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‭Penelitian‬ ‭ini‬ ‭bertujuan‬ ‭untuk‬ ‭merancang‬ ‭dan‬ ‭mengimplementasikan‬ ‭sistem‬

‭pendukung‬ ‭gameplay‬ ‭dalam‬ ‭game‬ ‭Soul‬ ‭Genesis‬‭,‬ ‭sebuah‬ ‭game‬ ‭2D‬ ‭side-scrolling‬

‭bergenre‬ ‭hack‬ ‭and‬ ‭slash‬ ‭dengan‬ ‭visual‬ ‭pixel‬ ‭art.‬ ‭Fokus‬ ‭utama‬ ‭adalah‬ ‭pengembangan‬

‭animasi‬ ‭serangan‬ ‭frame-by-frame‬ ‭dan‬ ‭sistem‬ ‭health‬ ‭bar‬ ‭sebagai‬ ‭elemen‬ ‭inti‬ ‭dalam‬

‭mekanik pertarungan.‬

‭Game‬ ‭ini‬ ‭dikembangkan‬ ‭menggunakan‬ ‭Unity‬ ‭dan‬ ‭bahasa‬ ‭pemrograman‬ ‭C#,‬

‭dengan‬ ‭pendekatan‬ ‭modular‬ ‭agar‬ ‭mempermudah‬ ‭proses‬ ‭integrasi‬ ‭dan‬‭pengujian.‬‭Soul‬

‭Genesis‬ ‭dirancang‬ ‭tidak‬ ‭hanya‬ ‭sebagai‬ ‭media‬ ‭hiburan,‬ ‭tetapi‬ ‭juga‬ ‭sebagai‬ ‭sarana‬

‭pembelajaran‬ ‭interaktif‬ ‭dalam‬ ‭memahami‬ ‭dasar-dasar‬ ‭pemrograman‬ ‭gameplay.‬‭Sistem‬

‭diuji menggunakan metode fungsional untuk memastikan fitur berjalan dengan baik.‬

‭Penelitian‬ ‭ini‬ ‭tidak‬ ‭membahas‬ ‭sistem‬ ‭inventory‬ ‭maupun‬ ‭integrasi‬ ‭daring,‬ ‭serta‬

‭tidak‬ ‭mencakup‬ ‭proses‬ ‭pembuatan‬ ‭aset‬ ‭visual‬ ‭secara‬ ‭mendalam.‬ ‭Hasil‬ ‭penelitian‬

‭diharapkan‬ ‭dapat‬ ‭menjadi‬ ‭referensi‬ ‭dalam‬ ‭pengembangan‬ ‭game‬ ‭indie‬‭yang‬‭efisien‬‭dan‬

‭edukatif dengan sumber daya terbatas.‬
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‭ABSTRACT‬

‭This‬‭research‬‭aims‬‭to‬‭design‬‭and‬‭implement‬‭a‬‭gameplay‬‭support‬‭system‬‭in‬

‭Soul‬‭Genesis,‬‭a‬‭2D‬‭side-scrolling‬‭game‬‭with‬‭a‬‭hack‬‭and‬‭slash‬‭genre‬‭and‬‭pixel‬‭art‬

‭visuals.‬ ‭The‬ ‭main‬ ‭focus‬ ‭is‬ ‭on‬ ‭the‬ ‭development‬ ‭of‬ ‭frame-by-frame‬ ‭attack‬

‭animations and a health bar system as core elements of the combat mechanics.‬

‭The‬ ‭game‬ ‭is‬ ‭developed‬ ‭using‬ ‭Unity‬ ‭and‬ ‭the‬ ‭C#‬ ‭programming‬ ‭language,‬

‭with‬ ‭a‬ ‭modular‬ ‭approach‬ ‭to‬ ‭facilitate‬ ‭integration‬ ‭and‬ ‭testing.‬ ‭Soul‬ ‭Genesis‬ ‭is‬

‭designed‬‭not‬‭only‬‭as‬‭an‬‭entertainment‬‭medium‬‭but‬‭also‬‭as‬‭an‬‭interactive‬‭learning‬

‭tool‬‭for‬‭understanding‬‭the‬‭fundamentals‬‭of‬‭gameplay‬‭programming.‬‭The‬‭system‬‭is‬

‭tested using a functional testing method to ensure that key features work properly.‬

‭This‬ ‭research‬ ‭does‬ ‭not‬ ‭cover‬ ‭inventory‬ ‭systems‬ ‭or‬‭online‬‭integration‬‭and‬

‭does‬‭not‬‭delve‬‭into‬‭the‬‭detailed‬‭creation‬‭of‬‭visual‬‭assets.‬‭The‬‭results‬‭of‬‭this‬‭study‬

‭are‬ ‭expected‬ ‭to‬ ‭serve‬ ‭as‬ ‭a‬ ‭reference‬ ‭for‬ ‭efficient‬ ‭and‬ ‭educational‬ ‭indie‬ ‭game‬

‭development with limited resources.‬
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