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MOTTO 
 

 Look The Light, Follow The Light. 

 Stay strong when times get tough. Don't get discouraged, Keep fighting. 

 Regret does nothing but slow you down. Learn and move forward 

 Don't live to impress other people, just be yourself. 

 Bad things happens when you trust the wrong people. 

 Keep trying, even when you want to give up. 

 Bad times make you appreciate the good times. 

 Know the difference between a goal and a dream. 

 A positive attitude will lead to positive outcomes. 

 Play the game or get played. 

 Success isn't given to you. Get out and earn it. 

 Your day is coming soon. 

 Every second, every minute, every hour, every day, keep trust the god. 
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INTISARI 
 

Saat ini dunia game telah mengalami perkembangan yang sangat pesat dari 
game yang 2D maupun 3D. Semua pusat pembuatan game berlomba untuk 
membuat game sebagus mungkin sehingga memiliki banyak peminat. Dengan 
adanya semua kemajuan game disaat ini menimbulkan berbagai dampak, dampak 
positifnya game memberikan kemudahan bagi para pengguna. Cukup dengan 
menggunakan Laptop, PC, atupuan Gadget gamers sudah dapat memainakan 
berbagai macam game tapi semu itu juga memberikan dampak negative karena 
semuanya menghilangkan ragam permainan tradisional dari bangsa ini.  

The Pedicab merupakan game yang diangakat dari salah satu alat 
transportasi bangsa Indonesia yaitu becak. Game yang bercerita tentang sebuah 
becak yang sedang mengantarkan penumpangnya sampai ke tempat tujuan, dan 
tentunya setiap perjalannya disertai dengan rintangan dari yang mudah hingga 
sulit. Dan apakah user dapat mengantarkan penumpang sesuai tempat tujuan , 
dengan selamat dan tepat waktu . 

Game yang bertujuan untuk melatih kecermatan dari para pemain dan juga 
mengingatkan akan alat transportasi tradisional yang berasal dari Negara kita 
yaitu becak . 

Kata Kunci : Game, Flash, Pedicab 
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ABSTRACT 
 

This time the game world has experienced rapid growth from a 2 
dimensional games and 3 dimensions. All game developer is compete to create 
games as good as possible so it can has a lot of interest. With all the advances in 
technology today so that make it easy for users. Simply by using a laptop, PC, or 
Gadgets user is able to play a variety of games. 

The Pedicab is a game that were adapted from one of  tricycles 
transportation from Indonesian. Game tells the story of a tricycles transportation 
that was delivering passengers to their destination, and of course in each of the 
journey there are difficulty from easy to hard. Therefore the user is challenged to 
be able deliver the passenger to the right destination, with safely and on time. 

This game aims to train precision of the players and is also reminds about 
traditional transportation that comes from the Indonesian that is tricycles. 

Keywords : Game, Flash, Pedicab 
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