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XVI 

INTISARI 

 

Game, kata yang secara harafiah berarti pernainan. Game tersedia dengan 

berbagai macam bentuk yang bisa dimainkan oleh masyarakat segala usia. Seiring 

perkembangan zaman game tidak hanya digunakan sebagai hiburan saja, saat ini 

game juga digunakan sebagai sarana promosi dan pendidikan. Umumnya game 

dimainkan menggunakan gadget atau perangkat lainnya, baik secara offline 

maupun secara online.  

 

Perkembangan industri game di Indonesia berkembang dengan pesat. 

Banyak developer indie lokal dalam beberapa tahun terakhir semakin serius dalam 

meracik game yang berkualitas. Bahkan ada game racikan dari beberapa developer 

lokal sukses mendunia. Salah satu diantaranya adalah Coffe Talk, sebuah game 

besutan Toge Productions yang sukses mendapatkan respon positif dari kritikus dan 

gamer bahkan telah berhasil mendapatkan beberapa penghargaan.  

 

Game platformer berjudul Yearning for Fairy Tales ini akan dibuat 

menggunakan Unity Engine dan C# sebagai Bahasa pemrogramanya. Unity dipilih 

karena mampu menghasilkan game untuk beberapa platform seperti Dekstop 

(Windows, Mac, Linux), Mobile (Android, iOS), Console (Playstation, Xbox, 

Nintendo Switch), Web, dan bahkan Virtual/Extended Reality (VR/AR).  

 

Kata kunci: Game, Indie, Platformer, Unity, C#. 

 

  



 

 

XVII 

ABSTRACT 

 

Game, a word that literally means play. Games are available in various 

forms that can be played by people of all ages. Along with the times, games are not 

only used as entertainment, games are now used as a promotion or a part of 

education. In general, games are played using gadgets or other devices, either 

offline or online.  

The game industry in Indonesia is growing rapidly. In recent years, many 

local indie developers have become more serious in concocting quality games. 

There are even games made by several local developers who are successful 

worldwide. One of them is Coffee Talk, a game made by Toge Productions, which 

had successfully received positive responses from critics and gamers and had won 

several awards. 

This platform game, entitled Yearning for Fairy Tales, will be made using 

the Unity Engine and C# as a programming language. Unity was chosen because 

it is capable of producing games for multiple platforms such as Desktop (Windows, 

Mac, Linux), Mobile (Android, iOS), Console (Playstation, Xbox, Nintendo Switch), 

Web, and even Virtual/Extended Reality (VR/AR). 

. 

 

Keyword: Game, Indie, Platform, Unity, C#


