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MOTTO

IPSE SE NIHIL SCIRE ID UNUM SCIAT
ALL I KNOW IS THAT I KNOW NOTHING

Simplicity is the best sophistication, Stupid
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INTISARI

Merdeka Belajar Kampus Merdeka adalah program yang dicanangkan oleh

Menteri Pendidikan dan Kebudayaan yang bertujuan mendorong mahasiswa untuk

menguasai berbagai keilmuan untuk bekal memasuki dunia kerja. Untuk

meningkatkan kompetensi lulusan, baik soft skills maupun hard skills, agar lebih

siap dan relevan dengan kebutuhan zaman, menyiapkan lulusan sebagai pemimpin

masa depan bangsa yang unggul dan berkepribadian. Program-program

experiential learning dengan jalur yang fleksibel diharapkan akan dapat

memfasilitasi mahasiswa mengembangkan potensinya sesuai dengan passion dan

bakatnya.

Program Mikrokredensial Game Developer (PMGD) adalah program dari

ICE Institute yang bertujuan untuk mencetakkan 1500 game talent di Indonesia

yang terbagi menjadi lima stream yaitu Game Project Management, Game

Designer, Game Programmer, Game Artist, dan Educational Game Development,

Puncak program ini adalah Capstone Project dimana semua stream akan

dikelompokkan untuk membuat sebuah gim, penulis dan timnya mengembangkan

sebuah gim yang berjudul "Deadliner" yang merupakan gim platformer dengan

tema lingkungan lokal mahasiswa yang sedang mengerjakan skripsi.

Konsep desain dan mekanik Gim Deadliner dinyatakan layak untuk

dimainkan dan membuat penasaran dengan konsep nya yang membuat gim

platformer yang sulit, Gim Deadliner telah berhasil meraih “Penghargaan Terbaik

Entertainment Game” dan “Game Terfavorit” pada Capstone Project yang dinilai

langsung oleh peserta dan juri.

Kata Kunci: MBKM, ICE Institute, PMGD, Capstone Project, Permainan, 2D,
Platformer
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ABSTRACT

Merdeka Belajar Kampus Merdeka is a program launched by the Minister

of Education and Culture which aims to encourage students to master various

sciences to prepare them to enter the world of work. To increase the competency

of graduates, both soft skills and hard skills, so that they are more prepared and

relevant to the needs of the times, preparing graduates as future leaders of the

nation who are superior and have personality. It is hoped that experiential

learning programs with flexible pathways will be able to facilitate students in

developing their potential according to their passions and talents.

The Game Developer Microcredential Program (PMGD) is a program

from the ICE Institute which aims to produce 1,500 game talents in Indonesia

which are divided into five streams namely Game Project Management, Game

Designer, Game Programmer, Game Artist, and Educational Game Development.

The highlight of this program is Capstone. A project where all streams will be

grouped to make a game, the writer and his team developed a game called

"Deadliner '' which is a platformer game with the theme of the local environment

of students who are working on their thesis.

The design concept and mechanics of the Deadliner Game were declared

worthy of being played and made curious about the concept that makes a difficult

platformer game, Deadliner Game has won the "Best Entertainment Game

Award" and "Most Favorite Game" in the Capstone Project which were assessed

directly by the participants and judges.

Keyword: MBKM, ICE Institute, PMGD, Capstone Project, Game, 2D,
Platformer
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