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MOTTO 

 

Melangkah meski itu sakit, karena setiap langkah mu adalah menuju hari yang 

cerah dan dalam perjalanan itu kau akan merasakan banyak derita tapi jangan 

menyerah tetap maju dan melangkah kedepan karna diujung terdapat cahaya yang 

kau cari. 
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ABSTRACT 

 

The development of technology increases the more advanced age can not be denied in 

the development of technology, it also followed one the very rapid development of that game. 

The first game just to display a point develop into a graph view modern that we can play will 

be but the development of the game also makes most people just follow a development 

without knowing the origin of the game and the one game genre that is interesting in its 

development, namely, MMORPG Modern. 

 

 

MMORPG is one genre of game that almost all gamers in the world like it before 

MMORPG MODERN created much earlier that there is an MMORPG classic where with 

chart is simple and easy to understand first widely played but the development of the world 

of the game in terms of graphics,Sound,Motion make the popularity of MMORPG games 

classic is getting a little played out and only played in the community of course dank arena 

thing that the author decided to make a MMORPG game classic. 

 

 

From the results of the analysis can be pulled conclusion the development of the 

modern game is increasingly fading also the existence of the game classic which makes a lot 

of people choose to play modern games, whereas if looking for an MMORPG game classic is 

very exciting and has the value of a good story and the game The Adventure Of Veteran 

Soldier, which the writer worked on, got 73.87% usability testing results. 

 

 

 

Keywords: MMORPG classic, Game, Story. 
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