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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 toon low polly
style so that the appearance of the game looks like a cartoon and is fun. Therefore, the
Monstrous Green game was made as a medium of entertainment with the adventure
genre. By using the GDLC (Game Development Life Cycle) method in making assets
in the game "Monstrous Green". So, the results of this study also aim as a game artist
in making art and visual aspects in the game "Monstrous Green" which makes players
interested in this game.

Keywords: Game, Timun Mas, Game Artist, and Game Adventure.

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 style
toon low polly sehingga membuat tampilan pada game terlihat seperti cartoon dan
menyenangkan. Maka dari itu game Monstrous Green dibuat sebagai media sarana
hiburan dengann genre adventure. Dengan menggunakan metode GDLC (Game
Development Life Cycle) dalam pembuatan asset pada game “Monstrous Green”.
Maka hasil penelitian ini bertujuan pula sebagai game artist dalam pembuatan segi art
dan visual pada game “Monstrous Green” yang membuat player tertarik pada game
ini.

Kata Kunci: Game, Timun Mas, Game Artist, dan Game Adventure.
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