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INTISARI

Game telah menjadi salah satu bentuk hiburan yang populer dan terus
berkembang seiring dengan kemajuan teknologi. Selain sebagai sarana hiburan,
game juga berfungsi sebagai media interaktif yang dapat menyampaikan cerita dan
pengalaman visual kepada pemain. Dalam pengembangannya, aspek visual

memainkan peran penting dalam membangun atmosfer dan estetika permainan.

Salah satu genre yang banyak diminati adalah game 2D platformer, yang
mengutamakan mekanik lompatan dan eksplorasi dalam lingkungan dua dimensi.
Penelitian ini berfokus pada pembuatan visual effect dalam pengembangan game
2D platformer Lost Doll pada Infinite Learning. Teknik visual effect yang
diterapkan mencakup post-processing, lighting 2D, shader graph, dan particle
system, untuk menciptakan efek seperti hujan dengan petir, daun jatuh- tertiup
angin, efek bersembunyi di balik semak-semak, serta perubahan atmosfer saat
karakter dikejar oleh hantu. Implementasi dilakukan melalui tahapan perancangan
dan penerapan guna memastikan efek visual berfungsi sesuai dengan kebutuhan

estetika dalam permainan.

Hasil penelitian menunjukkan bahwa penerapan visual effect dalam game
Lost Doll mendapatdapat kategori “Sangat Baik’ dan meningkatkan kualitas visual

serta memperkuat atmosfer permainan.

Kata kunci: Game, Visual Effect, 2D Platformer, Lost Doll
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ABSTRACT

Games have become a popular form of entertainment and continue to grow
along with technological advances. Apart from being a means of entertainment,
games also function as interactive media that can convey stories and visual
experiences to players. In its development, the visual aspect plays an important role

in building the atmosphere and aesthetics of the game.

One genre that is in high demand is 2D platformer games, which prioritize
jumping mechanics and exploration in a two-dimensional environment. This
research focuses on creating visual effects in the development of the 2D platformer
game Lost Doll at Infinite Learning. The visual effects techniques applied include
post-processing, 2D lighting, shader graph, and particle system, to create effects
such as rain with lightning, leaves falling in the wind, the effect of hiding behind
bushes, and changes in atmosphere when the character is chased by ghosts.
Implementation is done through design and implementation stages to ensure the

visual effects function according to the aesthetic needs of the game.

The results show that the implementation of visual effects in the game Lost
Doll was rated “Excellent,” enhancing visual quality and strengthening the

game’s atmosphere.

Keyword: Game, Visual Effect, 2D Platformer, Lost Doll.
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