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MOTTO 

 
 

Happines can be found, even in the darkest of times, 

If one only remembers to turn on the Light 

Albus Dumbledore 

 

It matters not what someone is Born, But 

What they grow to be 

Harry Potter 

 

The ones that love us 

never really leave us 

You can always find them... 

In here (Heart) 

Sirius Black 

 

Working hard is important 

But there is something that matters even more 

Believing In Yourself 

Harry Potter 

 

What's coming will come, And 

We'll meet it when it does 

Hagrid 

 

we've All got both Light And Darkness 

Inside Us. What matters is the part we choose to Act on 

That's who we really are 

Sirius Black 
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INTISARI 

 
Game terdiri dari berbagai macam genre, salah satunya yaitu Role Playing 

Game atau RPG. Game RPG (Role Playing Game) merupakan game yang 
menekankan pada pengembangan karakter. Pengembangan karakter pada game 
RPG umumnya melalui pertarungan. Unsur lain yang selalu ada pada game RPG 
adalah jalan cerita yang melibatkan tokoh utama dan tokoh lain.  

Game ini dibuat dengan menggunakan game engine RPG Maker VX 
Ace. Bahasa pemrograman yang digunakan yaitu RGSS3 (Ruby Game Scripting 
System) yang menginterprestasikan segala komponen dalam game.  

Dari Pembuatan game ini maka akan di dapatkan permainan dengan 
genre Role Playing Game yang berjudul The Adventures Of Hutch The Honeybee 
yaitu petualangan Hutch menyelamatkan Ibunya yang di culik oleh tawon yang 
bernama Apachi 

 
 

Kata Kunci: Genre, Game, RPG Maker VX Ace 
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ABSTRACT 

 
Game consists of various genres. One of them is the Role Playing Games or 

RPG. This game is an adventure type of game where the characters play the role of 
an imaginary character figures and collaborate to knit a story together. To start the 
game the player must have the rulebook to determine the types of characters that can 
be played (knights, mages, ninjas, police, and others). The adventures of Hutch the 
honeybee is an RPG game with the theme of the struggle. This game is played by 
controlling the character to browse a map, and do battle with a turn based strategy 
system.  
 This game is made by using the game engine RPG Maker VX Ace . The 
programming language used is RGSS3 ( Ruby Game Scripting System) which 
interpret every component in the game. 
 Preparation of this game it will be in getting a game with Role Playing 
Game genre entitled The Adventures Of The Honeybee Hutch Hutch is an adventure 
to save his mother who was kidnapped by a wasp named Apachi 
 
 

Keywords: Genre, Game, RPG Maker VX Ace 
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