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INTISARI 

 

Terdapat banyak jenis-jenis genre di dalam medium permainan video (video game). 

Salah satu diantaranya adalah genre shooter yang berbasis 2D atau 3D. Terdapat beberapa jenis 

game shooter, diantaranya adalah jenis shoot-em-up atau dikenal sebagain shmup. Game 

bergenre shooter berbasis 2D dan 3D menekankan pemain agar dapat mencapai skor tertinggi, 

memenangkan permainan dan bermain secara efisien dan cermat agar tidak kehilangan progres 

permainan tersebut. Pengerjaan penelitian ini berupa proses pengembangan sebuah permainan 

shoot-em-up menggunakan program pembuat permainan Unity 2D. Pengembangan game ini 

dilakukan melalui proses pengembangan game pada umumnya, yaitu melalui proses pra-

produksi, produksi dan pasca-produksi (pre-production, production and post-production). Jenis 

metode pengerjaan dalam peneletian ini dilakukan dengan menggunakan metode penerapan 

sistem model berjenis purwarupa atau prorotype beserta produk akhir dari proses penelitian. 

Tujuan dan hasil akhir dari penelitian ini adalah untuk mengembangkan sebuah permainan 

video dengan genre 2D shoot-em-up berbasis Unity melalui proses pra-produksi, produksi dan 

pasca-produksi berjudul 'Bandung Sea of Fire'. 

 

Kata kunci: Game, Development, Shooter, Unity, 2D 
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ABSTRACT 

 

 There are many types of genres in the video game medium. One of them is the shooter 

genre which is 2D or 3D based. There are several types of shooter games, including the shoot-

em-up type or known as shmup. 2D and 3D based shooter genre games emphasize players 

being able to achieve the highest score, win the game and play efficiently and carefully so as 

not to lose game progress. This research took the form of the process of developing a shoot-

em-up game using the Unity 2D game creation program. This game development is carried out 

through the game development process in general, namely through the pre-production, 

production and post-production processes. This type of work method in research is carried out 

using the method of implementing a model system in the form of a prototype or prototype along 

with the final product of the research process. The aim and final result of this research is to 

develop a Unity-based 2D shoot-em-up video game through pre-production, production and 

post-production processes entitled 'Bandung Sea of Fire'. 

. 

Keyword: Game, Development, Shooter, Unity, 2D 

 


