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INTISARI

Penelitian ini berfokus pada pengembangan game puzzle berbasis budaya wayang
sebagai media pembelajaran yang meningkatkan pemahaman budaya dan
keterampilan anak usia 2-6 tahun. Metode yang digunakan dalam pengembangan
game ini adalah Multimedia Development Life Cycle (MDLC), yang terdiri dari
tahap concept, design, material collecting, assembly, testing, dan distribution.
Game puzzle ini menggambarkan tokoh-tokoh wayang seperti Semar, Gareng,
Petruk, dan Bagong dalam berbagai tingkatan level. Pengujian dilakukan melalui
Alpha, Beta, dan kuesioner terhadap anak-anak usia 2-6 tahun dengan
pendampingan orang dewasa. Hasil pengujian menunjukkan bahwa game puzzle
berbasis budaya wayang efektif dalam meningkatkan pemahaman budaya dan
keterampilan anak-anak. Diharapkan penelitian ini memberikan kontribusi dalam
pengembangan media pembelajaran yang menarik dan efektif untuk generasi muda.

Kata kunci: Puzzle, Game 2D, MDLC
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ABSTRACT

This research focuses on the development of wayang culture-based puzzle games
as a learning medium that improves cultural understanding and skills of children
aged 2-6 years. The method used in developing this game is the Multimedia
Development Life Cycle (MDLC), which consists of the concept, design, material
collecting, assembly, testing, and distribution stages. This puzzle game depicts
puppet characters such as Semar, Gareng, Petruk, and Bagong at various levels.
Testing was carried out through Alpha, Beta and questionnaires on children aged
2-6 years with adult assistance. The test results show that wayang culture-based
puzzle games are effective in increasing children's cultural understanding and
skills. It is hoped that this research will contribute to the development of interesting
and effective learning media for the younger generation.

Keyword: Puzzle, Game2D, MDLC
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