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INTISARI

Game merupakan media hiburan yang dapat digunakan oleh setiap
kalangan. Game dengan gameplay simpel, singkat, dan mudah diakses lebih
sering dimainkan dibandingkan game yang menawarkan permainan kompleks.
Dengan perkembangan teknologi yang semakin pesat memberi berbagai solusi
bagi para developer game untuk mengembangkan game.

Perkembangan teknologi saat ini semakin pesat, baik hardware, software
berbasis desktop based, hingga aplikasi atau game. Teknologi di bidang
development juga berkembang pesat yang ditandai dengan munculnya berbagai
engine yang mempermudah developer untuk membuat aplikasi dan game.
Penelitian ini akan membangun game offline yang bergenre arcade sehingga
dapat memberikan alternatif hiburan bagi yang menyukai game offline.

Ada banyak game engine yang mempermudah para developer game untuk
mengembangkan game, salah satunya Construct 2. Pada penelitian ini penulis
akan membangun game berbasis Android dengan menggunakan Construct 2.
Penelitian ini menghasilkan Game Meong yang dapat dimainkan secara offline
pada smartphone Android.

Kata Kunci: Game, Construct 2, Android
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ABSTRACT

Games are an entertainment media that can be used by all groups. Games
with simple, concise, and easily accessible gameplay are more often played than
games that offer complex games. With the development of technology that
increasingly improves providing solutions for game developers to develop games.

The development of technology is currently increasing, both hardware,
desktop-based software, to applications or games. Technology in the field of
development is also developing rapidly which is characterized by various
machines developed by developers to create applications and games. This
research will build an offline game with an arcade genre so that it can provide
alternative entertainment for those who like offline games.

There are many game engines that make it easy for game developers to
develop games, one of which is Construct 2. In this study the author will build an
Android-based game using Construct 2. This research produces games that can
be used offline on Android smartphones.

Keyword: Game, Construct 2, Android
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