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ABSTRAK 

The phenomenon of illegal street racing among teenagers remains a significant social 

problem in Indonesia. This research aims to design a desktop-based 3D platformer 

game as an interactive educational medium to raise awareness of the dangers of illegal 

street racing. The game was designed using the Game Development Life Cycle (GDLC) 

method with a Game-Based Learning (GBL) approach, integrating local mystical 

elements and emotional affect, such as jump scares and cultural narratives, to 

strengthen player engagement. The game's primary target audience is teenagers aged 

13–18, with gameplay themes depicting illegal street racing experiences in a typical 

Indonesian environment. Alpha and beta testing results showed a very positive 

response, with an acceptance index of 93%, categorized as "very acceptable." The 

game not only delivers cognitively educational messages but also encourages 

emotional reflection through an immersive gameplay experience. Therefore, this game 

has the potential to be an effective and contextual alternative digital learning medium 

in traffic safety campaigns for the younger generation. 

Keywords: Educational Game, Illegal Street Racing, 3D Platformer, Teenagers, Game-

Based Learning, Local Mysticism, Jump scares, GDLC 

Fenomena balap liar di kalangan remaja masih menjadi masalah sosial yang 

mengkhawatirkan di Indonesia. Penelitian ini bertujuan untuk merancang game 3D 

platformer berbasis desktop sebagai media edukasi interaktif untuk meningkatkan 

kesadaran akan bahaya balap liar. Game dirancang menggunakan metode Game 

Development Life Cycle (GDLC) dengan pendekatan Game-Based Learning (GBL), 

serta mengintegrasikan elemen mistika lokal dan afeksi emosional, seperti jumpscare 

dan narasi budaya, guna memperkuat keterlibatan pemain. Target utama game ini 

adalah remaja usia 13–18 tahun, dengan tema gameplay yang menampilkan 

pengalaman balapan liar di lingkungan khas Indonesia. Hasil pengujian alpha dan beta 

menunjukkan bahwa game mendapat respons sangat positif dengan indeks penerimaan 

sebesar 93%, yang termasuk dalam kategori “sangat diterima.” Game ini tidak hanya 

menyampaikan pesan edukatif secara kognitif, tetapi juga mendorong refleksi 

emosional melalui pengalaman bermain yang imersif. Dengan demikian, game ini 

berpotensi menjadi alternatif media pembelajaran digital yang efektif dan kontekstual 

dalam kampanye keselamatan berlalu lintas untuk generasi muda. 

Kata Kunci: Game Edukasi, Balap Liar, 3D Platformer, Remaja, Game-Based 

Learning, Mistika Lokal, Jumpscare, GDLC 
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