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INTISARI

Knight days off merupakan game platform klasik yang memiliki gameplay
ringan dengan tujuan sebagai pengisi waktu senggang, seperti game pada
umumnya, game knight days off ini diharapkan dapat bermanfaat dan menghibur
pemain, baik anak-anak, remaja dan semua kalangan, karena terdapat berbagai
rintangan dan musuh yang menghalangi jalannya tokoh utama untuk mencapai
tujuan.

Game ini dibuat menggunakan Unity engine dan bantuan Microsoft Visual
Studio, metode yang digunakan adalah metode perancangan meliputi perancangan
game, perancangan system game dan perancangan interface game, implementasi
dengan cara release pada playstore melalui google play console yang termasuk tes
stabilitas dan kinerja game.

Hasil dari game yang telah penulis buat dapat berjalan dengan lancar hingga
stage berakhir dan tidak ada masalah berarti yang terjadi selama dimainkan di
smartphone android.

Kata kunci : Game, Perancangan game, Unity.
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ABSTRACT

Knight days off is a classic platform game that has a light gameplay with the
aim of being a leisure time filler, like games in general, this Knight Day off game
is expected to be useful and entertaining for players both children, adolescents and
all people, because there are various obstacles and enemies that block the way of
the main character to achieve the goal.

This game was created using the Unity engine and the help of Microsoft
Visual Studio, the method used is the design method including game design, game
system design and game interface design, implementation by release on Playstore
through the Google Play Console which includes stability and game performance
tests.

The results of the game that the author has made can run smoothly until the
stage ends and there are no significant problems that occur during play on an
android smartphone.

Keywords : Game, Game design, Unity.
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