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INTISARI

Perkembangan teknologi yang sangat pesat dapat dirasakan semua orang.
Game merupakan sarana seseorang dalam mencari hiburan, ilmu, bahkan untuk
bersosialisasi. Tujuan dari game adalah pemain harus menyelesaikan objektif untuk
mencapai suatu ending atau skor tertentu. Game terbagi menjadi 2 jenis, yaitu game
tradisional dan digital. Game digital atau video game juga terbagi beberapa jenis
tergantung dimana pemain memainkannya.

Game Design Document (GDD) digunakan dalam perencanaan konsep awal
karya untuk merinci komponen-komponen penting dalam desain awal sebuah game
seperti gameplay, karakter, lingkungan, grafik dan User Interface (Ul). Penelitian
dilakukan dengan metode Game Development Life Cycle (GDLC), metode ini
diimplementasikan sebagal kerangka kerja dengan beberapa langkah seperti
inisialisasi, pra-produksi, produksi, pengujian dan peluncuran. Implementasi
GDLC diharapkan mampu untuk memenuhi tingkat efisiensi produksi dan kualitas
dari game sesuai dengan yang ditentukan. Unity Game Engine digunakan dalam
pengembangan karya dengan alasan mudah diakses dan dipelajari dan memiliki
komunitas yang aktif untuk mencari bantuan dan sumber daya.

Tujuan dalam pengembangan game ini diharap pemain dapat mencapai
suatu kesenangan dalam bermain dan memahami jalan cerita dari karya game yang
dibuat. Hasil dari penelitian ini berupa aplikasi game Adventure Horror 3D dengan
resolusi 1080P FULL HD di platform Windows. Hasil akhir dari penelitian ini
mendapatkan skor 82,35% kategori sangat baik oleh para ahli dan skor 86,69%
kategori sangat baik oleh khalayak umum.

Kata kunci: GDLC, GDD, Unity, Game 3D.
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ABSTRACT

The development of technology is very rapid and can be felt by everyone.
Games are a means for someone to find entertainment, knowledge, and even to
socialize. The goal playing game is for the player to complete objectives to reach
an end or a certain score. Games are divided into 2 types, traditional and digital
games. Digital games or video games are also divided into several types depending
on where the player plays it.

Game Design Document (GDD) is used in planning the initial concept of
the work to detail the important components in the initial design of a game such as
gameplay, characters, environment, graphics and User Interface (Ul). The
research was conducted using the Game Development Life Cycle (GDLC) method,
this method is implemented as a reference with several steps such as initialization,
pre-production, production, testing and launch. The implementation of the Game
Development Life Cycle is expected to be able to meet the level of production
efficiency and quality of the game as specified. Unity Game Engine was used in the
development of the work because it is easy to access and learn and has an active
community to seek help and resources.

The goal in developing this game is that players can achieve pleasure in
playing and understanding the storyline of the game that has been created. The
result of this research is a 3D Adventure Horror game application with 1080P
FULL HD resolution on the Windows platform. The final results of this study
received a score of 82.35% in the excellent category by experts and a score of
86.69% in the excellent category by the general public.

Keyword: GDLC, GDD, Unity, Game 3D.
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