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  MOTTO 

 

”Learn from yesterday, 

Live for today, 

And hope for tomorrow 

The important thing is not to stop questioning” 

(Albert Einstein) 
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INTISARI 

Game Chicken Crunch ini dibuat karena banyaknya game- game yang 

beredar di internet. Dari sekian banyak game yang beredar tersebut terutama untuk 

platfrom windows 10 masih didominasi genre tertentu. Seiring berkembangnya 

kemajuan tekonologi, game-game 3 dimensi ini menjadi mudah didapatkan melelui 

internet, dan salah satunya marketstore pada Windows 10. 

Windows store merupakan toko aplikasi popular di kalangan para windows 

user tetapi dengan game genre shooting survival berkarakter pesawat belum banyak 

ditemukan sehingga user kesulitan dalam pencarianya. 

Dari uraian di atas maka dibutuhkan tambahan aplikasi game yang tidak 

berbayar. Aplikasi game pesawat khusunya berkarakter ayam jarang ditemukan 

pada store Windows 10 menjadi pilihan untuk solusinya. Game ini dibuat 

menggunakan engine construct 2 dan didesain dengan adobe photoshop. Aplikasi 

ini diharapkan bermanfaat baik oleh user maupun developer game. 

 

Keywords – Game shooting survival. 
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ABSTRACT 

Game Chicken Crunch is made because of the many games that are 

circulating on the internet. Of the many games that are outstanding, especially for 

platfrom windows 10 is still dominated certain genres. As the advancement of 

technological advancements, these 3-dimensional games become easily obtainable 

through the internet, and one of them is marketstore on Windows 10. 

Windows store is a popular application store among windows users but with 

the game genre shooting survival character plane has not been found so that the 

user difficulties in the seeker. 

From the description above then it takes additional game applications that 

are not paid. Application of aircraft games especially character of chickens rarely 

found in Windows 10 stores be an option for the solution. This game is made using 

engine construct 2 and is designed with adobe photoshop. This application is 

expected to be useful both by users and game developers. 

 

Keywords – Game shooting survival. 

 

  


