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INTISARI

Media pengenalan kampus di Universitas Amikom Yogyakarta saat ini
masih bertumpu pada virtual tour berbasis foto 360 derajat yang bersifat pasif dan
kurang interaktif, sehingga penyampaian informasi kepada mahasiswa baru men-
jadi kurang optimal. Penelitian ini mengembangkan game edukasi 3D "Jelajah
Kampus" menggunakan metode Multimedia Development Life Cycle (MDLC) dan
mengevaluasi kualitasnya menggunakan model Digital Educational Game Review
and Evaluation Engine (DEGREE). Game dikembangkan untuk platform PC/Desk-
top menggunakan Unity 6.0 LTS dengan muatan konten edukasi berupa sejarah

kampus, visi dan misi institusi, serta informasi Creative Economy Park (CEP).

Kuesioner berbasis skala Likert yang disusun mengacu pada model DE-
GREE disebarkan kepada 37 responden mahasiswa. Data dianalisis menggunakan
uji reliabilitas Cronbach's Alpha dan statistik deskriptif. Hasil penelitian menun-
jukkan bahwa seluruh enam dimensi DEGREE memperoleh kategori Tinggi den-
gan grand mean keseluruhan sebesar 4,0297. Dimensi Didactic memperoleh nilai
tertinggi (4,1892), sedangkan dimensi Goal-oriented memperoleh nilai terendah
(3,8198), namun keduanya tetap berada dalam kategori Tinggi. Temuan ini men-
gonfirmasi bahwa game edukasi Jelajah Kampus merupakan media pengenalan
kampus yang berkualitas dan layak digunakan sebagai sarana orientasi digital bagi

mahasiswa baru Universitas Amikom Yogyakarta.

Kata kunci: game edukasi, DEGREE, evaluasi, pengenalan kampus, MDLC
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ABSTRACT

Campus introduction media at Universitas Amikom Yogyakarta currently
relies on passive 360-degree photo-based virtual tours that lack interactivity, re-
sulting in suboptimal information delivery to new students. This study develops the
"Jelajah Kampus" 3D educational game using the Multimedia Development Life
Cycle (MDLC) method and evaluates its quality using the Digital Educational
Game Review and Evaluation Engine (DEGREE) model. The game was built for
PC/Desktop using Unity 6.0 LTS and contains educational content on campus his-

tory, institutional vision and mission, and the Creative Economy Park (CEP).

A Likert-scale questionnaire based on the DEGREE model was distributed
to 37 student respondents. Data were analyzed using Cronbach's Alpha reliability
testing and descriptive statistics. Results show that all six DEGREE dimensions
received a Good category with an overall grand mean of 4.0297. The Didactic di-
mension scored highest (4.1892), while Goal-oriented scored lowest (3.8198), both
remaining in the Good category. These findings confirm that the Jelajah Kampus
educational game is a quality campus introduction medium suitable for use as a

digital orientation tool for new students at Universitas Amikom Yogyakarta.

Keyword: educational game, DEGREE, evaluation, campus introduction, MDLC
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