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MOTTO 

“In the end the winner is still the last man standing.”                                                                             

- GUTS 

“If you can't stand on your own, don't expect someone to come and save you!                   

You'll need to protect yourself!                                                                                                                              

It's situations like this you need to be strong for!”                                                                          

- GAROU 

“Imagination is a weapon. Those who don’t use it die first.                                                                     

A common mistake for beginners.”                                                                                                            

- GOBLIN SLAYER 

“Survival is your responsibility.”                                                                                                            

- HUNK 

“The frog in the well knows nothing about how big the ocean is.                                                    

Discover your true self, the true world, and become stronger!”                                                                                                                             

- DRACULE MIHAWK 

“You laugh at me because I’m different. I laugh at you because you’re all the same.”                   

- ORIHARA IZAYA 

“It’s better to be the head of a cat than the tail of a lion.                                                                    

I’d rather be a bandit chief than a pirate or bigwig.”                                                                                                        

- TAKASUGI SHINSUKE 

“Trust, then you will be betrayed. You are careless, then you will die. Overtake them 

before they precede you. Reality, common and simple. That’s law of nature.”                                                       

- MAKOTO SHISHIO 

“Destroy the world… Create a new world…”                                                                                             

- LELOUCH LAMPEROUGE 
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INTISARI 

 

RPG (Role Playing Game) merupakan salah satu jenis game yang 

memiliki unsur rangkaian cerita yang didalamnya terdiri dari berbagai macam 

karakter termasuk karakter utama yang dikontrol pemain untuk menyelesaikan 

game tersebut. Melalui karakter utama, pemain mampu merasakan alur cerita 

beserta pengenalan-pengenalan karakter lainnya yang semakin lama semakin 

berkembang seiring berjalannya sebuah cerita. 

Game Engine yang dipakai untuk membuat game ini adalah RPG Maker 

MV. Keseluruhan dari game ini hanya memakai Events tanpa Scripts. Scripts 

tidak mendukung dalam pembuatan game ini karena dalam pengembangan di 

game ini sudah mampu berjalan dengan baik dengan memanfaatkan fitur dasar 

RPG Maker MV. 

Game RPG ini yang berjudul Runeverse The Lost World adalah sebuah 

game yang diambil dari cerita fantasi. Pemain akan mengontrol seorang 

karakter utama yang sedang menjelajahi pulau sebagai alur cerita yang 

melibatkan tokoh utama dan tokoh lain dan melewati semua rintangan demi 

menyelamatkan kejahatan-kejahatan yang ada di dalam dunia Runeverse.  

Karakter utama akan melakukan perjalanan menjelajahi tempat-tempat 

yang terdapat Events di dalamnya sebagai alur cerita. Karakter utama juga bisa 

menentukan pilihan-pilihan yang akan membuat dampak yang berbeda dari 

masing-masing Choices atau pilihan tersebut dan untuk pertarungan di dalam 

RPG ini adalah Turn-Based Combat. Permainan ini merupakan petualangan 

yang akan memberi para pemain pengalaman yang tidak terlupakan. 

 

Kata-kunci: Game, RPG, Story, Fantasi, RPG Maker MV. 
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ABSTRACT 

 

RPG (Role Playing Game) is one of the genre of games that has an 

element of a fantasy stories which consist of various kinds of characters 

including the main character who controlled by the player to complete the 

game. Through the main character, the player is able to feel the Storyline along 

with other character that are increasingly developing as the Story goes. 

The game Engine used to make this game is the RPG Maker MV. All of 

these games only use Events without Scripts. Scripts will not supported in the 

Development because anything is technically possible to create an RPG-Maker 

program without scripting support/features and this game it’s able to run well 

by utilizing the Events basic features of RPG Maker MV. 

This RPG game entitled Runeverse The Lost World is a game taken from 

the fantasy Story. Player will control a main character to explore the island as 

a plot that involves the other characters, to clear all the evil threats to save the 

people in the Runeverse world.  

The main character will travel to other places on the island where there 

are Events in it as a Storyline. The main character can also determine choices 

that will make a different impact from each of these choices and for the Battle 

is Turn-Based Combat. This game is an Adventure that will give the players an 

unforgettable experience. 

 

Keywords: Game, RPG, Story, Fantasy, RPG Maker MV. 

 

 

 

 

 

 

 

 

 

 

 


