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Perancangan Interactive Campaign Untuk Mengenalkan

Game Lokal Untuk Remaja Di Jakarta

(Mahendra Raihan)

ABSTRAK

Penulisan proposal tugas akhir ini disusun berdasarkan hasil pembelajaran
penulis di Universitas Multimedia Nusantara dan ditulis sebagai syarat untuk
memperoleh gelar Sarjana Desain (S.Ds.). Dilatarbelakangi oleh penulis yang
melihat kondisi game lokal yang jarang dimainkan oleh masyarakat lokal. Padahal
game lokal tersebut mempunyai potential bisa bersaing dengan game asing

Selama proses penyusunan ini, penulis mendapatkan banyak pengalaman
mengenai kondisi game lokal. Penulis juga mendapatkan tips bagaimana cara
mengenalkan game lokal ke masyarakat. Penulis ingin berterima kasih kepada
keluarga, teman dan pihak lain yang telah membantu penulis dalam penyusunan
proposal tugas akhir ini.. Metode pengambilan data akan dilakukan dengan
membuat google forms dan wawancara dengan gamers, studio lokal dan Asosiasi
Game Indonesia. Dengan adanya proposal tugas akhir ini, penulis berharap dapat
membantu masyarakat untuk meningkatkan perhatian kepada game yang dibuat

oleh developer lokal

Kata kunci: Interactive Campaign Game Lokal, Game, Developer lokal
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Designing an Interactive Campaign to Introduce Local

Games for Teenagers in Jakarta
(Mahendra Raihan)

ABSTRAK ( English )

The writing of this final project proposal was prepared based on the results
of the author's learning at Multimedia Nusantara University and was written as a
requirement to obtain a Bachelor of Design (S.Ds.) degree. Based on the author's
view of the condition of local games that are rarely played by local people. Even
though these local games have the potential to compete with foreign games

During the preparation process, the author gained a lot of experience
regarding local game conditions. The author also gets tips on how to introduce
local games to the community. The author would like to thank family, friends and
other parties who have helped the author in preparing this final project proposal.
The data collection method will be done by making google forms and interviews
with gamers, local studios and the Indonesian Game Association. With this final
project proposal, the author hopes to help the community to increase attention to

games made by local developers

Keywords: Interactive Campaign Game Lokal, Game, Local Developer
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