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INTISARI 

 

Game adalah hiburan interaktif yang dirancang sebagai alat penghilang 

stress, sarana social serta memberikan pengalaman bermain yang menarik melalui 

kombinasi grafis, suara dan gameplay. Game juga memiliki berbagai macam genre, 

termasuk 2D platformer games, role-playing games (RPG), first-person shooter 

(FPS), dan masih banyak lagi, masing-masing menawarkan mekanisme dan 

pengalaman yang unik kepada pemain. Game Skelly and Jelly adalah game 2D 

platformer yang mengutamakan tantangan melalui elemen lompatan dan rintangan 

dalam bentuk tampilan dua dimensi. Game ini membutuhkan pemain yang memiliki 

ketrampilan reaksi yang presisi dan ketrampilan dalam menghadapai rintangan. 

Dalam pengembangan game 2D platformer “Skelly and Jelly” ini, penulis 

menggunakan metodologi Indie Game Development. Metodologi ini menekankan 

fleksibilitas dan pendekatan iteratifnya yang memungkinkan pengembangan game 

dengan sumber daya terbatas, sehingga sangat cocok untuk game developer 

individual. 

Penelitian ini membangun sebuah game berbasis komputer atau windows 

dengan menggunakan engine Gamemaker Studio 2, serta memanfaatkan tools atau 

alat lainnya seperti Aseprite untuk mendesain pixel art grafik dan UI pada game. 

 

Kata kunci: game, 2d platformer, indie game development, gamemaker studio 2, 

aseprite 
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ABSTRACT 

 

Games are interactive entertainment designed as a tool to relieve stress, 

provide a social platform, and deliver engaging gameplay experiences through a 

combination of graphics, sound, and mechanics. Games come in various genres, 

including 2D platformer games, role-playing games (RPG), first-person shooters 

(FPS), and many more, each offering unique mechanics and experiences to players. 

Skelly and Jelly is a 2D platformer game that emphasizes challenges through 

jumping mechanics and obstacles in a two-dimensional display. This game requires 

players to demonstrate precise reaction skills and the ability to navigate through 

various challenges. 

In developing the 2D platformer game “Skelly and Jelly”, the author 

employed the Indie Game Development methodology. This methodology 

emphasizes flexibility and iterative progress that allows game development with 

limited resources, making it particularly well-suited for solo game developers. 

The study resulted in a computer-based or Windows-based game built using 

the GameMaker Studio 2 engine and utilizing additional tools such as Aseprite for 

designing pixel art graphics and UI in the game. 

 

Keyword: game, 2d platformer, indie game development, gamemaker studio 2, 

aseprite


