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MOTTO 

 Go as far as you can see, when you get there, you'll be able to see farther 

 Even if you fall on your face, you're still moving forward  

 Keep moving forward – Meet The Robinson Movie 

 Be who you are and say what you feel, because those who mind don't 

matter and those who matter don't mind. - Dr. Seuss  

 Setting goals is the first step in turning the invisible into the visible - Tony 

Robbins  

 Our attitude towards others determines their attitude towards us - E. 

Nightingale  

 He who asks a question is a fool for a minute; he who does not remains a 

fool forever. -Chinese Proverb 
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INTISARI 

 
Saat ini game sudah menjadi salah satu bagian dari gaya hidup modern. 

Mulai dari anak-anak hingga orang dewasa banyak yang bermain game. Baik itu 

hanya untuk menghabiskan waktu luang hingga yang benar-benar kecanduan 

game dan menghabiskan banyak waktu untuk bermain game. 

Banyak penggemar game yang suka bermain game dengan tingkat 

kesulitan dan kualitas grafis yang tinggi, namun tidak sedikit pula penggemar 

game yang lebih memilih untuk bermain game yang sederhana namun tetap bisa 

membuat mereka larut dalam permainan.  

Game yang menarik memang tidak harus memiliki tingkat kesulitan yang 

tinggi maupun kualitas grafis yang hampir menyerupai benda aslinya. Bisa kita 

lihat contohnya pada game Super Mario Bros. Game bergenre platform ini cukup 

sederhana dari sisi gameplay maupun grafis. Walaupun game 2D ini sederhana, 

namun bisa memberikan efek adiksi yang luar biasa kepada para pemainnya. 

 

Kata kunci: game, platform  
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ABSTRACT 

 

Nowadays, game has become a part of modern lifestyle. Ranging from 

children to adults played games. Whether it's just to spend their free time to truly 

addicted to the game and spend a lot of time to play games. 

Many gamers love to play games that have high level difficulty and high 

graphics quality. But there are also some people who prefer to play simple but fun 

game.  

A good game does not only mean it has so many difficulty levels and high 

quality graphic. For example, one of the most popular game in the world, Super 

Mario. This platform game offers you a simple gameplay and graphic, but this 

game will addict you even for the first try. They tend to be simple but fun game. 

Although this 2D game is simple, but this game will give addiction effect. 

 

Keywords: game, platform 
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