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ABSTRACT 

Indonesia has a wide variety of cultures. This diversity is 

what led to the creation of regional songs. Currently, the younger 

generation in Indonesia is more interested in foreign cultures. For 

example in songs, the younger generation of Indonesia is more 

interested in music from foreign cultures than Indonesian folk 

songs. To attract their interest to be more interested in folk songs, 

educational games for folk songs were made so that the younger 

generation could learn and play and preserve folk songs in 

Indonesia. The making of this regional song educational game uses 

the iterative method with rapid prototyping with Unity. The results 

of the blackbox test, all functions in the game work well as 

expected. The fun testing was taken from the questionnaire and 

calculated with the interpretation of the index from the Likert scale 

with the results that were 81% interest, 81% convenience, 78% 

satisfaction level, 72.66% difficulty level, and game design scored 

78%, so it got a score of 81 % taken from the level of interest in 

playing the game.Keywords: Educational Games, Rhythm Game, 

Local Songs, Unity3d. 

xvii+ 55 pages; 30 figures; 6 tables; 13 attachment 

bibliography; 29 (1981 – 2019) 

  



 
 

ABSTRAK 

 Indonesia memiliki ragam budaya yang banyak. 

Keragaman inilah yang menyebabkan terciptanya lagu daerah. Saat 

ini generasi muda di Indonesia lebih tertarik budaya asing . 

Contohnya pada lagu, generasi muda Indonesia lebih tertarik 

menyukai musik dari budaya asing daripada lagu daerah Indonesia. 

Untuk menarik minat mereka agar lebih tertarik kepada lagu daerah 

maka dibuatlah game edukasi lagu daerah agar para generasi muda 

bisa belajar dan bermain serta melestarikan lagu daerah yang ada 

di Indonesia. Pembuatan  game edukasi lagu daerah ini 

menggunakan metode iterative with rapid prototyping dengan 

Unity. Hasil dari pengujian blackbox, seluruh fungsi dalam game 

berkerja dengan baik sesuai dengan apa yang diharapkan. 

pengujian fun testing yang diambil dari kuisioner dan dihitung 

dengan interpretasi indeks dari skala Likert dengan hasil yaitu 

ketertarikan 81%, kemudahan 81%, tingkat kepuasan 78%, tingkat 

kesulitan 72,66%, serta desain game mendapat nilai 78%, sehingga 

mendapatkan nilai 81% yang di ambil dari tingkat ketertarikan 

untuk bermain game.  

Kata kunci : Game Edukasi, Rhythm Game, Lagu Daerah, Unity3d. 
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