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Abstract—Many folklore of Sasak in modern age only
regarded_as the old myth that outdated because of the lack of a
sense o in the local culture as a national culture, The
development of information technology, especially the gaming
industry which is one of the growing gaming industry is
important for brain development, to improve concentration and
train properly and solve problems quickly because in the game
there are various conflicts which requires us to solve it quickly
and precisely. With the existence of these problems then made a
game application where the game contains elements of cultural
knowledge especially of Sasak culture as a medium to improving
the cultural understanding so that children know much more
about of Sasak culture and more motivated to get to know and
love the local culture.

In this research, used models of multimedia game side-
scrolling with the added element of adventure which a game that
offers adventure in exploring the various levels are available.
There are 3 levels in this game. The software used is Adobe Flash
CS3 and other support software that is CorelDraw X4,
Photoshop CS3 and Action Script 2.0,

The results of the research is the establishment of a
multimedia adventure game folklore “Doyan Nada™ for
improving the cultural understanding of Sasak (Lombok) to
children. There is a significant difference in scores obtained by
children between before and after testing,

Keywords—multimedia, games, adventure, sidescrolling, doyan
nada, culture.

I. INTRODUCTION

The introduction of culture through folklore is very
important, because there is value in folklore - noble values that
shape the character of the child. Educators prefer stories
translated from abroad to tell. Character recognition for early
childhood through folklore local culture is not only stimulated
by the media illustrated in the form of books, but can also be
with dolls, puppets, and various media so that children can
learn to understand the way the story is concrete. In addition,
an attractive media can motivate children to stay focused
listening to stories. But in reality, less creative educators in
creating props for storytelling [9].
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Sasak have diverse cultural richness diversity, including the
arts are born, grow, and develop in accordance with the
mindset, worldview, values, norms, and other aspects of life in
society. of Sasak cultural values are now faced with the
dynamics of society and the times that always demands a
change.

Lifting the local culture that is a culture of Sasak (Lombok)
one of Indonesian culture through folklore in visualized with a
touch of technology is one of the best medium to introduce
culture to children. It is unfortunate if the folklore which is the
local culture of Indonesia disappear from public memory,
because displaced by foreign cultures or claimed by other
countries.

Societies of Sasak (Lombok) especially children in urgently
need of a multimedia application that is a game culture, which
has a cultural element Sasak (Lombok) in order folklore sasak
mostly in modern age is not regarded as the old myth, fantasy
or fairy tale cliches outdated by the children. The application
serves as a means to improve their understanding of their own
culture of Sasak.

This game will be specialized to elementary school
children, aged between 7-11 years, but it is possible to be
played by the age on it as a means to get to know the culture of
Sasak (Lombok). With the above mentioned problems, the
authors plan making of "Multimedia adventure games folklore
“Doyan Nada” using side scrolling method to improve cultural
understanding of Sasak (Lombok) to children™.

II. MATERIALS AND METHODS

A. Overview of Previous Research

Previous research conducted by Dwi Harini Ali. In her
research about how to make a side scrolling game genre is one
genre of game in which the main character in this game can
move sideways movement followed by background, character
game must collect as many apples before the time runs out [6].

The goal of any good video game is to bring to life a story,
and to immerse the player as a main character. This project
describes the design and development process of such a digital
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game, titled Blue Sky in which the player guides a powerful
atomic helicopter in the sky through several stages of opposing
enemy forces [1].

The majority of the code can be written for the general
case, and then platform specific input and file systems
configurations can be added to make for more natural
gameplay experiences on each platform. A graphical UI would
enhance the development process of creative games, allowing
for easy addition of specific cases for each platform where
required. In short, the tool will remove the overwhelmingly
complex process of cross-platform development into a
seamless and intuitive experience [3].

The lion's share of the book is devoted to examining Amiga
as a device for creating multimedia, and to clarifying its
exemplary. Most notably, Maher shows that the specialized
hardware that allowed for stunningly beautiful and responsive
2-D side-scrolling games also prevented [2].

The projects covered a sampling of multimedia content
creation technologies, including image manipulation, movie
editing, and vector animation with Flash. At its most basic,
Gamemaker provides simple tools for creating 2D multi-level
side-scrolling platform type games [4].

Research conducted by Ella Nurfitria discuss about how to
make a side scrolling game genre where there are cultural
clements included in the game. The pattern of this game that is
jakatarub should save some angel in the game [7].

Research conducted by Bemnard Renaldy Suteja and
Freddie Setiawan, discuss game play fredo manifold adventure
RPG (Role Playing Game) with flash programming. The main
mission in this game is fredo must fight the monsters in each
level by a predetermined amount [5].

B. Child Psychology

Child's life is a life where they start growing and have a
high curiosity. Since the development of the child during an
active period, computer programs can stimulate parts of the
brain combines emotion with animation, sound, music, video
imagery, color and others. Computer program to teach and
inculcate noble image of the nation include programs of
cultural games that motivate children to play again and play
again. And computer games is an ideal means for introducing a
noble culture in children from an early age [8].

C. Definition of the Game

Game comes from the English word which has the basic
meaning Games. The game in this case refers to the definition
of "intellectual agility" (intellectual playability). Games can
also be interpreted as a decision of the action arena players
because there are targets to be achieved, intellectual agility at a
certain level is also a measure of the extent to which the game
was interesting to play the maximum [10].

D. Types of Games

Several categories of games that are often used among
others :

1. RPG (Role Playing Game)
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. FPS (First Person Shooting)
. Adventure

. Fighting

. Raching

. Simulation

. sport

. Strategy

. Side Scrolling
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1. METODOLOGY

In a study has design (research design) specific. The
function of this research is to find explanations and answers to
the problems as well as provide an alternative to the
possibilities that can be used for solving, Below is a the
research framework that can explain the flow the research to be
developed, as shown in fig. 1 :

m—_

Fig. 1. Research Framework

A. Research Subject

Research subjects to be discussed in this research is the
analysis and creating “Multimedia adventure games folklore
“Doyan Nada” using side scrolling method to improve cultural
understanding of Sasak (Lombok) to children™.

B. Research Tools

In this research use of hardware and software with certain
specifications to complete an application to be built. Hardware
is all the physical parts of a computer and is distinguished by
the data therein and is distinguished by the software that
provides instructions for the hardware to accomplish tasks.

C. User analysis

Users of this system is children aged 7-11 years or
elementary school students grade 1 to grade 5. The age of 7-11
years 1s the age at which a child is affected, with the game that
contains this folklore could help shape the mindset of a child to
love and preserve their own culture. The system is expected to
increase the motivation of a child to know the culture of
Indonesia, especially the culture of Sasak (Lombok).




D. Stages of Making Games

1. Determine the theme of the game

2. Determine game genres

3. Determine the software used

4. Finding and determining sound effects or music
5. Make the game

IV. RESULTS AND DISCUSSION

A. Analysis System Requirements

Analysis of the system is one of the stages in the
development of the system. Phase analysis is a critical stage
and very important, because errors in this stage also will cause
an error in the next stage. Phase analysis is performed after the
system design stage and before the system design phase.

1) Functional Requirement System

Functional requirements system contains process will be
done by the system. In making this game application program
required a supporting applications capable of performing the
functions, among others :

a) Doyan Nada

1. The character can move forward left side, move
forward and make the leap to right side.

2. The character can fight the enemy by means of
stepping on the heads of enemies.

3. To run the character, the user uses the keyboard.
Right arrow key to move forward toward the right, the left
arrow key to move forward toward the left, up arrow key to
jump, up arrow key simultaneously once the left arrow to
jump to the left, up arrow key simultaneously once the right
arrow to jump to right.

4. The character can jump to take something (icon
goods) are scattered randomly on the screen.

5. When exposed to enemy characters (not stepping on
the head), the energy is reduced as much as 20% of the total
energy of 100%.

6. Characters can add energy to take a basket of rice
scattered on the screen, the energy will increase by 20% when
a basket of rice taken by the character, but when energy is
equal to 100%, then the energy will not increase.

7. The character can add score points by taking pieces
scattered on the screen and step on the enemy, as well as read
some knowledge about the island of Lombok is on screen
scattered ketupat.

8. At each level 2 character will get equipt form of
clothes that will be used at the next level, but the characters
have to answer the questions in advance when it will get
equipt.

9. The character must fight the big enemy to get the key
in order to finish the level 3.

b) Enemy

1. Lion without a crown is the enemy of the lowest
level, to defeat it “Doyan Nada™ must step on the enemy head
once so that the enemy dead. There are 25 enemies at level 1,
10 enemies at level 2 and 15 enemies at level 3.

2. Crowned lion is the enemy of level 2 and 3, to defeat
it “Doyan Nada™ must step on the enemy's head twice so that
the enemy dead. There are 15 enemies at level 2 and 20
enemies at level 3.

3. Big Giant is the enemy of the highest level, to defeat
it “Doyan Nada™ must step on the enemy's head as much as
five times that the enemy dead, this giant is the last enemy at
level 3.

¢) Basket of Rice

At the beginning of the game as much as 100% of energy
supplied. At each level can be increased to 20% when Doyan
Nada managed to take a basket of rice, but when energy is
equal to 100%, then the energy will not increase. At each level
is provided 5 baskets of rice.

d) Ketupat

To obtain information about the culture of Sasak
"Doyan Nada" can take ketupat scattered on the screen, each
ketupat contains knowledge about culture of Sasak that will be
used to answer questions when "Doyan Nada" will open the
door and take equipt used at the next level. At level 1 there are
3 ketupat, level 2 there are 4 ketupat, and 5 ketupat at level 3.

e) Fruit

1. To add points “Doyan Nada” should take cherry fruit
scattered on the screen.

2. On the first level there are 25 pieces of cherry, level 2
there are 30 pieces of cherry, and level 3 there are 20 pieces of
cherry and 10 pieces of pear.

1} Score

1. When “Doyan Nada” beat the Lions without the
crown, then the player will get a score of 10 each enemy.

2. When “Doyan Nada” beat the crowned lion, then the
player will get a score of 30 each enemy.

3. When “Doyan Nada™ beat the big giants then the
score will increase by 100 points.

4. When “Doyan Nada” managed to get cherry fruit
scores increased 10 and for pears the scores will increase 20.

5. When “Doyan Nada” obtain information on ketupat is
taken then the score will increase 50.

g) Level

1. There are 3 levels in this game.

2. The minimum scores may be obtained at level 1 to
level 2 is 450 from the maximum score of 650.

3. The minimum scores may be obtained at level 2 to
level 3 is 650 from the maximum score of 800 and a score will
be added to the scores obtained at level 1.

4. The minimum score to complete a level 3 is 1300 and
the scores will be added to the scores obtained at level 1 and 2.

5. On the last level scores will be accumulated when the
player managed to score more than 2400 then the player won.

2) Scenario of Gameplay

Gameplay from this game, among others:
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a. The player should be able to get the minimum points to
proceed to the next level by running the main character
(Doyan Nada) to wander and conquer the jungle.

b. Doyan Nada should be able to beat the lion to increase
the score.

c. The player can add energy by taking a basket of rice
scattered randomly on the screen.

d. If can beat lion then the score will increase 20 per 1 lion.

e. If can beat the crowned lion the score will increase 30
per 1 crowned lion.

f. If successtul take cherry fruit then the score will increase
10 and if successful take a pear then the score will increase 20.

g. If can beat the giants the scores increased 100.

h. Doyan Nada must step on giant head 5 times to fight it.

i. If the player have gotten a minimum score of 450 and the
lives of at least 1 then the player can proceed to the second
level, a minimum score of 650 on level 2 and plus score at
least 450 on level 1 and the lives of at least 1 then the player
can continue to level 3.

j. The game is finished if the player manages to beat the
last giant.

k. If the player gets a score> = 2400 then the game is
finished and Doyan Nada will be won.

1. Total scores will continue to accumulate at each level. If
player has not reached the minimum score and the life was
gone, the game was over and the player can repeat the game.

3) Design System Process

a) Background Story

This Multimedia game tells about a knight errant named
Doyan Nada, which has the amazing power from childhood,
he was able to conquer his enemies through the power he has.
He was able to rescue two people hermit and a beautiful
princess who later became his wife.

b) Details of Game

This game is made to be implemented on a PC with
Windows operating system.
Below the details of the game which will be made :

1. Genre of Game is side scrolling.

2. Game model is a single player game, character can
only go forward, backward, jumping and throwing weapons.

3. Game consists 3 levels and each level has its
different difficulty levels.

4. People who are in this game is “Doyan Nada’ as
the main character, a rock fall, fallen trees, wild animals and
giant as an enemy character in the game.

5. The element will find is an element of culture,
especially the culture of Sasak ranging from traditional
houses, clothing, and weapons used. The language used is
Indonesian.

6. The game will be accompanied by music as
accompaniment game.

7. The concept of how to play is the player trying to
get a high point that is by defeating enemies and rescue friends
and Doyan nada to continue to the next level.

254

c) Content Designing
The design is used in order to fill interactive applications
to be built according to the analysis system. In designing the
content that has been established which contains information
on the design of the menu with the menu description and the
buttons are there on the menu design, as shown in fig.2 :

Fig. 2. Design Menu

Figure 2 Shows about Design Menu, such as :
1. Title
2. Intro
3. Main Menu
3.1. Play menu
3.1.1. Play Level 1
3.1.2. Play Level 2
3.1.3. Play Level 3
3.2, Menu Settings
3.2.1. Profile
3.2.2. Guidance
3.2.3. Sound & Music
3.2.4. Mutte
3.2.5. Screen
3.2.6. Exit

d) Input Designing

The aim from the input design is to give control to the
design of the game created, the user is required to select a
menu by clicking the button display - navigation buttons
according to the information available at each level and use
the keyboard input made during running game that will be
used to provide interaction in the form of movements that
occur on the player character in the game.

e) Output Designing
Output of the product from games that can be played.
Game identical with a good movement automatic movement
and the movement was ruled by using a keyboard or mouse.
Both movements are the basis for the making of the game.
When a key on the keyboard is pressed, the output of which is
derived in the form of movement from game characters and




patterns of certain rules in order to continue the game to the
next level.
1) Storvboard Designing

Next is the design of the storyboard. This stage is very
helpful in putting together frame by frame making games.
With the storyboard will be easier to determine the exact
position and can clarify any level of the game to the user by
providing information or explanations, commands in the
game, so that the relationship between the level of the program
being organized systematically and in case of a fault will soon
be known and repaired.

B. Implementation System
This implementation phase is the phase to build and
develop the game according to the script that has been made.
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Fig. 3. Main Menu

Figure 3 shows the display of Main Menu there are 8 menu
buttons that is, (1) the menu button, (2) minimize button, (3)
button start, (4) key setting, (5) the hint button, (6) button rank,
(7) buttons on and (&) exit button.
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Fig. 4. Level |

Figure 4 shows the first-level display that tells the
beginning of a new adventure wandering Doyan Nada when
exploring the hilly forest. At level 1 the player must complete
its mission of answering a question on a gate, but to open the
gates of the player should be able to fight the lion blocking and
read all the info is in ketupat. If you can answer the questions
that are in ketupat so he could continue the mission to level 2.

Fig. 5. Level 2

Figure 5 tells about adventure Doyan Nada when it is in the
forest, and want to save the princess kidnapped by Giant. Level
2 is almost the same as level 1, the end of the mission to finish
the level 2 is to answer the question that is at the gate, and the
rules used at two levels equal to level 1, but at level 2 there are
additional equipt to be taken for use on level 3.
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Fig. 6. Level 3

Figure 6 shows Level 3 which at this level is the end from
the story Doyan Nada, he must save the princess kidnapped by
a giant, Doyan Nada must fight against the evil giants until the
end of the giant dead and managed to rescue the princess. At
level 3 there is an additional form of pear as an addition to the
points, the number of enemies faced more and more. At level 3
there are obstacles that more extreme from the previous level in
the form of ground (ground moving) and falling rocks. At level
3 player must fight the big giant that is the main enemy from 3
levels traversed.

C. Discussion

This game is interesting to use because in this game there
is knowledge of the culture that needs to be conveyed to the
children. Children feel attracted to this game because they feel
curious to continue the game seen from their enthusiastic
when wrong answer questions that arise at the gate, they have
to re-read all the information present in the ketupat. Curiosity
to make children should read the information in the ketupat,
but without conscious children are studying their own culture.
With it makes the teacher does not have to explain at length
about the culture of the children, with the media to explain the
game makes the lesson more quickly conveyed culture.
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V. CONCLUSION

Based on the analysis and design of game development
Doyan Nada can be concluded that :
1. It has been made application Multimedia adventure games
folklore “Doyan Nada” for improving the cultural
understanding of Sasak (Lombok) to children.
2. From these results concluded that, there is a difference / no
increase cultural understanding of Sasak (Lombok) to children
before and after trials conducted using this game applications
using side-scrolling method.
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