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INTISARI

Budaya Korea berkembang pesat dan meluas secara global dengan Korean Wave
menghasilkan salah satu produk yang sangat diminati yaitu Kpop. Meluasnya genre
musik Kpop membuka peluang bisnis dunia game. Melalui media playstore platfrom
android beberapa developer memproduksi game berkonsep Kpop. Namun beberapa game
bergenre simulasi game.

Berdasarkan latar belakang tersebut penelitian ini bertujuan untuk mengembangkan
game Limitless dengan-konsep idol bergenre 2D dan action serta mengetahui kelayakan
produk game tersebut. Perancangan game dilakukan dengan menggunakan game engine
Construct 2, dengan metode yang digunakan yaitu GDLC (Game Development Life
Cycle). Game Limitless merupakan game dengan jalan cerita kehidupan idol k-pop namun
memiliki konsep yang unik, dengan dua fitur utama yaitu level dan high score. Pengujian
yang diterapkan yaitu pengujian prototipe (verifikasi, validasi dan eksplorasi) dan
pengujian usability pada tahap beta. Pengujian prototipe dilakukan untuk mengetahui
kesesuaian game dengan rancangan, tujuan, dan mengetahui kesalahan sistem. Sedangkan
pengujian usability yaitu pengujian tahap beta dengan melibatkan beberapa pengguna
sebagai penguiji.

Hasil pengujian prototipe menunjukkan bahwa game sesual dengan rancangan.
Berdasarkan hasil pengujian usability, game Limitless memperoleh rata-rata 87 yang
menunjukkan bahwa game Limitless layak dimainkan dan memiliki kriteria kelayakan
produk game.

Kata Kunci : Game, Limitless, Kpop, Game Development Life Cycle, Construct 2
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ABSTRACT

Korean culture is growing rapidly and expanding globally with the Korean Wave
producing one of the most in-demand products, namely Kpop. The expansion of the Kpop
music genre has opened up business opportunities in the gaming world. Through the
android platform playstore media, several developers produce kpop concept games.
However, some games are a management simulation game genre.

Based on this background, this study aims to develop a Limitless game with the
concept of 2D and action.idol genres.and to determine the feasibility of the game product.
Game design is done using the game engine Construct 2, with the method used is GDLC
(Game Development Life Cycle). Game Limitless is a game with a storyline about the life
of a k-pop idol but has a unique concept, with two main features, namely level and high
score. The tests applied are prototype testing (verification, validation and exploration)
and-usability testing in the beta stage. Prototype testing is carried out to determine the
suitability of the game with the design, objectives, and find out system errors. While
usability testing is beta testing involving several users as testers.

The results of the prototype test show that the game is in accordance with the
design. Based on the results of usability testing, Limitless games get an average of 87
which indicates that Limitless games are worth playing and have game product eligibility
criteria.

Keywords : Game, Limitless, Kpop, Game Development Life Cycle, Construct 2
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