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MOTTO

“Dunia ini ibarat bayangan. Kalau kau berusaha menangkapnya, ia akan lari.
Tapi kalau kau membelakanginya, ia tak punya pilihan selain mengikutimu”
(Ibnu Qayyim Al Jauziyyah)

“If I create from the heart, nearly everythi,
nothi

orks; if from the head, almost

“Whether you . Making your

you can
ink up if only you try!
(Dr. Seuss)
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INTISARI
Game merupakan suatu permainan yang memiliki aturan tersendiri di
dalamnya sehingga pemain dapat terhibur. Dengan hadirnya perangkat genggam
setiap orang dapat memainkan game dimana dan kapan saja. Android merupakan

salah satu sistem operasi dari perangka smartphone yang banyak

mariphone, pasti

buatan game

dengan

Balloon
masalah dan mengisi waktu

Kata Kunci : Android, Game, Unity3D

s AMIKOM ™
gf;z RESOURCE CENTER

xvii -—e YOGYAKARTA ¥




ABSTRACT
Game is a game that has its own rules in it so that players can be
entertained. With the presence of a handheld device that everyone can play the
game anytime and anywhere. Android is an operating system of smartphone

handheld devices are widely used by the publi

stem on a smartphone,

, because of interest in games and therefore, t

oid based game called Balloon
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