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INTISARI 
 

Game, sebagai bentuk hiburan yang merambah semua kalangan, 

menemukan puncak popularitas dalam kategori Role-Playing Game (RPG). RPG 

menitikberatkan pada penceritaan, dialog, dan pilihan tindakan, memungkinkan 

pemain merasakan sepenuhnya peran karakter dalam permainan. Dalam 

pengembangan game Unity Kingdom 2D Chapter 3: Desolate Village Story, 

penelitian ini menerapkan metode dialogue system untuk memperkuat interaksi 

antara pemain dan karakter non-playable (NPC). Kisah melibatkan seorang gadis 

yang terdampar di pulau dengan misi mencari tempat aman bagi penduduk desa 

dari serangan monster. Adegan ke-3 meminta pemain merancang adegan guna 

memperbaiki tower yang rusak akibat serangan monster. 

 

Penelitian ini bertujuan merancang game tersebut sekaligus memenuhi 

syarat kelulusan Program Sarjana Teknologi Informasi. Keseluruhan proyek 

melibatkan analisis materi, perencanaan, produksi, dan evaluasi sebagai langkah 

kritis dalam pengembangan game. Dengan berhasilnya implementasi system 

dialog, skripsi ini memberikan kontribusi signifikan pada pemahaman dan 

pengembangan game aksi petualangan, menambah wawasan dalam aspek penting 

penggunaan sistem dialog dalam konteks permainan.  

 

Kata kunci: Unity Kingdom, Sistem Dialog, RPG, Adegan, Monster. 
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ABSTRACT 
 

Games, as a form of entertainment appealing to a wide audience, have 

reached the pinnacle of popularity in the Role-Playing Game (RPG) category. 

RPGs emphasize storytelling, dialogue, and decision-making, allowing players to 

fully immerse themselves in the role of characters within the game. In the 

development of the Unity Kingdom 2D Chapter 3: Desolate Village Story game, 

this research applies the dialogue system method to enhance interaction between 

players and non-playable characters (NPCs). The narrative involves a girl 

stranded on an island with a mission to find a safe haven for the village residents 

from nightly monster attacks. The third scene requires players to design a scenario 

to repair a tower damaged by monster attacks. 

 

This research aims to design the game while meeting the requirements for 

graduation from the Bachelor of Information Technology program. The entire 

project involves material analysis, planning, production, and evaluation as critical 

steps in game development. With the successful implementation of the dialogue 

system, this thesis makes a significant contribution to the understanding and 

development of action-adventure games, providing insights into the crucial aspect 

of using dialogue systems in a gaming context. 

. 
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