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ABSTRAK 
 

The lack of children's memory in understanding information when only reading 
and listening is because children are more effective at understanding information 
visually or pictorially. Therefore, the presentation of the Timun Mas folklore with 
games keeps the children interested. The Monstrous Green game is made using 
the GDLC (Game Development Life Cycle) method which consists of 6 stages, 
namely initiation, pre-production, production, testing, beta and release. After 
conducting the beta test, it can be concluded that the Monstrous Green game can 
be a means of entertainment for the target audience and provide an overview of 
the Timun Mas story. Apart from that, the story of Timun Mas is well conveyed.  
Keyword: Game, Timun Mas, Game Designer, GDLC.  
 
 
Kurangnya daya ingat anak-anak dalam memahami informasi ketika hanya 
membaca dan mendengar dikarenakan anak-anak lebih efektif memahami 
informasi secara visual atau bergambar. Oleh karena itu, penyampaian cerita 
rakyat Timun Mas dengan game membuat anak-anak tertarik. Game Monstrous 
Green dibuat menggunakan metode GDLC (Game Development Life Cycle) yang 
terdapat 6 tahapan, yaitu inisiasi, praproduksi, produksi, testing, beta dan rilis. 
Setelah melakukan uji beta dapat disimpulkan bahwa game Monstrous Green 
dapat menjadi sarana hiburan terhadap target audience dan memberikan gambaran 
tentang cerita Timun Mas. Selain itu, cerita Timun Mas tersampaikan dengan 
baik.  
Kata Kunci: Game, Timun Mas, Game Designer, dan GDLC. 
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