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INTISARI

Game petualangan anak papun yang bemama Yeter menceritakan tentang
seoranganakpapuayangtersesatdisebuahhutan,danmencarijalanuntukpulang,
namun   di   perialanan   itu   tidak   semudah   apa  yang   dia   pikirkan,   dia   harus
menghadapi,  melewati  berbagal  macan  rintangan,  baik  itu  dari  hewan  yang
menyerang

game ini bergenre multiplatfom bertipe singleplayer yang memang secara
penglihatan  lebih  ganpang  di  mainkan  baik  untuk  anak  kecil  maupun  orang
dewasa, dan juga game ini pastinya akan terdapat berbagal suara, level yang jika
pemaln   dapat   menyelesaikan   rintangan   level   perfama,   maka   pemaln   bisa
melanjutkan ke level berikutnya dan seterusnya, dan game akan di bust semenarik
rupa yang tentunya agrr pemain tidak mera§a bosan ketika bermain game ini

Sehubungan  dengan  hal  diatas,  muncul  ide  untuk  membuat  game  2D
berbasis  android  yang  menarik  serta  dapat  bemanfaat  untuk  pemalnnya.  Jika
dibandingkan  dengan gr7ne  mo6j/e  sejenis  yang telah  ada.  Gzzme  "Petualangan
AnakPapunBemamaYeter"memilikibeberapakelebihan,salchsatunyaadalalisi
gz7me mengusung kardrer utama pemuda Papua yang merupakan karakter lokal
Indonesia. Game ini memiliki satu pengendalian karakter yaitu pergerakan.

l{atg+kunct..  Petualangan Anak Papun Bernama  Yeter,  Game,  Andrchd.  Sctm
Cousturct 2.
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ABSTRACT

The adventure game for Papran children named Yeter tells Of a child Of
Papua who got lost in a forest, and lookedf;or a way to go home, but on the trip it
was riot as easy as what he thoughi, he had to face. through various obstacles,
bothfromattackinganinals

this game is a multiplaoform genre type singleplayer which indeed
visually is easier to play for both small children and adults, and also this game
will certainly have various sounds, a level that if the player can complete lhe first
level obstacle, the player can proceed to the riext le:i>el and so on, and the ga:rae
will be made as atractive as possible so that players don't f;eel bored when
Playing this game

ln cormection with the above, the idea arose to make ar. Android-based
2D gave that is interesting and can be useful for its players. When compared with
similar mobile games that already exist. The game "The Adventure Of Papuan
Children Nai'ned Yeter" has several ed`)c[mages, one Of which is the conlem Of the
game carrying the rriain character Of papuan youth who are local Indonesian
characters. This garLe has one character control. namely movement.

Kaywords .. Adventure Of papuan Children Naned Yeter, Game, Android, Scirra
Consturct 2.
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