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Abstract

The purpose of this research is to develop 3 local sports computer games for the
elderly, namely Tug of war, Humming and Tagging and Saba lor and study of satisfaction with
local sports computer games. The sample consisted of 111 elderly people in the EEC area.
Data collection was the satisfaction questionnaire of the elderly toward the local sports digital
game, the data were analyzed by descriptive statistics corrected for frequency, percentage,
mean, and standard deviation.

The results showed that the experts gave a high level of appropriateness of the
storyboard game, the elderly had a high level of satisfaction with the local sports computer
games, when analyzing the satisfaction data with local sports computer games
When separated by components, found that the elderly were also satisfied with all
components at a high level, namely the satisfaction component of digital games, the
appropriateness of digital games, digital games, benefits of digital games, and pride. Therefore,
the results of the research concluded that the developed local sports computer games are
suitable for the elderly.

Keywords: Game Computer, Local Sports, Elderly, EEC
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