbasis desktop berjudul Layar Semu sebagai media edukasi mengenai
bahaya judi online bagi mahasiswa. Metode yang digunakan adalah model ADDIE
yang meliputi tahap Analysis, Design, Development, Implementation, dan
Evaluation. Pengembangan game dilakukan menggunakan Godot Engine dengan
bahasa pemrograman GDScript serta aset visual bergaya pixel art. Tahap
implementasi dilakukan melalui alpha testing menggunakan metode black box
untuk menguji fungsionalitas sistem, sedangkan tahap evaluasi menggunakan
System Usability Scale (SUS) untuk mengukur tingkat usability berdasarkan
pengalaman pengguna.

Kata kunci: game edukasi, 2D side-scrolling, judi online, ADDIE, System
Usability Scale (SUS).
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