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ABSTRACT

Limited access to education for children of Indonesian Migrant Workers (PMI) and
the Indonesian diaspora in Sabah, Malaysia, has resulted in a lack of knowledge
about their cultural roots and national identity. To address this issue, an interactive
educational medium in the form of a Flashcard Game Board themed "The Charm
of Indonesia" was designed. This project aims to introduce /ndonesia’s rich cultural
heritage while fostering a sense of nationalism among Indonesian children living
abroad. The design process included pre-production, production, and post-
production stages, using observation, literature studies, and questionnaires as data
collection methods. The testing results from three respondents indicated that the
Game successfully sparked learning interest and provided an enjoyable educational
experience, although feedback suggested improvements in image clarity, question
language, and Game duration. The final product—comprising a Game Board,
educational cards, and an answer key—demonstrates that game-based learning can
be an innovative solution to help the younger diaspora generation connect with
their Indonesian identity.

Keywords: Indonesian migrant education, educational game, Indonesian culture,
diaspora, nationalism, flashcard.

ABSTRAK

Keterbatasan akses pendidikan bagi anak-anak Pekerja Migran Indonesia (PMI) dan
Diaspora di Sabah, Malaysia, menyebabkan minimnya pengetahuan mereka tentang
budaya dan identitas kebangsaan Indonesia. Untuk menjawab tantangan tersebut,
dirancanglah sebuah media pembelajaran interaktif berupa Game Board Flashcard
bertema "Pesona Indonesia” yang bertujuan untuk memperkenalkan kekayaan
budaya tanah air sekaligus menumbuhkan rasa nasionalisme di kalangan anak-anak
Indonesia yang tinggal di luar negeri. Proses perancangan melibatkan tahapan pra-
produksi, produksi, dan pascaproduksi, dengan pendekatan melalui observasi, studi
pustaka, dan penyebaran kuesioner sebagai metode pengumpulan data. Hasil uji
coba terhadap tiga responden menunjukkan bahwa permainan ini menarik minat
belajar serta memberikan pengalaman edukatif yang menyenangkan, meskipun
terdapat masukan terkait kejelasan gambar, bahasa pertanyaan, dan durasi
permainan. Produk akhir berupa papan permainan, kartu edukatif, dan lembar kunci
jawaban ini membuktikan bahwa metode pembelajaran berbasis permainan dapat
menjadi solusi inovatif untuk memperkenalkan Indonesia kepada generasi muda
diaspora.

Kata kunci: Pendidikan anak PMI, Game edukatif, budaya Indonesia, diaspora,
nasionalisme, flashcard.
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