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INTISARI 

 

Permainan Tower Defense merupakan salah satu genre game strategi yang populer 

di kalangan pemain game mobile karena menantang kemampuan berpikir taktis dan 

pengambilan keputusan cepat. Menurut laporan Sensor Tower (2023), game 

bergenre strategi termasuk Tower Defense mengalami pertumbuhan signifikan 

dalam jumlah unduhan dan tingkat retensi pengguna. Penelitian ini bertujuan untuk 

mengembangkan game Tower Defense berbasis mobile yang dirancang untuk 

melatih keterampilan berpikir strategis pemain melalui berbagai level dan 

tantangan, dengan mekanisme pertahanan menara sebagai elemen inti permainan.   

Metode pengembangan yang digunakan adalah Multimedia Development Life 

Cycle (MDLC), karena memiliki alur kerja yang sistematis dan sesuai untuk proyek 

multimedia interaktif seperti game. MDLC terdiri dari enam tahapan: Concept, 

Design, Material Collecting, Assembly, Testing, dan Distribution. Game yang 

dikembangkan berjudul Kingdom Defense, menyajikan tiga level permainan 

dengan tingkat kesulitan berbeda serta tiga jenis menara utama, yaitu Archer Tower, 

Mage Tower, dan Knight Tower yang dapat ditingkatkan kemampuannya. 

Hasil akhir menunjukkan bahwa game ini berjalan dengan baik secara fungsional 

dan memberikan potensi sebagai media interaktif yang menyenangkan dalam 

melatih kemampuan berpikir strategis. Penelitian ini diharapkan dapat memberikan 

kontribusi bagi pengembangan media pembelajaran berbasis game, khususnya bagi 

pengembang pemula dalam merancang game strategi edukatif.   

Kata kunci: Game, Pengembangan Aplikasi, MDLC, Keterampilan Strategi, Game 

Mobile 
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ABSTRACT 

 

Tower Defense is a popular genre of strategy games that challenges players to think 

tactically and make quick decisions to defend against waves of enemies. According 

to Sensor Tower (2023), strategy games, including Tower Defense, have shown 

significant growth in downloads and user engagement, especially on mobile 

platforms. This study aims to develop a mobile-based Tower Defense game 

designed to improve players' strategic thinking skills through various levels and 

gameplay challenges, with tower defense mechanics as the core element.   

The development method used in this study is the Multimedia Development Life 

Cycle (MDLC), which consists of six structured phases: Concept, Design, Material 

Collecting, Assembly, Testing, and Distribution. The game, titled Kingdom 

Defense, features three difficulty levels with unique maps and includes three main 

tower types: Archer Tower, Mage Tower, and Knight Tower, each of which can be 

upgraded to enhance defense capabilities.   

The result of the development shows that the game functions well and has the 

potential to serve as an engaging and educational medium to train strategic thinking 

skills. This research is expected to contribute to the development of educational 

game-based learning media, particularly for novice game developers. 

Keywords: Game, Application Development, MDLC, Strategic Thinking, Mobile 

Game 

 


