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MOTTO

Jangan selalu memilih jalan yang mudah, seperti air yang selalu mengalir ke

tempat yang rendah, tiba-tiba kita sudah ada di tempat paling dasar.

Jangan terlalu memikirkan masa dep ikirkan saja apa yang harus kamu

do not. There i

h tanpa ragu, janga
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INTISARI

“Codename: Red Rose” adalah sebuah game yang bergenre 2D Action
Platformer dan memiliki tampilan retro. Game ini berbasis Windows dan
dikembangkan menggunakan game engine Unity. Game engine Unity ini
digunakan untuk memudahkan proses pembuatan game “Codename: Red Rose”.
Game ini dibuat dengan meniru style game retro era 8-bit.

Metode perancangan game yang digunakan yaitu Game Development Life
Cycle (GDLC), metode ini terdiri dari tiga tahapan yaitu desain, produksi, dan
pengujian. Untuk tahapan pengujian game ini dilakukan dengan menganalisis data
narasi yang diperoleh melalui sejumlah pertanyaan yang diberikan peneliti kepada
lima orang pemain yang telah melakukan uji coba game.

Setelah game selesai dibuat dengan mengikuti GDLC dan dilakukan
pengujian terhadap lima orang pemain, diketahui bahwa menurut pendapat para
pemain, dalam game “Codename: Red Rose” ini, tampilan menu simpel tapi
sudah cukup lengkap dan mudah dimengerti serta bergaya retro. Tampilan
karakter dan musuh-musuh dalam gameplay menarik, bervariasi, dan mudah
dibedakan satu dengan yang lainnya tapi memiliki background yang kurang
menarik. Kontrol dalam game simpel dan mudah dimengerti bahkan untuk
pemula. Tingkat kesulitan game ini sudah cukup menantang untuk para pemain,
bagian yang paling menantang adalah melawan Bos Alien. Audio yang digunakan
dalam' game ini sudah cukup menarik dan bergaya retro tapi masih kurang

bervariasi.

Kata Kunci: Codename: Red Rose, Unity, Game, Game Engine, Game Retro,
GDLC
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ABSTRACT

“Codename: Red Rose" is a 2D Action Platformer game that has a retro
style look. This game is Windows-based and is developed using the Unity game
engine. Unity game engine is used to simplify the process of making the game
"Codename: Red Rose". This game is made by imitating a retro 8-bit era style
game.

The game design method used was Game Development Life Cycle
(GDLC), this method consists of three stages, namely design, production, and
testing. The testing stage of this game was done by analyzing the narrative data
obtained through a-number of questions given by researchers to five players who
have tested the game.

After the game was finished by following the GDLC and the testing of five
players was done, it was known that in the opinion of the players, in the game
"Codename: Red Rose", the menu display was simple but was guite complete and
easy to understand and also has a retro-style to it. The appearance of characters
and enemies in the gameplay is interesting, varied, and easily distinguished from
one another but the background was a bit uninteresting. The controls in the game
were simple and easy to understand even for beginners. The level of difficulty of
this game was quite challenging for the players, the most challenging part was
against the Alien Boss. The audio used in this game was quite interesting and has
a retro-style but there was not enough variation.

Keyword: Codename: Red Rose, Unity, Game, Game Engine, Retro Game, GDLC
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