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ABSTRAK 

 

PERANCANGAN KAMPANYE MELESTARIKAN PERMAINAN 

TRADISIONAL SUNDA UNTUK PELAJAR SD DI KOTA BANDUNG 

 

Oleh 

Maryane Yunitasari 

NRP 1264026 

 
Permainan tradisional merupakan kegiatan yang cukup digemari pada zaman dahulu karena 

memberikan kesan yang menyenangkan bisa bermain dan bersosialisasi dengan sesama. 

Kesan yang menyenangkan ini sering dimanfaatkan sebagai alat pengajaran yang mendidik 

dengan adanya nilai-nilai budaya dan aspek-aspek positif untuk pertumbuhan. Seiring 

berkembangnya zaman, permainan tradisional semakin jarang dimainkan karena kurangnya 

fasilitas dan kegiatan sekolah yang mendukung, terutama sekolah dasar swasta. 

 

Maka dari itu, dirancang sebuah kampanye yang bertujuan mengenalkan dan menarik 

perhatian anak-anak sekolah dasar swasta untuk memainkan permainan tradisional melalui 

kegiatan sekolah ekstrakurikuler. Manfaat dari perancangan ini adalah menambah wawasan 

anak-anak dan mengajarkan nilai-nilai budaya yang mendukung dalam pendidikan karakter. 

 

Media yang digunakan adalah kampanye kepada anak-anak sekolah dasar swasta di Bandung 

melalui kegiatan sekolah ekstrakurikuler dan dibantu dengan poster-poster pendukung, flyer, 

x-banner, baliho, majalah, booklet, dan media sosial. Melalui kampanye melestarikan 

permainan tradisional ini, anak-anak dapat mengenal permainan tradisional dan secara tidak 

langsung bisa menjaga serta melestarikan salah satu budaya Indonesia. 

 

Kata kunci: anak-anak, Indonesia, kampanye, permainan, Sunda 
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ABSTRACT 

 

CAMPAIGN DESIGN OF PRESERVING SUNDANESE TRADITIONAL 

GAMES FOR ELEMENTARY SCHOOL IN BANDUNG 

 

Submitted by 

Maryane Yunitasari 

NRP 1264026 

 
Traditional games used to be popular in the past because they gave the fun impression when 

children could play and socialize with one another. This fun impression is often used as a 

teaching method in educating children as traditional games have high cultural values and 

positive aspects to build a good character. Nowadays, children rarely play traditional games 

anymore. This is partly caused by the lack of school facilities and supporting school 

activities, especially in private elementary schools. 

 

Through this campaign design to preserve Sundanese traditional games, it is expected that 

elementary school children can be introduced and attracted to play the traditional games in 

their school extracurricular activities. The benefit of this design is that children can broaden 

their knowledge and they can be taught cultural values that can support their character 

building. 

 

The media used is a campaign to private elementary school children in Bandung through 

extracurricular activities which are supported by posters, flyer, x-banners, billboards, 

magazines, booklets, and social media. Through this campaign, children can know 

traditional games and indirectly the will also preserve one of Indonesia’s cultures. 

 

Keywords: children, campaign, Sundanese traditional games, elementary schools, 

     Socialization 
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