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ABSTRAK 

Era digital memicu pudarnya pemahaman arsitektur tradisional dan nilai gotong 

royong di kalangan Generasi Z. Penelitian ini bertujuan merancang dan 

membangun game cozy life simulation adventure "Jejak Budaya" pada platform PC 

sebagai media interaktif pelestarian budaya Nusantara. Metode perancangan 

menerapkan kerangka kerja Game Development Life Cycle (GDLC) dan Game 

Design Document (GDD) sebagai cetak biru produksi. Antarmuka dirancang 

dengan estetika pixel-perfect menggunakan LibreSprite serta konsep clean screen 

tanpa indikator bar stamina untuk kenyamanan visual. Koordinasi tim dikelola 

melalui Trello, Discord, dan Google Drive untuk mencegah scope creep. Produk 

"Jejak Budaya" berhasil merepresentasikan 13 rumah adat di tiga wilayah 

geokultural (WIB, WITA, WIT) dan mengimplementasikan teori retorika 

prosedural lewat minigame taktil berbasis etnosains, seperti memutar adonan 

dodol/papeda, menyusun Canang Sari, dan mengurutkan tanduk kerbau 

Tongkonan. Uji playtest terbatas pada 24 responden Generasi Z menghasilkan 

indeks kelayakan sebesar 85,23% (Sangat Setuju), membuktikan game ini efektif 

dan interaktif dalam meningkatkan literasi budaya.. 

 

Kata Kunci: Arsitektur Tradisional, Game Simulasi Kehidupan, GDLC, Jejak 

Budaya, Sosiabilitas Nusantara. 

The digital era threatens traditional architecture and mutual cooperation values 

among Generation Z. This study aims to design and develop a cozy life simulation 

adventure game titled "Jejak Budaya" on PC as an interactive medium for cultural 

preservation. The framework utilizes Game Development Life Cycle (GDLC) and 

Game Design Document (GDD). A pixel-perfect UI was created via LibreSprite 

with a clean screen concept omitting the stamina bar. Cross-disciplinary workflow 

was managed using Trello, Discord, and Google Drive to prevent scope creep. The 

game accurately represents 13 traditional houses across three geocultural regions 

(WIB, WITA, WIT) and applies procedural rhetoric through tactile, ethnoscience-

based minigames—including stirring dodol/papeda, assembling Canang Sari, and 

sorting Tongkonan buffalo horns. A limited playtest with 24 Generation Z 

respondents yielded an 85.23% feasibility index (Strongly Agree), proving its 

effectiveness in enhancing cultural literacy. 

 

Keywords: GDLC, Jejak Budaya, Life Simulation Game, Nusantara Sociability, 

Traditional Architecture.  
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