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ABSTRAK 
Penelitian ini bertujuan untuk 1) mengembangkan game edukasi visual novel berbasis android pada materi Desain Grafis mata pelajaran TIK, 2) untuk mengetahui kelayakan produk game edukasi visual novel berbasis android pada materi Desain Grafis mata pelajaran TIK dari aspek Functional Suitability, Performance Efficiency, dan Compatibility, 3) dan untuk mengetahui kelayakan produk game edukasi visual novel berdasarkan tanggapan siswa (Usability) terhadap game edukasi berbasis android pada materi Desain Grafis mata pelajaran TIK.  Penelitian ini menggunakan metode penelitian Research and Development (R&D) dan model pengembangan perangkat lunak waterfall, yaitu analisis kebutuhan (requirement definition), desain sistem dan perangkat lunak (system and software design), implementasi dan pengujian unit (implementation and unit testing), integrasi dan pengujian sistem (integration and system testing), serta pengoperasian dan pemeliharaan (operation and maintenance). Pengumpulan data yang dilakukan adalah observasi, kuisioner, dan wawancara. Penelitian ini melibatkan beberapa responden yaitu 10 siswa di SMA Negeri 1 Garut. Data dikumpulkan dengan menggunakan kuisioner, observasi, dan instrumen penelitian. Hasil penelitian diketahui bahwa 1) hasil pengujian performance efficieny telah terpenuhi karena tidak mengalami memory leak dan penggunaan CPU rata-rata sebesar 4%, 2) hasil pengujian functional suitability telah memenuhi kriteria functionality sanity check oleh AQuA, 3) hasil pengujian compatibility sebesar 100%, 4) hasil pengujian usability mendapatkan hasil persentase sebesar 87,73 % (Sangat Layak).
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ABSTRACT

This study aims to 1) develop android-based visual novel educational games on Graphic Design material in ICT subjects, 2) to determine the feasibility of android-based visual novel educational game products on Graphic Design material in ICT subjects from the aspects of Functional Suitability, Performance Efficiency, and Compatibility, 3) and to find out the feasibility of visual novel educational game products based on student responses (Usability) to Android-based educational games on Graphic Design material in ICT subjects. This research uses the Research and Development (R&D) research method and the waterfall software development model, namely requirements definition, system and software design, implementation and unit testing, integration. and system testing (integration and system testing), as well as operation and maintenance. The data collection was carried out by means of observation, questionnaires, and interviews. This study involved several respondents, namely two media experts for media validation, two material experts, and 10 students at SMA Negeri 1 Garut. Data were collected using questionnaires, observations, and research instruments. The results show that 1) the results of the performance efficiency test have been fulfilled because there is no memory leak and the average CPU usage is 4%, 2) the results of the functional suitability test have met the criteria for functionality sanity check by AQuA, 3) the results of the compatibility test are 100% , 4) the results of the usability test get the percentage results of 87.73% (Very Feasible).
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