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MOTTO 

“A man is a success if he gets up in the morning and gets to bed at night, and in 
between he does what he wants to do. 

(Bob Dylan)” 

 

“Start where you are,use what you have,do what you can. 

(Michael Buble)” 
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INTISARI 

Jenis dalam permainan ini berjenis endless game yaitu game yang 
menawarkan petualangan dalam menjelajahi area permainan yang tersedia dimana 
karakter yang di mainkan dapat menghindar ke kanan dan ke kiri secara 
horizontal,focus layar pada karakter sehingga ketika bergerak ,seolah-olah 
lingkungan game yang bergerak secara berlawanan. 

Cara mengendalikan karakter di game ini yaitu dengan mengetuk tombol 
kanan dan kiri di layar agar bisa menghindari rintangan yang di hadapi. Karakter 
pada game ini berupa mobil tua yang berusaha mancapai perjalanan sejauh-jauh 
nya dan jangan sampai kehabisan bensin. 

Metode yang di gunakan yaitu pengembangan multimedia yang meliputi 
tahap konsep, design, material collecting, assembly, testing, dan distribution. 
Namun,dalam penelitian ini hanya sampai pada tahap assembly saja. Perangkat 
lunak yang digunakan yaitu Game Maker Studio dan perangkat lunak pendukung 
lainnya seperti CorelDraw. Game Mobil Tua menggunakan Game Maker 
Language sebagai script pendukung. 

 
 

Kata Kunci: Permainan, Android, Permainan Tanpa Akhir, Mobil Tua 
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ABSTRACT 

 Type in this game type game that is an endless game that offers adventure 
in exploring the area of games available in the play where the characters can 
dodge to the right and to the left horizontally, the screen focus on the characters 
so that when moving, as if the game environment that moves in the opposite. 

How to control a character in this game is to knock on the right and left 
buttons on the screen in order to avoid obstacles in the face. The characters in 
this game in the form of an old car trying to reach his journey as far and not to 
run out of petrol. 

The method used is a multimedia development which includes the concept 
stage, design, collecting materials, assembly, testing and distribution. However, 
in this study only reached the stage of assembly alone. The software used is Game 
Maker Studio and other supporting software such as CorelDraw. Old Car games 
using Game Maker Language as support script 

 

Keyword: Game, Android, Endless Game, Mobil Tua 
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