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ABSTRAK 

 

 

Indonesia mempunyai banyak kebudayaan, namun promosi budaya tersebut 

mungkin masih rendah. Game dapat dipakai sebagai sebuah alat promosi yang 

menarik karena game menawarkan interaktivitas. Selain itu, desain dan visualisasi 

game harus menggambarkan kebudayaan Indonesia. Budaya Indonesia dapat 

digambarkan melalui elemen-elemen game seperti background, karakter desain, 

motif dan elemen pendukung lainnya.  

Melalui tampilan yang menggambarkan Indonesia, diharapkan pemain dapat 

dengan mudah mendapat informasi mengenai Indonesia. 
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ABSTRACT 

 

 

Indonesia has a lot of cultures, but its promotion might still low. Game can be 

used as an attractive promotion tool, because it offers interactivity. In addition, 

design and game visualization should reflect Indonesia`s culture. The culture can 

be depicted from the elements of the game, such as background, character design, 

motif and other supporting elements.    

Through game visualization which reflects Indonesia`s culture, hopefully the 

players can easily obtain information about Indonesia. 
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