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MOTTO 

 

Learn From Yesterday,                                                                                              

Live for Today,                                                                                                              

And Hope For Tomorrow                                                                                             

(Albert Einstein). 

 

Live for Something Or Die for Nothing. 

 

Kesuksesan tidak akan bertahan jika dicapai dengan jalan pintas. 

 

Kecerdasan bukan penentu kesuksesan, tapi kerja keraslah yang merupakan 

penentu kesuksesanmu yang sebenarnya. 

 

~Succes is not a final and Failure is Not an Initial~ 
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INTISARI 

Wayang kulit merupakan salah satu kebudayaan yang dikagumi oleh 

masyarakat Indonesia dan masyarakat internasional. Kesenian wayang telah 

diangkat sebagai karya agung budaya dunia oleh UNESCO tanggal 7 Nopember 

2003 atau Masterpiece of Oral And Intangible Heritage of Humanity. Sayangnya, 

minat generasi muda Indonesia untuk mempelajari wayang dan budaya tradisional 

lainnya hingga kini tetap rendah. Hal tersebut dikarenakan upaya sosialisasi 

budaya tradisional di berbagai daerah sampai sekarang belum memadai. Seni 

pertunjukan wayang mulai ditinggalkan generasi muda yang lebih menyukai 

hiburan-hiburan modern, seperti televisi, dan playstation. Untuk mengenalkan 

wayang kepada generasi muda diperlukan terobosan-terobosan atau cara-cara baru 

yang inovatif salah satunya dengan media-media yang populer dikalangan anak 

muda yaitu dengan dibuatnya game. 

 

 Metode penelitian yang digunakan dalam penulisan skripsi dibagi menjadi 

dua, yaitu metode analisis dan perancangan. Metode analisis dilakukan melalui 

studi pustaka, dan analisis game sejenis. Sedangkan metode perancangan 

dilakukan melalui perancangan perancangan game. Implementasi sistem 

menggunakan RPG Maker Vx Ace dan perangkat lunak pendukung lainya seperti 

CoralDraw, Photoshop, Paint dan Neundo Standar Editing Audio. Aplikasi hasil 

implementasi diuji dengan dua metode yaitu Alpha Test dan Black Box Test. 

 

Hasil penelitian ini diperoleh sebuah Aplikasi yang mampu memberikan 

alternatif hiburan dan dapat menjadi media pengenalan wayang yang menarik bagi 

generasi muda Indonesia. Aplikasi yang dihasilkan berupa game RPG (Role 

Playing Game) Hanoman Duta dengan konten wayang berlatar kisah Hanoman 

Duta. 

 

Keywords : Game, RPG (Role Playing Game), Hanoman Duta, Budaya 
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ABSTRACT 

 Wayang kulit is one of the cultures admired by the people of Indonesia 

and the international community. The art of wayang has been elevated as a 

masterpiece of world culture by UNESCO on November 7, 2003 or Masterpiece of 

Oral And Intangible Heritage of Humanity. Unfortunately, the interest of the 

Indonesian youth to learn wayang and other traditional cultures remains low. This 

is because the efforts of socialization of traditional culture in various regions until 

now has not been adequate. Art of wayang performances began to be left behind 

the younger generation who prefer modern entertainment, such as television, and 

playstation. To introduce the wayang to the young generation needed 

breakthroughs or innovative new ways one of them with the popular media among 

young people is with the making of the game. 

  

                The research method used in writing thesis is divided into two, namely 

the method of analysis and design. The method of analysis is done through 

literature studies, and analysis of similar games. While the design method is done 

through the design of games. Implementation of the system using RPG Maker Vx 

Ace and other supporting software such as CoralDraw, Photoshop, Paint and 

Neundo Standard Audio Editing. The application of the test results is tested with 

two methods namely Alpha Test and Black Box Test. 

 The results of this study obtained an application that is able to provide an 

alternative entertainment and can be a medium of wayang introduction that appeals 

to the younger generation of Indonesia. The resulting application is the RPG (Role 

Playing Game) game of Hanoman Duta with the puppet content set in the story of 

Hanuman Duta. 

 

Keywords : Game, RPG (Role Playing Game), Hanoman Duta, Culture. 




