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PENGEMBANGAN GAME EDUKASI ADVENTURE BERBASIS ROBLOX 

SEBAGAI MEDIA PENGENALAN FLORA DI KAWASAN LAHAN BASAH 

BANJARMASIN (Oleh: Abdul Hayyi; Pembimbing: Nuruddin Wiranda, Ihdalhubbi 

Maulida, 2026; 100 Halaman) 

ABSTRAK 

Pengenalan flora lahan basah di Banjarmasin masih didominasi oleh media konvensional 

yang menyajikan informasi dalam bentuk teks dan gambar dua dimensi sehingga belum 

mampu memberikan pengalaman yang interaktif dan kontekstual. Selain itu, media yang 

memungkinkan pengguna mengeksplorasi lingkungan virtual untuk mengenal flora lahan 

basah masih relatif terbatas. Penelitian ini bertujuan mengembangkan serta menguji 

validitas dan usability game edukasi adventure berbasis Roblox sebagai media 

pengenalan flora lahan basah di Banjarmasin. Platform Roblox dipilih karena 

menyediakan lingkungan virtual tiga dimensi yang mendukung aktivitas eksplorasi, 

interaksi, dan penyampaian informasi secara menarik. Pengembangan game 

menggunakan metode Game Development Life Cycle (GDLC) yang meliputi tahapan 

initiation, pre-production, production, testing, beta, dan release. Pengujian dilakukan 

melalui validasi ahli media dan pengujian System Usability Scale (SUS) oleh 15 

responden. Data penelitian diperoleh menggunakan angket validasi ahli media dan 

kuesioner SUS, kemudian dianalisis secara deskriptif kuantitatif menggunakan persentase 

dan skor SUS. Hasil validasi ahli media menunjukkan persentase sebesar 74,7% dengan 

kategori tinggi. Sementara itu, hasil pengujian SUS memperoleh skor rata-rata sebesar 

75,67 yang termasuk dalam kategori Acceptable, memperoleh Grade B, dan berada pada 

Adjective Rating Good. Hasil tersebut menunjukkan bahwa game edukasi adventure 

berbasis Roblox yang dikembangkan memiliki tingkat validitas yang tinggi serta usability 

yang baik sehingga dapat menjadi alternatif media edukasi digital untuk mengenalkan 

flora lahan basah di Banjarmasin secara lebih interaktif. 

 

Kata Kunci: flora lahan basah, Game Development Life Cycle (GDLC), game edukasi, 

Roblox. 
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DEVELOPMENT OF ROBLOX-BASED ADVENTURE EDUCATIONAL GAME AS A 

MEDIA FOR INTRODUCING FLORA IN THE BANJARMASIN WETLAND AREA (By: 

Abdul Hayyi; Supervisor: Nuruddin Wiranda, Ihdalhubbi Maulida, 2026; 100 Pages) 

 

 

ABSTRACT 

The introduction of wetland flora in Banjarmasin is still predominantly carried out 

through conventional media that present information in the form of text and two-

dimensional images, resulting in a lack of interactive and contextual experiences. In 

addition, media that enable users to explore virtual environments to learn about wetland 

flora remain limited. This study aims to develop and evaluate the validity and usability of 

a Roblox-based adventure educational game as a medium for introducing wetland flora 

in Banjarmasin. Roblox was selected because it provides a three-dimensional virtual 

environment that supports exploration, interaction, and engaging information delivery. 

The game was developed using the Game Development Life Cycle (GDLC) method, 

which consists of the initiation, pre-production, production, testing, beta, and release 

stages. The evaluation was conducted through expert media validation and the System 

Usability Scale (SUS) involving 15 respondents. Research data were collected using a 

media expert validation questionnaire and the SUS questionnaire, then analyzed using 

descriptive quantitative techniques based on percentage scores and SUS scores. The 

media expert validation results obtained a score of 74.7%, which falls into the high 

validity category. Meanwhile, the SUS evaluation produced an average score of 78.25, 

which is classified as Acceptable, achieved a Grade B, and received a Good adjective 

rating. These findings indicate that the developed Roblox-based adventure educational 

game has high validity and good usability, making it a suitable alternative digital 

educational medium for introducing wetland flora in Banjarmasin through a more 

interactive experience. 

 

Keywords: Adventure Game, Educational Game, Game Development Life Cycle 

(GDLC), Roblox, Wetland Flora. 
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