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ABSTRAK

Keberagaman penduduk Jakarta sebagai kota multikultural turut memengaruhi
eksistensi Budaya Betawi sebagai budaya asli daerah tersebut. Globalisasi dan
terbatasnya pembelajaran budaya lokal di sekolah menyebabkan pengetahuan anak
usia 9-11 tahun terhadap Budaya Betawi masih rendah, sebagaimana ditemukan
melalui Focus Group Discussion (FGD) awal penelitian. Penelitian penciptaan i
bertujuan mengembangkan permainan kartu kuartet sebagai media pengenalan
Budaya Betawi, memvisualisasikan permainan kartu dengan art style kartun, serta
merancang media permainan berdasarkan mekanisme dan visual yang
dikembangkan. Metode yang digunakan adalah penelitian kualitatif dengan
pendekatan Design Thinking melalui tahap pra-produksi, produksi, dan pasca-
produksi. Hasil penciptaan berupa permainan kartu yang terdini atas 28 kartu
dengan enam kategori budaya, yaitu pakaian, tarian, alat musik, makanan,
minuman, jajanan, dan kartu rezeki. Mekanisme permainan dikembangkan
menggunakan sistem kartu kuartet dengan pengelompokan kartu berdasarkan
kategori Budaya Betawi. Secara visual, permainan menggunakan art style kartun
dengan penerapan elemen Budaya Betawi, seperti ornamen, pakaian adat, kuliner,
serta karakter Si Pitung dan Mirah. Hasil validasi ahli dan uji coba pengguna
menjadi dasar penyempurnaan mekanisme, informasi budaya, dan elemen visual

sehingga menghasilkan media permainan yang sesuai dengan tujuan penelitian,

Kata kunci: permainan kartu kuartet, Budaya Betawi, media pengenalan budaya,

anak usia 9-11 tahun, design thinking.



ABSTRACT
The diversity of Jakarta s population as a multicultural city influences the existence
of Betawi Culture as the indigenous culture of the region. Globalization and limited
local cultural learning in schools have resulted in low knowledge of Betawi Culture
among children aged 9-11 years, as identified through the initial Focus Group
Discussion (FGD) conducted in this research. This creative research aims to
develop a gquartet card game as a medium for introducing Betawi Culture, visualize
the card game using a cartoon art style, and design a game medium based on the
developed mechanism and visual elements. The method used is qualitative research
with a Design Thinking approach through pre-production, production, and posi-
production stages. The final creation is a card game consisting of 28 cards with six
cultural categories, namely clothing, dances, musical instruments, food, beverages,
snacks, and a special Rezeki Card. The game mechanism was developed using a
quartet card system by grouping cards based on Betawi cultural categories.
Visually, the game applies a cartoon art style incorporating Betawi cultural
elements, such as traditional ornaments, traditional clothing, culinary elements,
and characters inspired by St Pitung and Mirah. Expert validation and user testing
results became the basis for refining the game mechanism, cultural information,
and visual elements, resulfing in a game medium that aligns with the objectives of

the research.

Keywords: quartet card game, Betawi Culture, cultural introduction medium,

children aged 9-11 years, design thinking.
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