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MOTTO

Dreaming is the first step that you have to make. While

the act is the next step that you have to do

d hardwork

berat. Dibalik

cobaan itu ada secercah cah

gkan cita-citamu setinggi langit! Bermimpi
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INTISARI

Sejarah menjadi pengingat pada suatu peristiwa yang terjadi pada zaman
dahulu oleh nenek moyang kita untuk mempertahankan kemerdekaan. Perubahan
di era berkembangnya teknologi yang sangat pesat, sejarah mulai dilupakan oleh
masyarakat. Banyaknya masyarakat yang jarang pergi ke museum Kkarena
penggunaan smartphone yang semakin meningkat terutama dalam bermain game.
Kurangnya game edukasi sejarah akan mempengaruhi pola pikir masyarakat
tentang perjuangan para pahlawan di masa lampau.

Perancangan game The Weapon Museum berbasis android dibuat dengan
Mode First Person menggunakan blueprint dari aplikasi Unreal Engine 4 agar lebih
mudah dalam perancangan game.

Hasil perancangan game The Weapon Museum akan menunjukkan bentuk
realistis seperti museum yang ada di dunia nyata menggunakan bentuk pola
gabungan 2D dan 3D. Player akan ditunjuk untuk menelusuri museum secara bebas
sehingga mampu menikmati suasana seperti halnya di museum dunia nyata.

Kata Kunci: Sejarah, Museum Senjata, Android, Unreal Engine 4, First Person
Perspective
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ABSTRACT

History become a reminder of an event that occurred long ago by our
ancestors to defend independence. Changes in the era of the rapid development
of technology, history has begun to be forgotten by the society. Many people who
rarely go to museums because of the increasing use of smartphones, especially
in playing games. The lack of historical education games will affect people’s
mindset about the struggles of heroes in the past.

The Weapon Museum game design based on android is made with First
Person Mode using Blueprints from Unreal Engine 4 software to make it easier
to design games.

The results of designing The Weapon Museum game will show realistic
shapes like museums in real world using combined 2D and 3D pattern shapes.
The player will be appointed to browse the museum freely so as to enjoy the
atmosphere just like in a real world museum.

Keywords: History, Weapon Museum, Android, Unreal Engine 4, First
Person Perspective
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