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ABSTRAK

Game sudah menjadi hal yang wajar didalam kehidupan keseharian masyarakat
baik orang dewasa maupun oleh anak-anak. Bahkan saat ini perkembangan game sudah
disebut sebagai era game online. Namun dari sekian banyak game online yang beredar
dipasaran saat ini, kebanyakan game yang ada memerlukan tingkat konsentrasi penuh
yang dapat menguras tenaga dan juga memerlukan kemampuan mekanik yang tinggi
sehingga bukannya mendapatkan ketenangan dan kesenangan namun para gamer malah
merasa stress selama memainkan game. Oleh karena itu game yang dikembangkan ini
bergenre adventure yang akan menguji ketangkasan pemainnya dalam menyelesaikan
tantangan. Game ini akan dimainkan berbasis Web dan dibangun menggunakan Construct
2 dengan metode pengembangan system menggunakan Game Development Life Cycle
(GDLC). Berdasarkan beta testing yang sudah dilakukan, hasil wawancara menyebutkan
5 responden mengatakan puas dan 2 responden lainnya mengatakan cukup. Sehingga
dapat disimpulkan game yang dibangun sudah layak untuk dimainkan.

Kata Kunci: Game, Web-base Game, HTML5, GDLC dan Construct 2
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ABSTRACT

Games have become a normal part of the daily lives of both adults and children.
Even now, game development has been referred to as the "era of online games." However,
of the many online games currently circulating in the market, most of the games require
a full level of concentration, which can be draining, and also require high mechanical
skills, so that instead of getting peace and pleasure, gamers feel stressed while playing
the game. Therefore, the game developed is of the adventure genre and will test the
dexterity of its players in completing challenges. This game will be played on the Web
and built using Construct. 2 with a_system development method using the Game
Development Life Cycle (GDLC). Based on the beta testing that has been done, the results
of the interview stated that five respondents said they were satisfied and two other
respondents said they had enough. So it can be concluded that the game that was built is
feasible to_ play.

Keyword: Game, Web-base Game, HTML5, GDLC and Construct 2
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