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INTISARI 

Game Development Life Cycle (GDLC) merupakan metode pengembangan 

permainan yang membagi proses menjadi tiga tahap utama: pre-production, 

production, dan post-production. Penelitian ini membahas Implementasi GDLC 

dalam pengembangan permainan 2D berjudul “PATRIOT” yang dikembangkan 

oleh tim kecil selama program bootcamp satu bulan di CV Parama. Pada tahap ore-

production, dilakukan konseptualisasi tema, gameplay, dan pembuatan dokumen 

desain. Tahapan produksi mencakup pengembangan logika permainan berbasis 

State Machine, manajemen animasi, dan audio menggunakan Unity. Pada tahap 

post-production, dilakukan pengujian bug, evaluasi gameplay, dan penyempurnaan 

fitur berdasarkan masukan playtester. 

Hasil Penelitian ini menunjukkan bahwa penggunaan Metode GDLC 

memberikan struktur yang jelas, meningkatkan efisiensi waktu, dan mempermudah 

pembagian tugas dalam tim kecil. Fokus pada fitur inti yang telah direncanakan 

sejak awal sehingga dapat menghindari pengembangan fitur yang tidak relevan dan 

mempercepat proses pengerjaan. 

Penelitian ini juga memberikan saran untuk memprioritaskan fitur inti yang 

mendukung gameplay dan mengelola perencanaan secara efektif tanpa terjebak 

pada detail yang berlebihan 

Kata kunci: Game Development Life Cycle, GDLC, Pengembangan permainan, 

PATRIOT, Unity, Game 2D, pre-production, production, post-production, State 

Machine, manajemen audio 
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ABSTRACT 

Game Development Life Cycle (GDLC) is a structured method for game 

development, dividing the process into three main stages: pre-production, 

production, and post-production. This study examines the implementation of GDLC 

in the development of a 2D game titled “PATRIOT”, created by a small team during 

a one-month bootcamp program at CV Parama. In the pre-production stage, theme 

conceptualization, gameplay design, and game design documentation were 

completed. The production stage focused on developing game logic using a State 

Machine, as well as managing animations and audio using Unity. The post-

production stage involved bug testing, gameplay evaluation, and feature refinement 

based on feedback from playtesters. 

The findings of this study show that adopting the GDLC method provides a 

clear structure, enhances time efficiency, and simplifies task allocation in small 

teams. By focusing on core features planned from the outset, irrelevant features 

were avoided, which accelerated the development process. 

This study also highlights the importance of prioritizing core gameplay 

features and managing planning effectively to avoid excessive detail that could 

hinder progress. 

Keywords: Game Development Life Cycle, GDLC, game development, 

PATRIOT, Unity, 2D game, pre-production, production, post-production, State 

Machine, audio management

 


