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ABSTRAK

Eastern Indonesia has diverse traditional weapons as part of its cultural
heritage, yet their digital introduction remains limited. Educational games are an
effective medium for introducing this culture. This project designs and implements 2D
visual assets in a Cartoon Stylized style for the educational game “Pusaka Nusantara:
Timur” to introduce traditional weapons from East Nusa Tenggara, Maluku, and
Papua. The design applies the Game Development Life Cycle (GDLC) method,
covering concept, pre-production, production, testing, and release. Data were gathered
through literature study, observation, and documentation of references on weapons,
characters, and environments. Assets were created in Adobe Illustrator using Vector
Art techniques, including the main character, enemies, weapons, and environments.
The design produced one main character, three enemies, eight weapon assets, and three
environments representing East Nusa Tenggara, Maluku, and Papua. All assets were
implemented in the game using Unity. The Cartoon Stylized style simplifies object forms
while preserving distinctive features, keeping assets recognizable and appealing, and
supports delivering information on Eastern Indonesian traditional weapons through
an interactive educational game.

Keywords: Educational Game, Game Artist, 2D Visual Assets, Cartoon Stylized,
Traditional Weapons, Eastern Indonesia, GDLC.

Indonesia Timur memiliki beragam senjata tradisional sebagai warisan budaya
bangsa, tetapi pemanfaatannya dalam media digital masih terbatas. Game edukasi
menjadi media yang tepat untuk memperkenalkannya. Tugas akhir ini bertujuan
merancang aset visual 2D bergaya Cartoon Stylized pada game edukasi “Pusaka
Nusantara: Timur” sebagai pengenalan senjata tradisional dari Nusa Tenggara Timur,
Maluku, dan Papua. Perancangan menggunakan metode Game Development Life Cycle
(GDLC) meliputi tahap konsep, pra-produksi, produksi, pengujian, dan perilisan. Data
diperoleh melalui studi pustaka, observasi, dan dokumentasi referensi visual senjata
tradisional, karakter, dan lingkungan Indonesia Timur. Aset dibuat dengan Adobe
Hllustrator teknik Vector Art, meliputi karakter utama, enemy, senjata tradisional, dan
environment. Hasil perancangan berupa satu karakter utama, tiga enemy, delapan aset
senjata tradisional, serta tiga emvironment yang merepresentasikan Nusa Tenggara
Timur, Maluku, dan Papua. Seluruh aset diimplementasikan ke dalam game
menggunakan Unify dan berfungsi sesuai kebutuhan. Gaya Cartoon Stylized
menyederhanakan bentuk objek tanpa menghilangkan ciri khasnya sehingga tetap
mudah dikenali dan menarik. Perancangan ini mendukung penyampaian informasi
senjata tradisional Indonesia Timur secara interaktif.

Kata Kunci: Game Edukasi, Game Artist, Aset Visual 2D, Cartoon Stylized, Senjata
Tradisional, Indonesia Timur, GDLC.
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yang telah membantu memberikan semangat dan dukungan kepada penulis
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