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The development of Android smartphone technology demands innov
in learning, one of which is through educational games. The Kome
culture, as a treasure of South Sumatfaces the challenges ¢
globalization, which has led to a decline in the younger generat
understanding and appreciation of local cultural heritage. Karang Bina
State Elementary School has integrated Komering language lessons a
content for & grade students, but learning still uses conventional met
with textbooks without the development of digital media. This study
to develop and evaluate Komering cultbd@sed learning media in the for
of games to improve local cultural learningélementary school student
The research uses the Game Development Life Cycle (GDLC) me
which includes the stages of Initiation, Rm@duction, Production, Testing
Beta, and Release. The game was developed to cover material on Kol

script, laguage, traditional houses, dances, traditional clothing,

traditional food, and was designed for a single user. The evaluatior
conducted through User Acceptance Testing (UAT) involving students
teachers. The results of the study show that thisfaetion level of
respondents in the UAT reached 91.88% out of 22 respondents, indi
that the game is very suitable for use as a learning medium. The gan
been released and can be accessed via Google Drive for widespre:
This digital learnmg medium is expected to contribute to the preservatio
Komering culture through a modern, interactive, and effective approacl
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1. Introd uction

The development of information and communication technology, particularly Anbesied
smartphones, has advanced rapidly, and their usage continues to increase significantly. Smartphones function
not only as communication tools but also as sopfaitgd instruments for accessing information and data
services, including in the field of education. The utilization of smartphones as educational media through
educational games and interactive learning tools makes the learning process more engagjogednte fem
students. Learning media itself is an essential element in teaching and learning activities, as learning that
incorporates media has been proven to be more interesting and effective compared to learning without media
[1]. One rapidly growing form of leaing media is educational games, which are designed not only for
entertainment but also as tools to foster interest and motivation in learning throughbaggdyapproach.
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Attractive visuals, structured gameplay, and interactivity can help studentstamdilearning materials in a
fun and enjoyable environmefd].

On the other handtechnological advancements and the strong wave of globalization bring
challenges to the preservation of local culture. Culture, as the product of human creativity, feelings, and
ideas, contains aesthetic values, philosophies, and the identity of a cdyrhlawiever, the dominance of
global popular culture and shifts in youth lifestyles have led to a declining appreciation for local arts and
culture. In fact, culture plays an important role as a universal communication medium and as a reinforcement
of collective identity. These conditions require creative and adaptive cultural preservation strategies in line
with current developments. The utilization of digital technology, particularly through learning media based
on educational games, is considered a piateapproach for introducing and reintroducing cultural values to
younger generatici3].

Komering culture is one of the rich regional cultural heritages in SouthaB8a Province,
encompassing historical values, traditions, arts, language, script, and local wisdom. However, elements of
Komering culture have begun to be marginalized 1in
Komering script, language, traditial houses, dances, clothing, and foods remains limited. At SD Negeri
Karang Binangun, Ogan Komering Ulu Timur Regency, the Komering language subject has been
incorporated as a local content curriculum for sigthde students, yet its learning processtilsdominated
by conventional methods using textbooks and is not supported by digital learning media based on educational
games. This condition indicates a gap between the potential use of technology and the actual learning
practices in the classroomanpicularly in introducing local culture to elementary school students

Based on these issues, this research proposes the development of Komering Cultural learning media
in the form of an educational game for elementary school students, specificalkthegrside students at SD
Negeri Karang Binangun. This game is designed to include materials about the Komering script, language,
traditional houses, dances, traditional clothing, and local foods presented in an interactive dinierothiyd
format. The nwelty of this research lies in the development of an educational game specifically focused on
preserving Komering culture, integrated with the context of local content learning, and accompanied by an
evaluation of user acceptance and its impacton stulenisn der st anding of Komering
study is expected to contribute to the development of techndlaggd learning media for local cultural
preservation and serve as a reference for developing similar media in other regional cultexéd cont

2. Research Method

2.1.Research Design

This study uses a software development approach with the Game Development Life Cycle (GDLC)
method as the main framework for developing Komering Culture learning media based on educational
games. The GDLC methodas chosen because it provides systematic game development stages from
planning to the release of the final prodiid}. The stages used in this study include initiatigpre
production, production, testing, beta, and relgd$eThe phases and processes of the method used can be
seen in Figure below

Figurel. Gane Development Life Cycle (GDLC) method

2.2 Tools and Material

The hardware used consists of a laptop with a Ryzen 3 3250U processor, 8 GB DDR4 RAM,
integrated AMD Radeon graphics, and 512 GB SSD storage. These specifications were chosen to ensure that
the asset design and game development processes run smoothly during development. The main software used
is Smart Apps Creator as an educational game development platforadifi@nsional graphic assets, such
as characters, buttons, and backgrounds, arerdsbigsing Canva. Diagram modeling, such as use cases and
other supporting diagrams, is created using draw.io. Literature searches and supporting references are
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