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PERANCANGAN STRATEGI MARKETING DAN ASET 

VISUAL GAME ONCE UPON A ZINE 

 (Lulu Felicia Hartono) 

ABSTRAK 
 

Banyaknya cerita rakyat Indonesia yang diperkenalkan masih belum diiringi 
penyampaian yang inovatif. Hal ini menyebabkan menurunnya minat 
generasi muda terhadap cerita rakyat pada masa ini. Masih banyak pendidikan 
yang mengangkat cerita rakyat disampaikan melalui media cetak. Hal ini 
berlawanan dengan status quo saat ini dimana generasi muda lebih sering 
menggunakan media digital. Adapun perkembangan visual dalam 
penyampaian cerita rakyat, alur cerita yang digunakan masih tetap sama 
sehingga tidak memberikan pengalaman baru. Berdasarkan masalah tersebut, 
tim kewirausahaan penulis merancang game casual adventure yang 
mengangkat kisah cerita rakyat Indonesia sebagai pelajar SMA masa kini. 
Game ditentukan sebagai solusi yang dapat ditawarkan karena fungsinya 
yang interaktif sekaligus menghibur pemain. Saat ini, industri game di 
Indonesia juga sedang mengalami perkembangan dimana pemain game 
Indonesia menduduki peringkat ketiga sebagai negara dengan pemain game 
terbanyak.  Metode perancangan yang digunakan dalam pengembangan game 
adalah metodologi design thinking oleh Hasso Plattner (2009). Secara lebih 
spesifik, penulis berfokus di bidang marketing dan perkembangan aset visual 
seperti ilustrasi tokoh dan animasi. 
 
Kata kunci: cerita rakyat, game, bisnis, generasi muda, marketing 
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BUSINESS AND GAME VISUALS OF INDONESIAN 

FOLKTALE “ONCE UPON A ZINE” 

 (Lulu Felicia Hartono) 

ABSTRACT 

The number of Indonesian folktales introduced has not been accompanied by 
innovative storytelling. This has led to a decline in the younger generation's 
interest in folktales at the moment. There is still a lot of education about 
Indonesian folktales delivered through print medias which is contrary to the 
current status quo where digital media is widely used by the younger 
generation. Even though the current storytelling has involved an 
improvement in visualizaion, the storyline delivered still remains the same. 
Based on these problems, the author's entrepreneurship team designed a 
casual adventure game that elevates the story of Indonesian folklore as a high 
school student in modern setting. Game media is determined as a solution 
that can be offered as it gives an interactive and entertaining experience to 
their players. Currently, the game industry in Indonesia is also experiencing 
a development where Indonesian game players are ranked as the third 
country with the most game players.  The design metholodogy used in the 
game development is the Design Thinking methodology introduced by Hasso 
Plattner (2009). More specifically, the author focuses on the game business 
marketing and the development of visual assets such as character illustrations 
and animations. 
 
Keywords:  folktale, game, business, young generation, marketing  
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