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MOTTO 

 

 If you are not honest with yourself, you will live a dream that is not yours, 

will act in ways that are not yours, will meet standars that are not yours, 

will improve weaknesses that are not yours, and will 

blame life for not giving the strengths that 

you need to succeed. 

 

If you are not honest with yourself, 

You are not a friend to yourself. 

 

If you are not honest with yourself, 

You are alone. 

 

- Lebih baik CAPEK KERJA daripada CAPEK CARI KERJA - 
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INTISARI 

 

Game merupakan salah satu industri besar di dunia saat ini. Perkembangan 

game begitu pesat dengan jenis yang beragam. Mulai dari game yang berjenis 

puzzle, action, action adventure, racing, simulations, fighting, sport, dll. Bahkan 

ada game yang hanya dapat dimainkan oleh satu orang saja hingga game yang 

dapat dimainkan oleh beberapa orang sekaligus. Flash merupakan perangkat lunak 

uang sering digunakan untuk membuat game. Namun dari game Flash tersebut 

masih jarang terdapat game yang memberikan alternatif kepada user dalam 

menyampaikan tujuan dan manfaat tertentu dari game tersebut. 

Paparan inilah yang menjadi acuan bagi penulis memilih judul “Analis dan 

Perancangan Permainan The Trreasure of Indonesian Menggunakan Adobe Flash 

CS3”. 

Game ini diharapkan dapat membantu anak-anak usia dini untuk 

mempelajari dan mengenal tentang budaya Indonesia dan sekaligus membantu 

orang tua dalam mengajari anak-anaknya tentang budaya Indonesia dengan 

mudah, bahkan dapat berinteraksi melalui link-link navigasi yang telah tersedia. 

 

Kata Kunci: Game, Flash, Treasure, anak-anak usia dini, budaya, navigasi 
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ABSTRACT 

 

Game industry becomes one of the biggest in the world. The development 

of game become so fast and has many types. Starting from a puzzle games, action, 

action adventure, racing, simulations, fighting, sports, etc. There is even a game 

which can only be played by one person until a game which can be played by 

many people at once time. Flash is software that usually used to make games. But 

from this game is still rare there are games which give an alternative way to user 

in delivering the objectives and benefits of a particular game. 

From the reference to the author chose the title "Analysis and Design of 

Games the Treasure of Indonesian Using Adobe Flash CS3". 

This game is expected to help early childhood to learn and know about the 

culture of Indonesia and to assist parents in teaching their children about the 

culture of Indonesia with ease; it can even interact with the navigation links that 

are already available. 

 

Keywords: Game, Flash, Treasure, childhood, culture, navigation 
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