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This study aims to address the challenges of conventional learning regarding
the types and formation of self-identity among high school students by
applying a virtual game as a learning medium. Conventional learning
methods, such as lectures and textbooks, are often considered less effective in
capturing students’ attention on personal topics like self-identity. Therefore,
this research proposes the use of a virtual game combined with the Vilamil
Molina Method to create a more interactive and engaging learning experience.
The Vilamil Molina Method is a structured multimedia development approach
that consists of five main stages: Development, Preproduction, Production,
Postproduction, and Delivery. In the Development stage, the initial concept of
an educational First Person Perspective (FPP) game application was
formulated, targeting high school students. During the Preproduction stage,
detailed designs such as Use Case Diagrams, Activity Diagrams, and
Storyboards were created. The Production stage focused on implementing
these designs by integrating a virtual museum environment and 3D objects
using Unity. In the Postproduction stage, system testing was conducted
through the Black Box method to ensure the application’s functionality. The
final stage, Delivery, involved distributing the application to users for trial.
The results of the study indicate that implementing a virtual game with the
Vilamil Molina Method successfully created an effective learning medium.
Functionality testing and user trials showed that the application worked
properly, and the designed interactions functioned logically. By combining
the entertainment elements of gaming with a systematic educational approach,
this application is expected to improve high school students’ motivation,
engagement, and understanding of self-identity formation in greater depth.
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1. INTRODUCTION

In this rapidly developing digital age, technology has penetrated almost all aspects of human life,
including the world of education. One form of technological innovation that is now increasingly popular is the
use of digital games or virtual games. Games are not only seen as a means of entertainment, but also have great
potential as an effective learning medium. Game-based learning can create an interactive and enjoyable
experience that can increase students' motivation to learn. In the context of high school education, the use of
virtual games as a means of introducing and understanding certain concepts is increasingly considered relevant.
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During adolescence, especially for high school students, individuals are in a very important phase of
self-identity development. Adolescence is a crucial period for individuals to search for and build a personal
identity that will form the basis for their future decisions, attitudes, and behaviors. Understanding the types of
identity, whether personal, social, cultural, or gender identity, is very important for high school students.
Therefore, learning that can introduce and facilitate students in forming their self-identity is something that
needs serious attention in education. However, conventional learning processes, such as lectures or learning
methods that rely solely on textbooks, are sometimes not effective enough in attracting students' attention and
building their understanding of very personal topics such as self-identity. This is evidenced in research
conducted by Nur Fitria and Mohammad Darwis. The results of their research from the multiple regression
analysis test T values on the conventional method variable were 0.947 > (0.05) and technology-based learning
were 0.021 < (0.05). This study has also proven that the lecture method of learning is ineffective. A more
creative and engaging approach is needed so that the material can be better understood [1]. One alternative that
can be used is to utilize digital media, such as virtual games, which can provide a more engaging learning
experience that is relevant to students' daily lives.

In this context, the Vilamil Molina Method may be the right choice. The Vilamil Molina Method is a
learning approach that emphasizes the active involvement of students in the learning process. This method is
designed to encourage students to become more involved in interactive learning situations by giving them the
opportunity to actively participate, interact, and collaborate [2]. Through this method, students are not only
passive recipients of information, but also actively involved in the process of discovering and understanding
the material being studied [3]. This method is very effective for interactive products because each stage
supports a structured and high-quality production process, so that the final result can meet the promotional
objectives of the interactive booth [3] .

When the Vilamil Molina method is applied in virtual game-based learning, students are given the
opportunity to explore various concepts of identity through simulations that are highly relevant to their life
experiences [4]. Virtual games can offer various scenarios that allow students to face situations that lead to the
formation of self-identity [5]. For example, games that focus on characters and social interactions can teach
students to understand the importance of their social identity, while games that contain elements of decision-
making or life choices can help students understand how they form their personal identity through the choices
they make. Furthermore, the use of virtual games in this context also allows students to learn in an environment
free from pressure and fear of failure. The interactive nature of games allows students to try out various roles
and scenarios without worrying about immediate consequences, so they can more freely explore and understand
themselves without psychological barriers. This is very important, considering that adolescent identity
formation is a process that involves complex psychological aspects. In an effort to introduce types and
formation of identity to high school students, virtual games can serve as a tool to introduce various types of
identities that exist, such as cultural, social, and gender identities. Games are interactive and engaging tools
with great potential for education, including the development of skills such as analysis and problem solving
and their application [6]

By combining virtual games with the Vilamil Molina method, students will gain a learning experience
that is not only enjoyable, but also profound and sustainable [7]. They will be able to explore more deeply who
they are, what their role is in society, and how they can develop a healthy and positive identity. Overall, the
application of the Vilamil Molina method in virtual game-based learning can be a very effective solution in
overcoming educational challenges that focus on the development of self-identity in high school students. This
interactive and experience-based learning is expected to accelerate students' understanding of relevant concepts
and have a positive impact on their future personality development. Thus, the use of virtual games as a learning
medium not only provides entertainment but also plays an important role in a more holistic and innovative
educational process [8].

2. METHOD

This research began with the concept stage, which involved identifying the objectives of game
development, target users, and educational content needs related to dinosaurs. Literature studies and needs
analyses were conducted to understand the relevant types and identities of materials as well as the
characteristics of effective educational games [9]. Next, in the design phase, storyboards, game flow, interface
design, and interaction scenarios in the virtual museum were created. A first-person approach was integrated
into the design to create an immersive experience, including the selection of viewing angles, navigation, and
exploration mechanics [10]. This study uses the Vilamil Molina approach, which consists of five stages. The
following are several stages in designing an application using the Vilamil Molina method [11].
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2.1. Development

At this stage, the initial idea and concept of the application or multimedia application are determined.
This includes setting objectives and target audiences [12]. In this study, an application was created using a
first-person perspective game to explore identity formation, with high school students as the target audience.

2.2. Preproduction

The process of detailing plans such as system workflow, system and user interactions, interface
display/storyboard, and required elements. In this study, this phase includes designing Use Case Diagrams,
Activity Diagrams, and Storyboards [13].

2.3. Production

This process is the execution where the things prepared in the preproduction stage are implemented in
this phase. At this stage, the application begins to be designed using the Unity engine [14].

2.4. Postproduction

This stage involves internal evaluation or testing to determine whether the design is in line with the initial
design. This is an important stage in identifying problems. In this study, Black Box testing is used to determine
whether the application is in line with the initial design [14].

2.5. Delivery

The product is delivered or distributed to users through personal devices to try out the application, where
in this study, the application will be given to high school students [15].

In the Villamil-Molina method, development is the initial stage that focuses on formulating the basic ideas
and concepts of the multimedia project to be developed [16]. At this stage, the main objectives, target users,
and scope of the product to be created are determined so that the subsequent process has a clear direction. In
addition, the needs for hardware and software, the types of media to be used, and an overview of the workflow
to be followed are also identified. In other words, the development stage becomes the foundation that ensures
that each element of production has a reference that is in line with the vision and mission of the multimedia
project. At this stage, a First Person Perspective (FPP) multimedia game application is determined to provide
education on identity formation [17].

Pre-production is the preparation stage that takes place after ideas and concepts have been formulated in
the development phase. At this stage, all technical and non-technical details are prepared so that the production
process can run smoothly. Activities carried out include storyboards as visual guides for multimedia flow, as
well as interactions between users and the system. In other words, pre-production is a detailed planning stage
that ensures all requirements are in place before entering the production process.

A storyboard is a tool used in media production, particularly in the production of films, videos,
animations, games, and other multimedia projects. A storyboard represents illustrations used to plan a visual
sequence that helps show how a story or design will unfold from beginning to end, for example, box
illustrations, descriptions, frame by frame, and additional notes. Storyboards help create more user-friendly
and efficient applications and ensure that everyone's vision is aligned. This stage serves as a guideline for
designing the appearance of an application, showing how the application will be designed in the future.

Table 1. Storyboard
Scenario Display Description

This screen is the main screen,
where there are three buttons. The|
first button is the start button,|
which is used to move to the FPP
game page. The second button is|
the quiz button, which is used to|

@ O run the quiz game. Finally, the
1 @ exit button is used to exit the]
I\'T | application.

Mulai Quis

Scenario 1
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Scenario 2

%

First Person Game where there is
an analog stick inside to control
the character's movement.

Scenario 3

pause stop

The display when the character
watches the material
explanation, where there are 3
buttons that are useful as a video
player, video pause, and video
stop.

Scenario 4

Text

L
1

Contains 10 questions related to
the types and formation of
identity in high school students
with multiple choice questions.

3. RESULTS AND DISCUSSION

After completing the design, the results of the design can be seen, where this research produced an
Android video game application with a first-person perspective. This game discusses the formation of human
identity, both as a group and as individuals, with the theme of being in a museum room where objects interact
when brought close together. Not only that, users can also see further explanations about identity formation by
watching a video in the game. Finally, the feature presented is a multiple-choice quiz game where users are
asked to answer questions correctly from several choices. The questions given are still themed around the
formation of human identity. This application follows the material in high school lessons, while also targeting
high school students as the main users of the application.

Once the testing process is complete, the results can be viewed immediately. There are two types of
testing conducted: functionality testing and respondent testing. The results of these tests will determine whether
the research is successful and in line with the expected objectives.
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Figure 1. Respondents
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After users were given the application, they were required to fill out a questionnaire. The questionnaire
contained 10 questions and there were 31 respondents who filled it out.

Table 2. Respondent Results

@ Tidak Setuju

issues.

Questions Diagram Description
This application is easy to A total of 77.4% of
Aplikasi ini mudah dipahami saat pertama kali digunakan.
understand when used jawaban students agreed and 22.6%
for the first time. I ® setjo disagreed.
@ Tidak Setuju
The app's interface iS Tarr;pllan aplikasi menarik dan membuat saya nyaman belajar. A total Of 742% Of
jawaban
attractive and makes me . students agreed and 25.8%
etuju
: @ Tidak Setuju .
feel comfortable learning. disagreed.
The application runs A total of 96.8% of
Aplikasi berjalan dengan lancar tanpa kendala teknis yang berarti.
smoothly without any | iawaben students agreed and 3.2%
significant technical ® seuiu disagreed.

Based on the questionnaire results shown in Table 4.3, data was obtained regarding students' responses
to the use of the learning application being tested.
a. Ease of Understanding the Application : A total of 77.4% of students stated that the application was

easy to understand when first used, while 22.6% of students disagreed. This shows that the majority of students
did not experience significant difficulties when first trying to use the application, although there were still a
small number who felt they needed to adapt.

b. Application Display and Learning Comfort : Regarding the display aspect, 74.2% of students felt that
the application display was attractive and made them comfortable learning, while 25.8% of students stated the
opposite. This data indicates that the majority of students feel that the application supports a pleasant learning
atmosphere, but improvements are still needed in terms of design to meet the expectations of all users.

c. Technical Performance of the Application : In terms of technical aspects, 96.8% of students stated
that the application runs smoothly without significant technical obstacles, while only 3.2% of students
disagreed. These results show that the application has stable and reliable performance.

4. CONCLUSION

From the results of the research and explanations in the previous chapters, the following conclusions
can be drawn. The use of virtual games as a learning medium can help high school students recognize the types
and formation of self-identity because they provide a more interesting interactive experience than conventional
methods. Through simulation and exploration in games, students can more easily understand and reflect on
various aspects of self-identity.

The Villamil Molina method is able to increase student active engagement in the learning process
about self-identity through structured multimedia development stages. With this method, virtual games are
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designed according to learning needs, so that students are more motivated to participate, explore, and explore
the material independently and collaboratively.

The use of virtual games in learning has a positive impact on students' understanding of the types of
identity, including personal, social, and cultural identities. Games provide a space for students to explore roles,
situations, and interactions that reflect real life, enabling them to understand the concept of identity in a more
profound and practical way. This is evidenced by the results of a questionnaire survey, in which 77.4% of users
were able to understand the application and material when using it for the first time.
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