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‭INTISARI‬

‭Senjata‬ ‭tradisional‬ ‭Indonesia‬ ‭memiliki‬ ‭nilai‬ ‭sejarah‬ ‭dan‬ ‭budaya‬ ‭yang‬

‭tinggi,‬ ‭namun‬ ‭masih‬ ‭jarang‬ ‭diangkat‬ ‭dalam‬ ‭media‬ ‭permainan‬ ‭modern.‬ ‭Dengan‬

‭memanfaatkan‬ ‭teknologi‬ ‭permainan‬ ‭digital‬ ‭2D,‬ ‭diharapkan‬ ‭dapat‬

‭memperkenalkan‬ ‭dan‬ ‭melestarikan‬ ‭warisan‬ ‭budaya‬ ‭melalui‬ ‭media‬ ‭yang‬ ‭lebih‬

‭menarik bagi generasi muda.‬

‭Contohnya‬ ‭adalah‬ ‭permainan‬ ‭“Urban‬ ‭Weapon‬ ‭Strike”,‬ ‭yang‬‭dibuat‬‭untuk‬

‭memperkenalkan‬ ‭senjata‬ ‭tradisional‬ ‭Indonesia‬‭kepada‬‭publik‬‭khususnya‬‭generasi‬

‭muda.‬ ‭Dengan‬ ‭pembuatan‬ ‭aset‬ ‭senjata‬ ‭tradisional‬ ‭Indonesia‬ ‭dalam‬ ‭permainan‬

‭dapat meningkatkan nilai edukatif dan budaya dari permainan tersebut.‬

‭Penelitian‬ ‭ini‬ ‭bertujuan‬ ‭untuk‬ ‭mengimplentasikan‬ ‭konsep‬ ‭senjata‬

‭tradisional‬ ‭Indonesia‬ ‭sebagai‬ ‭aset‬ ‭dalam‬ ‭permainan‬ ‭“Urban‬ ‭Weapon‬ ‭Strike”‬

‭khususnya‬ ‭bagian‬ ‭wilayah‬ ‭Nusantara‬ ‭dengan‬ ‭aplikasi‬ ‭Unity‬ ‭dan‬ ‭Photoshop.‬

‭Dengan‬ ‭memanfaatkan‬ ‭fitur-fitur‬ ‭yang‬ ‭tersedia‬ ‭di‬ ‭aplikasi‬ ‭tersebut,‬ ‭penulis‬

‭membuat aset untuk digunakan dalam permainan “Urban Weapon Strike”.‬

‭Hasil‬ ‭karya‬ ‭tulis‬ ‭ini‬ ‭adalah‬ ‭implementasi‬ ‭konsep‬ ‭senjata‬ ‭tradisional‬

‭Indonesia‬ ‭pada‬ ‭aset‬ ‭permainan‬ ‭2D.‬ ‭Pengujian‬ ‭dilakukan‬ ‭oleh‬ ‭para‬ ‭ahli‬

‭berdasarkan‬‭aspek‬‭teknis,‬‭aspek‬‭kreatif‬‭dan‬‭aspek‬‭kerapihan.‬‭Dari‬‭hasil‬‭pengujian‬

‭mendapatkan hasil skor 83 atau dapat dikategorikan “Baik Sekali”.‬

‭Kata Kunci:‬‭Teknologi Informasi, Aset Permainan, Permainan‬‭2D‬
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‭ABSTRACT‬

‭Indonesian traditional weapons have a high historical and cultural value‬

‭but are rarely raised in modern game media. By utilizing 2D digital game‬

‭technology, it is expected to introduce and preserve cultural heritage through‬

‭media that is more attractive to the younger generation.‬

‭An example is the game "Urban Weapon Strike", which was created to‬

‭introduce Indonesian traditional weapons to the public, especially the younger‬

‭generation. By creating Indonesian traditional weapon assets in the game, it can‬

‭increase the educational and cultural value of the game.‬

‭This research aims to implement the concept of traditional Indonesian‬

‭weapons as assets in the game "Urban Weapon Strike", especially in the Nusantara‬

‭with Unity and Photoshop applications. By utilizing the features available in the‬

‭application, the author creates assets to be used in the game "Urban Weapon‬

‭Strike".‬

‭The result of this paper is implementing the concept of traditional‬

‭Indonesian weapons in 2D game assets. Testing was conducted by experts based‬

‭on technical aspects, creative aspects, and neatness aspects. From the test results,‬

‭the score is 83 or can be categorized as "Excellent".‬

‭Keywords:‬‭Information Technology, Game Assets, 2D‬‭Game‬

‭xiii‬


