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PERANCANGAN GAME DIGITAL PUZZLE ADVENTURE

TENTANG BANGUNAN TRADISIONAL SUNDA

(Antonius Vinson)

ABSTRAK

Transformasi arsitektur di Indonesia khususnya di perkotaan telah didominasi oleh
bangunan modern minimalis, hal tersebut mengancam eksistensi arsitektur
tradisional seperti bangunan Sunda di mata para remaja. Padahal bangunan
tradisional Sunda memiliki makna mendalam sesuai dengan tradisi dan kebudayaan
Sunda, dari mulai penggunaan material hingga susunan yang menggambarkan rasa
hormat terhadap alam dan leluhur. Kebanyakan remaja di saat ini lebih tertarik pada
media yang interaktif dibanding media informasi konvensional yang hanya
berbentuk teks dan gambar saja. Maka dari itu perancangan ini bertujuan untuk
merancang game digital 3 dimensi dengan genre puzzle adventure bergaya low-
poly ala PlayStation sebagai media pengenalan yang dapat menarik remaja untuk
mempelajari bangunan tradisional Sunda. Desain visual low-poly dipilih untuk
meningkatkan keterbacaan bentuk dan efisiensi performa perangkat, sementara
environmental storytelling dan audio bernuansa tradisional yang dibuat refro yang
bertujuan untuk memperkuat konteks budaya tanpa ketergantungan pada user
interface. Konten permainan berfokus pada pengenalan bentuk dan filosofi
bangunan tradisional Sunda melalui teka-teki. Metode yang digunakan adalah
Playcentric Design oleh Tracey Fullerton yang meliputi conceptualization,
prototyping, playtesting, evaluation, dan iteration. Hasil perancangan
membuktikan bahwa media game digital 3 dimensi puzzle adventure dapat
memberikan pengenalan sederhana mengenai bentuk dan filosofi bangunan
tradisional Sunda dengan baik kepada remaja.

Kata kunci: Arsitektur Tradisional Sunda, Pengenalan, Game Digital, Puzzle
adventure, Low-poly
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DESIGNING A DIGITAL PUZZLE ADVENTURE GAME

ABOUT TRADITIONAL SUNDA BUILDINGS

(Antonius Vinson)

ABSTRACT (English)

Architectural transformation in Indonesia, especially in urban areas, has been
dominated by modern minimalist buildings, which threatens the existence of
traditional architecture such as Sundanese buildings in the eyes of teenagers. In
fact, traditional Sundanese buildings have a deep meaning in accordance with
Sundanese traditions and culture, from the use of materials to the layout that
reflects respect for nature and ancestors. Most young people today are more
interested in interactive media than conventional media, which only consists of text
and images. Therefore, this project aims to design a 3D digital game with a low-
poly PlayStation-style puzzle adventure genre as an introductory medium that can
attract young people to learn about traditional Sundanese buildings. Low-poly
visual design was chosen to improve the readability of shapes and device
performance efficiency, while environmental storytelling and retro-style traditional
audio were used to strengthen the cultural context without relying on the user
interface. The game content focuses on introducing the shapes and philosophy of
traditional Sundanese buildings through puzzles. The method used is Playcentric
Design by Tracey Fullerton, which includes conceptualization, prototyping,
playtesting, evaluation, and iteration. The design results prove that a 3D puzzle
adventure digital game medium can provide a simple introduction to the forms and
philosophy of traditional Sundanese architecture.

Keywords: Traditional Sundanese Architecture, Introduction, Digital Game, Puzzle
adventure, Low-poly
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