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INTISARI

Game merupakan salah satu sarana hiburan yang digemari baik anak — anak
maupun orang dewasa saat ini, seiring dengan berkembangnya teknologi
informasi maka perkembangan pada game tidak bisa dibendung lagi, dilihat dari
manfaatnya terdapat banyak jenmis game yang memiliki unsur hiburan,
pengetahuan, atau himbauan, oleh karena itu terdapat beberapa game sebagai
pelatihan atau menyampaikan pesan karena saat ini game dapat dimainkan oleh

Dalam pembuatan g; i ke game engine yang berfungsi
i . are game engine yang

e, game engine, blender logic editor, design, texturin,



ABSTRACT

Game is one of the popular entertainment both childrens and adults, along with
the development of information technology, the development of game is not
irreversible, seen from the benefits there are many types of games that have an
element of entertainment, knowledge, or appeal , therefore, there are few games
as training or message because the curre an be played by all ages.

e that serves as a tool for
been made to start
are that features a

in a blender. In addition, the contro d asset the
he logic editor or logic brick that requi

e, game engine, blender logic editor, design, textur
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