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INTISARL

Game dengan tema Hack and Slash terutnma 20D platformer semakin
banyak diminati karena gameplay yang dinamis dan fast action. Pembuatan judul
ini bertujuan untuk mengembangkan Game 20 Platformer "Sonl Genesis”™ yang
di'temhunghnu&ﬂhhmpmmhidmgm sbungkan element hack and slash




ABSTRACT

Huack and Slash games, especially 20 plaiformers, are increasingly in
demand due to their dynamic gameplay and fast-paced action. This title aims to
develop a 20 Platformer Game “Soul Genexis" developed by owr team by
combining hack and slash and storvielling elements. In the development of this

: tions to ensure flexibility in the
s developed wsing Unity
i pixel art style in 20
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