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INTISARI 

 

Era modern menyebabkan Generasi Z lebih tertarik pada budaya asing, 

sehingga budaya Indonesia mulai terlupakan. Untuk mengatasi hal ini, S-Quiz VR 

hadir sebagai solusi untuk melestarikan dan meningkatkan pengetahuan Generasi Z 

tentang budaya Indonesia dengan menyajikan permainan quiz yang berbeda dari 

game quiz lainnya, menyesuaikan dengan minat Gen Z seperti permainan FPS, dan 

petualangan sehingga menghasilkan permainan yang menyenangkan dan menarik. 

Penelitian ini menggunakan metode MDLC (Multimedia Development Life Cycle) 

yang terdiri dari enam tahap: Konsep, Desain, Pengumpulan Materi, Perakitan, 

Pengujian, dan Distribusi. Metode ini memastikan pengembangan yang sistematis 

dan terstruktur. Kesimpulannya S-Quiz VR efektif dalam meningkatkan 

pengetahuan dan apresiasi Generasi Z terhadap budaya Indonesia melalui 

pendekatan yang menarik dan interaktif. 

 

 

 

Kata kunci: Gen Z; Virtual Reality; Budaya Indonesia; Game; Minat; Edukasi, 
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ABSTRACT 

 

The modern era has caused Generation Z to become more interested in 

foreign cultures, so that Indonesian culture is beginning to be forgotten. To 

overcome this, S-Quiz VR is presented as a solution to preserve and enhance the 

knowledge of Generation Z about Indonesian culture by presenting quiz games that 

are different from other quiz games, adapting to Gen Z interests such as FPS games, 

and adventure so as to produce fun and exciting games. The research uses the 

MDLC (Multimedia Development Life Cycle) method that consists of six stages: 

Concept, Design, Material Collection, Analysis, Testing, and Distribution. This 

method ensures systematic and structured development. The conclusion is that S-

Quiz VR is effective in increasing the knowledge and appreciation of Generation Z 

for Indonesian culture through an interesting and interactive approach. 

 

 

Keyword: Gen Z; Virtual Reality; Indonesian Culture; Games; Interests; 

Education; MDLC
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