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INTISARI

Perkembangan teknologi kini semakin pesat. Salah satunya penciptaan dunia
game yang tidak pernah habis peminatnya. Di era digital ini, game tidak lagi tersedia
dalam model konvensional. Maka tidak sedikit bermunculan game house dan komunitas
yang ikut berpartisipasi di dunia game.

Pengembang game di Indonesia meningkat. Sehingga masyarakat ingin
mempunyai pengalaman membuat game.- Terciptalah sebuah ide untuk mendirikan
sebuah komunitas game di.Yogyakarta bernama Amikom Game Dev, dimana pendiri dan
anggotanya mayoritas mahasiswa STMIK AMIKOM Yogyakarta. Amikom Game Dev
bertujuan menggali dan mengembangkan potensi generasi muda. Pembuatan website ini
menggunakan-aplikasi Apache, Adobe Dreamweaver CS3, MySQL, Adobe Photoshop
CS3, Bootstrap dan PHP.sebagai bahasa pemrogramannya.

Pembuatan website bisa sebagai media informasi dan promosi bagi
komunitas Amikom Game Dev (AGD). Banyak fasilitas yang ada di website ini
seperti product review, download materi, psb online, dan lainnya. Sehingga
pendistribusian informasi tentang Amikom Game Dev lebih akurat, dan bisa
diakses dimana saja, oleh siapa saja dan kapan saja pengguna inginkan.

Kata Kunci : Website, Amikom Game Dev, Game,Framework Bootstrap
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ABSTRACT

Technological developments so increasing rapidly. One of them is
the creation of the world game that never runs out their follower. In this digital
era, the game is no longer available in the conventional model. Many game house
and communities who participated in the game world.

Game developers in Indonesia increased. So public interested to
have the experience of developing game. Created an idea to set up a gaming
community in Yogyakarta called Amikom Game Dev, where the majority of the
founders and members are students of STMIK AMIKOM Yogyakarta. Amikom
Game Dev's passion are to explore and develop the potential of young people.
Developing this website using Apache, Adobe Dreamweaver CS3, MySQL, Adobe
Photoshop CS3, Bootstrap and PHP as the programming language.

Developing this website can be information and promotion media
of Amikom Game Dev community. Many facilities in this website, such as e-
learning, online support, calendar events, and etc. So, the distribution of
information about Amikom Game Dev will be efficient, accurate, and can be

accessed anywhere, by anyone and at any time the user wants.

Keywords : Website, Amikom Game Dev, Game, Framework Bootstrap
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