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MOTTO 

“And, when you want something, all the universe conspires in helping you to 
achieve it.”  

― Paulo Coelho, The Alchemist 

https://www.goodreads.com/work/quotes/4835472
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INTISARI 

 

Game merupakan hiburan bagi kalangan tertentu (menengah keatas), di zaman 

awal komputer muncul / “game console” muncul, tetapi di zaman era digital seperti 

sekarang game dimainkan oleh semua kalangan, baik itu anak kecil, remaja maupun 

dewasa. Hal ini di karenakan kebutuhan manusia yang semakin bertambah dan 

bervariasi, kebutuhan hiburan di zaman sekarang ini, yang rata-rata di perkotaan 

memang sulit untuk mendapatkan wisata alam, dan jalan pintas yaitu dengan game. 

Perkembangan game sudah sangat pesat dan bervariasi, banyak genre yang di modifikasi 

dan banyak pula genre baru yang bermunculan. Banyak anak muda yang berinofasi dan 

merancang pembuatan game ini. Kreativitas, inovasi, dan imajinasi yang manusia miliki 

memang tidak terbatas. Namun dibalik keinginan dalam membuat game ada banyak 

kendala yaitu masalah hardware, software (game engine), biaya, tingkat kesulitan 

pembuatan game yang cukup tinggi . 

 

Banyak genre permainan yang berkembang, salah satunya adalah RPG (role 

playing game), genre ini bisa di sebut genre tertua dari kebanyakan genre di game. 

Pelopor dari genre ini yaitu final fantasy (1987), game ini muncul pada platform NES 

(Nintendo Entertaiment System) & GBA (Game Boy Advance) 

 

Proses pembuatan game juga mempertimbangkan beberapa aspek dari hardware, 

software (game engine), biaya game serta kesulitan yang sangat tinggi. Terutama pada 

game engine yang tidak murah, serta asset-asset game. 

 

 

 

 

Kata Kunci:    rpg maker mv, role playing game  
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ABSTRACT 
 

Game consists of various genres. One of them is the Role Playing Games 

or RPG. This game is an adventure type of game where the characters play the 

role of an imaginary character figures and collaborate to knit a story together. To 

start the game the player must have the rulebook to determine the types of 

characters that can be played (knights, mages, ninjas, police, and others). The 

adventures of Hutch the honeybee is an RPG game with the theme of the struggle. 

This game is played by controlling the character to browse a map, and do battle 

with a turn based strategy system.  

 

This game is made by using the game engine RPG Maker VX Ace . The 

programming language used is RGSS3 ( Ruby Game Scripting System) which 

interpret every component in the game.  

 RPG (Role Playing Game) such as the same name suggest is game that 

has storyline in which we become people who have an important role of major 

player in it. Decession according to what is good we are Preparation of this game 

ot will be in getting a game with Role Playing Game genre Infinity Mind 
 

Keyword: Genre, Game, RPG Maker VX Ace 

 

 

 

 

 

 

 

  


