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INTISARI 
 

Perkembangan game menjadi lebih akrab bagi masyarakat kita. Demikian 
pula, pemanfaatan media yang digunakan kini semakin variatif baik itu online 
maupun offline. Namun tidak dapat dipungkiri bahwa game offline pada komputer 
desktop masih memiliki banyak peminat. 

Game "Petualangan Modo" merupakan game  bergenre Role Playing 
Games, atau disingkat RPG, yang merupakan garis besar menggambarkan 
bagaimana Komodo bertahan petualangan berbagai rintangan yang berbeda di 
setiap tingkat permainan. 

Aplikasi game akan dirancang dengan menggunakan Adobe Flash CS3 
Profesional perangkat lunak yang juga digunakan dalam banyak perancangan dan 
pembuatan aplikasi multimedia lainnya. 

 
Kata Kunci: Role Playing Games, Komodo, Adobe Flash CS3 

Professional 
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ABSTRACT 
 

Game development is becoming more familiar to our society. Similarly, 
media utilization used are increasingly varied whether it online and also offline. 
But undeniable that the offline game on a desktop computer are still have many 
enthusiasts. 

Game "Petualangan Modo" is a genre of games Role Playing Game, or 
abbreviated as RPG, which is the outline of illustrates how the Komodo survived 
the adventure of different obstacles in each level of the game.  

Of gaming applications will be designed using Adobe Flash CS3 
Professional software is also used in the design and manufacturing of many other 
multimedia applications. 
 
Keywords: Role Playing Games, Komodo, Adobe Flash CS3 Professional 
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