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MOTTO 
 

 

“It's only after we've lost everything that we're free to do anything” 

-Chuck Palahniuk- 

 

 

“It's not a matter of luck, it's just a matter of time” 

-Jared Leto- 

 

 

“Do it, just do it” 

-Shia Labeouf- 

 

 

“It’s my job, I’m gonna finish my job” 

-The Killer – Faster (2010)- 
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INTISARI 
 

Dengan Pesatnya Perkembangan Teknologi, Video Game Juga ikut 

berkembang Sehingga memungkinkan Manusia Mengekspresikan hal yang tidak 

dapat dilakukan di dunia nyata Salah Satunya Adalah Mengemudikan Mobil 

dengan kebut-kebutan dan tanpa resiko dengan cara memainkan Game Balap 

mobil Arcade. 

Banyak Game Balap Mobil-Arcade Dikembangkan  Mengingat dari 

berbagai faktor Seperti pertumbuhan pemain game Profesional ataupun Casual, 

Komunitas E-Sport yang Semakin Besar, dan Game-Game Balap baru Yang 

dikembangkan, Memungkinkan permintaan global untuk game balap meningkat 

secara signifikan, 

Salah Satu Alasan Mengapa Pengembangan Game Balap Mobil Arcade 

dilakukan Menggunakan Unity 3D Engine, Mengingat Kemampuanya Untuk 

Mensimulasikan bagaimana Cara Kerja Mobil Dikemudikan Seperti Halnya di 

Dunia nyata, Namun tetap dengan mudah dikemudikan, Sehingga dapat terlihat 

Seolah Nyata Namun Memungkinkan untuk melakukan Hal yang Tidak Terduga 

yang tidak bisa dilakukan seperti di dunia nyata. 

 

Kata kunci: Game, Arcade, Balapan, Pengembangan Game, Unity. 
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ABSTRACT 
 

With the rapid development of technology, Video Games are also Grow so 

that it allows humans to express things that cannot be done in the real world, For 

Example is driving a Car with High Speed without risk by playing an arcade car 

racing game. 

Many Arcade Style Car Racing Games Is Also Being Developed Because 

of various factors such as the growth of professional or casual gamers, Growing 

E-Sports community, and new racing games being developed, Those factor made 

global demand for racing games to increase significantly. 

One Of The factor That Made Arcade Style Racing Games Is Developed  

Using Unity 3D engine, Is because its ability to simulate the physic how a car is 

driven like in the real world, but still can be easy to drive, so it can look real but it 

allows you to do unexpected things that it could not be done in real world. 

 

Keyword: Game, Arcade, Racing, Game Developement, Unity


