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MOTTO 

“Sesuatu yang belum dikerjakan, seringkali tampak mustahil, kita baru 

yakin kalau kita berhasil melakukannya dengan baik.”                         

( Evelyn Underhill )  
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INTISARI 

 

 

Dengan semakin berkembangnya game berplatform mobile, 

penggabungan dari beberapa metode input dapat meningkatakan gameplay dari 

game tersebut. Seperti Controller berbasis Accelerometer dan Swipe yang di 

implementasikan pada beberapa macam game. 

Dalam hal ini kita akan membuat sendiri game 2048 yang juga akan di 

implementasikan accelerometer controller. Kemudian kita melakukan gameplay 

test untuk menilai performa  dari accelerometer controller, penilaian di dapatkan 

dari hasil gameplay (Game Over Time, Score).  

Dan hasilnya Pembuatan game puzzle platformer dapat berjalan dengan 

baik, serta Accelerometer controller dapat di implementasikan pada game puzzle 

platformer 2048 dengan baik, bahkan performahasil gameplay lebih baik dari 

controller yang sudah biasa digunakan dalam game puzzle platformer yaitu swipe 

controller. 

 

Kata Kunci:    Accelerometer, Swipe, Game Over Time, Score
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ABSTRACT 

 

With the development of mobile platform games, the incorporation of 

several input methods can increase the gameplay of the game. Such as 

Accelerometer and Swipe based Controller which is implemented on some 

games. 

In this case we will make your own game 2048 which will also be 

implemented accelerometer controller. Then we do a gameplay test to assess the 

performance of the accelerometer controller, judgment obtained from the results 

of gameplay (Game Over Time, Score). 

And the result of making the platformer puzzle game can run well, and 

Accelerometer controller can be implemented in 2048 game platformer puzzle 

well, even gameplay performance is better than the controller which is used in 

game puzzle platformer that is swipe controller. 

 

Keyword: Accelerometer, Swipe, Game Over Time, Score


