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ABSTRACT
Indonesia is a country known for having many traditional buildings. However,
traditional Indonesian buildings are starting to shift from changes in materials,
principles of implementing changes to floor and roof elements and building styles.
There are still children in the Atlantis Plus Middle School and Vocational Schools
who lack knowledge about traditional Indonesian buildings. This is caused by a
decrease in enthusiasm in their learning. Using game media to introduce buildings
and introduce the work of building foremen who have responsibility as organizers of
the construction workforce in building traditional Indonesian buildings. By using the
Game Development Life Cycle method which consists of initiation, pre-production,
production, testing, beta and release stages. Being able to make games that get a test
result of 93.5% successfully introduces the responsibility of a foreman and at the
same time introduces Indonesian traditional houses through the game "Mengkuli".

Key Word: Foreman, Game Development Life Cycle, Game.

ABSTRAK
Indonesia merupakan negara yang dikenal memiliki banyak bangunan tradisional.
Namun bangunan tradisional Indonesia mulai tergeser dari perubahan bahan material,
perinsip penerapan perubahan elemen lantai juga atap dan style bangunan. Masih
terdapat anak di lingkungan SMP dan SMK Atlantis Plus yang kurang pengetahuan
tentang bangunan tradisional Indonesia. Hal ini disebabkan oleh menurunnya
semangat dalam belajar mereka. Game digunakan sebagai media untuk
memperkenalkan bangunan tradisional Indonesia dan memperkenal pekerjaan mandor
bangunan yang memiliki tanggung jawab sebagai organisator tenaga kerja kontruksi
dalam membangun bangunan tradisional Indonesia. Dengan menggunakan metode
Game Development Life Cycle yang terdiri dari tahap inisiasi, pra produksi, produksi,
testing, beta dan rilis. Hasil pengujian beta testing dengan rata-rata sebesar 93,5%
berhasil mengenalkan tanggung jawab dari seorang mandor dan sekaligus
memperkenalkan rumah tradisional Indonesia melalui game “Mengkuli”.

Kata kunci: Mandor, Game Development Life Cycle, Game.
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