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MOTTO 

 

”Change is inevitable, for the good or bad, time has anaswer” - Miralce  

” To be succsesfull a player must have an easy going character” - Kaka 

” The biggest chalenge is definitely my queue time” – Notail 

”The biggest risk is not taking any risk” – Evos Esport 

Karena sesungguhnya bersama kesulitan ada kemudahan, sesungguhnya bersama 

kesulitan ada kemudahan. (Q.S Al-Insyirah: 5-6) 
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INTISARI 

 

Pada masa sekarang banyak masyarakat menganggap game hanya berdampak 

negatif bagi kalangan pemainya mulai dari membuang waktu, mengakibatkan efek 

negatif bagi tubuh karena bermain game terlalu sering, membuang – buang uang dan 

lain sebagainya. Hal tersebut mengakibatkan game kurang diminati oleh sebagian 

kalangan masyarakat. 

Pada skripsi ini, peneliti mencoba untuk menganalisis pokok-pokok 

permasalahan yang ada, dan mencoba membangun aplikasi game edukasi yang 

diminati oleh semua kalangan. Untuk mempermudah perancangan dan pembuatan 

peneliti menggunakan metode GDLC (Game Development Life Cycle) yaitu metode 

dalam pengembangan game. 

Dari latar belakang tersebut dapat diambil sebuah penelitian  berjudul “ Analisis 

dan pembuatan game “The Story Of Wilwox” menggunakan RPG maker VX ”. Dengan 

memberi pesan moral dan sejarah indoensia. Diharapkan dapat menjadi game yang 

diminati oleh semua kalangan masyarakat. 

Kata kunci : Game Edukasi, RPG, RPG Maker, Pembuatan. 
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ABSTRACT 

 

At present, many people think that games only have a negative impact on the 

users, starting from wasting time, causing negative effects on the body due to playing 

games too often, wasting money and so on. This resulted in games being less attractive 

to some people. 

In this thesis, the researcher tries to analyze the main issues that exist, and tries 

to build educational game applications that are of interest to all circles. To facilitate 

the design and manufacture of researchers using the GDLC (Game Development Life 

Cycle) method, which is a method in game development. 

From this background can be taken a research with the title "The analysis and 

creation of the game" The Story Of Wilwox "using the RPG maker VX”. By giving 

moral messages and history of Indonesia. It is hoped that it can become a game that is 

in demand by all people. 

Keyword : Education game, RPG , RPG Maker VX, Making Process 

  


