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ABSTRACT

Along with the times, modern buildings began to replace typical Indonesian
buildings. There are several changes to the use of materials, along with the
principles of their application, changes to floor and roof elements, and the style of
the building itself. There are several students at Atlantis Plus Middle School and
Atlantis Plus Vocational High School who lack knowledge about typical
Indonesian buildings. This was caused by several factors that reduced their
enthusiasm for learning. Games are used as a medium to introduce typical
Indonesian buildings by providing the experience of playing as a foreman
supervising coolies. With the Agile-Game Development Life Cycle method which
includes the stages of initiation, pre-production, production, alpha testing and
beta testing, and the release stage. all stages of development are carried out
quickly and are able to keep up with the many changes in plans faced by team
members. The game developed has a beta testing value of 93.5% and usability
testing of 74.5%. The application of Artificial Intelligence is also used for Kuli's
navigation system as an NPC so that the game feels more alive. Testing and
optimization is carried out to improve comfort and playing experience.

Keywords: Foreman, Game, Agile-GDLC

ABSTRAK

Seiring perkembangan zaman, bangunan modern mulai menggeser
bangunan khas Indonesia. Terdapat beberapa perubahan pada penggunaan
material, beserta prinsip penerapannya, perubahan pada elemen lantai juga atap,
dan style bangunannya itu sendiri. Terdapat beberapa anak sekolah SMP Atlantis
Plus dan SMK Atlantis Plus yang kurang pengetahuan tentang bangunan khas
Indonesia. Hal itu disebabkan oleh beberapa faktor yang membuat turunnya
semangat belajar mereka. Game digunakan sebagai media untuk memperkenalkan
bangunan khas Indonesia dengan memberikan pengalaman bermain sebagai
Mandor yang mengawasi Kuli. Dengan metode Agile-Game Development Life
Cycle yang meliputi tahapan inisiasi, pra-produksi, produksi, pengujian alpha
maupun pengujian beta, dan tahapan rilis. seluruh tahapan pengembangan
dikerjakan secara cepat dan mampu mengimbangi banyaknya perubahan rencana
yang dihadapi antar anggota tim. Game yang dikembangkan memiliki nilai
pengujian beta sebesar 93,5% dan pengujian usability sebesar 74,5%. Penerapan
Artificial Intelligence juga digunakan untuk sistem navigasi Kuli sebagai NPC
agar game terasa lebih hidup. Pengujian serta pengoptimalisasi dilakukan untuk
meningkatkan kenyamanan serta pengalaman bermain.

Kata Kunci: Mandor, Game, Agile-GDLC
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