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MOTTO 

 

® Go Beat or Go Home 

® Failure doesn’t mean-I should give up,It 

means-I  must try harder 

® Have a good day and better one tomorrow 

® If i can dream it, i can do it 

® Life is like a roller coaster, live it, be happy, 

enjoy life. 

® I can have it all, i just have to work really 

hard, because great things don’t come easily. 

® Yesterday was to learn and tomorrow will be 

the consequence of what I can do today. 

® Today I will be brave enough not to let any 

opportunity pass me by, my only alternative is to 

succeed. 

® I will spend each minute passionately to make 

of today a different and unique day in my life. 

® Today I will resist pessimism and will conquer 

the world with a smile, with the positive attitude 

of expecting always the best 

® ALLAH SWT has a better way for me 
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INTISARI 

 

Musik dan lagu merupakan sebuah karya yang dapat memberikan 

semangat dan mengembalikan mood yang baik. Karya tersebut juga dapat 

diwujudkan dalam bentuk permainan. Teknologi game berkembang pesat dari 

game tradisional kini menjadi game digital. Di Indonesia sendiri perkembangan 

game sangat pesat mulai dari game konsol sampai game  PC baik online maupun 

offline hingga ke game kecil yang lain seperti di hp.  

Game bertema musik dan merupakan game yang mengandalkan ingatan 

dan pengetahuan tentang musisi dan lagu. Game ini dibuat menggunakan software 

utama yaitu Adobe Flash dan software pendukung Adobe Photoshop dan Ulead 

StudioVideo11. 

Kecerdasan linguistik dan kecerdasan musikal dapat diasah melalui game 

ini. Game ini bisa menjadi pembuktian bahwa sebenarnya Indonesia mampu 

bergerak di bidang game. Game ini akan menjadi pilihan yang mudah dan praktis 

untuk menghilangkan stress melalui game yang bernuansa musikal. 

 

Kata Kunci : Musik, Lagu, Game, Adobe Flash, Kecerdasan Linguistik dan 

Musikal 
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ABSTRACT 
 

Music and song is a work that can give spirit and refresh into a 
good mood. This work also can be realized in the form of game. Game 
technologies develop very fast from traditional game into digital game. In 
Indonesia itself, the game development is very fasts starting from console 
game until PC game both online and offline and also the other mini games 
in the hand phone. 

Game with music theme and as a game that rely on memory and 
knowledge about music and song. This game is made using Adobe Flash 
as a main software and Adobe Photoshop and Ulead StudioVideo11 as 
the supporting software. 

Linguistics intelligent and musical intelligent can be nurtured 
through this game.  This game can be a proof that Indonesia is able . This 
game will be a choice that easy and practical to reduce our stress  trough 
game with musical nuances. 
 
Keywords: Music, Game, Adobe Flash, Linguistics intelligent and musical 
intelligent
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