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INTISARI

Perkembangan game bergenre horor saat ini mempunyai banyak sekali
peminat, hal ini membuat penulis merasa tertantang untuk mengembangkan
sebuah game dengan genre horor yang mempunyai keunikan tersendiri di
dalamnya serta dapat mengimplementasikan budaya nusantara khususnya budaya
jawa dalam game tersebut.

Selain itu sesuai dengan judulnya “Tuyul The Adventure 3D" akan
mengimplementasikan grafik tiga dimensi didalamnya serta pengambilan sudut
kamera TPP (Third Person-Perspective) yang jarang digunakan dalam game
bergenre horor serta di build untuk platform mobile karena.mangsa pasar yang
masih sangat luas dibanding dengan platform lainya. Dalam pengembangan game
"Tuyul The Adventure 3D" penulis menggunakan software Unity 3D untuk
membuat game yang akan dikembangkan menjadi lebih kompleks.

Metode perancangan perangkat lunak yang digunakan dalam
pengembangan game ini adalah Metode Pengembangan Multimedia Luther yang
dikembangakang oleh sutopo dan di modifikasi oleh iwan binanto yang meliputi
tahapan Concept, Design, Material Collecting, Assembly, Testing, dan
Distribution. Diharapkan dengan metode tersebut hasil game yang akan
dikembangkan akan maksimal.

Kata Kunci :Mobile Game, Genre Horor, Thrid Person Perspective, Metode
Luther, Unity 3d.



ABSTRACT

The development of horror genre games currently has a lot of enthusiasts, this
makes the writer feel challenged to develop a game with a horror genre that has
its own uniqueness in it and can implement archipelago culture, especially
Javanese culture in the game.

In addition, according to the title "Tuyul The Adventure 3D", it will
implement three-dimensional graphics in it and take TPP (Third Person
Perspective) camera angles which are rarely used in horror genre games and are
built for mobile platforms because market prey is still very wide compared to the
platform. other. In developing the game "Tuyul The Adventure 3D", the author
uses Unity 3D software to make the game to be developed to be more complex.

The software design method used in the development of this game is the
Luther Multimedia Development Method which was developed by Sutopo and
modified by Iwan Binanto which includes the stages of Concept, Design, Material
Collecting, Assembly, Testing, and Distribution. It is hoped that with this method
the results of the game to be developed will be maximized.

Keyword :Mobile Game, Genre Horror, Thrid Person Perspective, Luther
Method, Unity 3d.
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