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ABSTRAK 

In this age, technological progress is growing very rapidly, including game 

development on cultural introduction. The writer will designed a desktop based game 

with the adventure genre titled "Pertualangan Si Pitung" that aimed to become as a 

means of entertainment as well as introducing younger generation to Betawi Culture. 

This game is contains introduction to Betawi Culture by taking a Betawi folklore, 

namely "Si Pitung". This game will be designed using Game Development Life Cycle 

(GDLC) Method with stages namely initiation, pre-production, production, alpha 

testing, beta testing, and release. The game that have been created got positive review 

from the respondent who become the beta tester and they feel they know about Si Pitung 

and the Betawi Culture. 

Keywords: Game, Adventure, Betawi Culture, Si Pitung.Game Development Life Cycle 

(GDLC). 

 

Di zaman ini, kemajuan teknologi berkembang sangat pesat, termasuk 

perkembangan permainan sebagai sarana pengenalan budaya. Penulis akan merancang 

permainan berbasis desktop dengan genre Adventure  berjudul “Petualangan Si Pitung” 

yang bertujuan sebagai sarana hiburan sekaligus mengenalkan budaya betawi pada 

generasi muda. Game ini berisi tentang pengenalan budaya betawi dengan mengambil 

cerita rakyat betawi yaitu “Si Pitung”. Game ini akan dirancang menggunakan metode 

Game Development Life Cycle (GDLC) dengan tahapan yaitu inisiasi, preproduksi, 

produksi, alpha testing, beta testing,dan rilis. game yang dibuat mendapatkan respon 

yang positif dari para responden yang menjadi beta tester dan mereka merasa dapat 

mengenal si pitung dan budaya betawi. 

Kata Kunci: Game, Adventure,Budaya Betawi, Si Pitung.Game Development Life 

Cycle (GDLC). 
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