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INTISARI 

 

Pembuatan game Brick menggunakan sistem save and load yang dilakukan 

dengan software game engine Unity. Dalam skripsi ini, dijelaskan langkah-langkah 

pembuatan game tersebut dan penjabaran script-script yang digunakan di dalam 

game dengan menggunakan software engine game unity. Game yang dibuat 

memiliki fitur save dan load untuk menyimpan dan membaca data permainan untuk 

mempermudah pemain dalam bermain game agar dapat melanjutkan game yang di 

mainkan tanpa harus mengulang dari awal. Skripsi ini juga mengandung cara 

memindahkan data dari satu scene ke scene lain dalam software game engine Unity 

sehingga memungkinkan untuk membangun game dengan banyak scene tanpa 

harus kehilangan data ketika game dijalankan dan game harus berpindah dari satu 

scene ke scene lain karena menggunakan sistem save and load. Hal ini dapat 

mengurangi resiko munculnya bug. Skripsi ini bertujuan agar para pemain dapat 

menyimpan dan melanjutkan game yang sudah dimainkan tanpa harus mengulang 

dari awal, karena adanya sistem save and load untuk mempermudah pemain dalam 

bermain game 

Kata kunci: Unity, Game, Save, Load 
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ABSTRACT 

 

Making the Brick game uses a save and load system which is done with the 

Unity game engine software. In this thesis, the steps for making the game are 

explained and the description of the scripts used in the game using the Unity Game 

Engine software. The games made have a save and load feature to save and read 

game data to make it easier for players to play the game so they can continue the 

game being played without having to start from the beginning. This thesis also 

contains how to move data from one scene to another in the Unity game engine 

software so that it is possible to build games with many scenes without having to 

lose data when the game is running and the game has to move from one scene to 

another because it uses a save and load system. This can reduce the risk of bugs 

appearing. This thesis aims so that players can save and continue the games that 

have been played without having to start from the beginning, because of the save 

and load system to make it easier for players to play the game. 

Keyword: Unity, Game, Save, Lo



 

 

1 

 

 


