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Abstrak 

Game edukasi merupakan media pembelajaran interaktif yang mampu 

meningkatkan minat belajar melalui pendekatan visual dan interaktivitas. PEDIVI 

Garden adalah game edukasi bertema berkebun yang dirancang untuk memberikan 

pengalaman belajar yang menarik dan mudah dipahami. Dalam pengembangannya, 

aset visual memiliki peran penting dalam mendukung keterbacaan, fungsi 

antarmuka, serta identitas visual permainan. 

Penelitian ini menerapkan metode Practice-Based Research (PBR) dalam 

proses perancangan aset visual 2D pseudo-3D. Metode ini terdiri dari tahapan  

Explorartion, Creation, Development, Reflection, Refinement, Aretafct/Output 

yang dilakukan secara iteratif. Proses perancangan meliputi pengumpulan referensi, 

pembuatan moodboard, sketsa manual, digitalisasi menggunakan Adobe Illustrator, 

pewarnaan, hingga penerapan shading pseudo-3D. 

Hasil menunjukkan bahwa penerapan metode Practice-Based Research 

mampu menghasilkan aset visual yang konsisten, terstruktur, dan memiliki ilusi 

kedalaman visual tanpa penggunaan model 3D. Aset yang dihasilkan mendukung 

tampilan game yang ringan, menarik, serta sesuai dengan karakter edukatif PEDIVI 

Garden. 

Kata Kunci: Game Edukasi, Aset Visual, 2D Pseudo-3D, Practice-Based 

Research. PEDIVI Garden 
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Abstract 

Educational games are interactive learning media that can enhance 

learning interest through visual approaches and interactivity. PEDIVI Garden is a 

gardening-themed educational game designed to provide an engaging and easy-to-

understand learning experience. In its development, visual assets play a crucial 

role in supporting readability, interface functionality, and the game's visual 

identity. 

This study applies the Practice-Based Research (PBR) method to the design 

process for 2D pseudo-3D visual assets. This method consists of the iterative stages 

of Exploration, Creation, Development, Reflection, Refinement, and 

Artefact/Output. The design process includes reference collection, moodboard 

creation, manual sketching, digitization using Adobe Illustrator, coloring, and the 

application of pseudo-3D shading. 

The results show that the application of the Practice-Based Research 

method can produce visual assets that are consistent, structured, and have the 

illusion of visual depth without the use of 3D models. The resulting assets support 

the game's light, engaging appearance, and align with PEDIVI Garden's 

educational character. 

Keywords: Educational Games, Visual Assets, 2D Pseudo-3D, Practice-Based 

Research. PEDIVI Garden 

 

 

 

 


