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INTISARI 

 

Perkembangan teknologi digital mendorong video game menjadi media 

edukasi yang efektif, namun kurangnya minat pengembang membuat kategori ini 

kurang populer. Untuk mendorong inovasi teknologi berbasis edukasi, Kementerian 

Pendidikan Tinggi, Sains, dan Teknologi menyelenggarakan Gemastik dengan 

salah satu divisi lomba pengembangan game yang dinilai berdasarkan aspek story, 

gameplay, dan aesthetic. Penelitian ini berfokus pada perancangan dan 

implementasi real-time cutscene dalam game BraveTails, sebuah action-adventure 

2.5D edukatif tentang anxiety disorder yang dikembangkan untuk kompetisi 

Gemastik XVIII 2025. BraveTails menggabungkan pendekatan narrative learning 

dan repetitive learning melalui narasi, eksplorasi, dan mekanik pertempuran untuk 

meningkatkan pemahaman pemain tentang pengalaman penderita kecemasan. 

Cutscene dirancang sebagai metode utama dalam menguatkan aspek naratif yang 

sejalan dengan prinsip narrative learning, menyampaikan narasi edukatif secara 

emosional dan visual melalui dialog dan adegan di dalam cutscene. Implementasi 

ini juga bertujuan untuk meningkatkan efektivitas penyampaian pesan edukatif 

serta mengoptimalkan penilaian aspek story dalam kompetisi Gemastik XVIII 

2025, serta menunjukkan peran signifikan real-time cutscene dalam mendukung 

pengembangan game berbasis pembelajaran. 

 

Kata kunci: Game Edukasi, cutscene, Gemastik, real-time rendering, narrative 

learning, BraveTails. 
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ABSTRACT 

 

 

The rapid development of digital technology has driven video games to 

become an effective educational medium, yet the lack of developer interest has 

made this category less popular. To encourage innovation in education-based 

technology, the Ministry of Higher Education, Science, and Technology organizes 

Gemastik, with one of its competition divisions focusing on game development 

assessed based on story, gameplay, and aesthetic aspects. This research focuses on 

the design and implementation of real-time cutscenes in BraveTails, a 2.5D action-

adventure educational game about anxiety disorder developed for the Gemastik 

XVIII 2025 competition. BraveTails combines narrative learning and repetitive 

learning approaches through narrative, exploration, and combat mechanics to 

enhance players’ understanding of the experiences of individuals with anxiety. 

Cutscenes are designed as the primary method to strengthen the narrative aspect 

in line with narrative learning principles, delivering educational narratives 

emotionally and visually through dialogue and scenes within the cutscenes. This 

implementation also aims to improve the effectiveness of educational message 

delivery and optimize the story aspect assessment in the Gemastik XVIII 2025 

competition, as well as demonstrate the significant role of real-time cutscenes in 

supporting the development of learning-based games. 

 

Keyword: Educational game, cutscene, Gemastik, real-time rendering, narrative 

learning, Bravetails. 
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