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MOTTO 

 

 "It would be an incredible adventure. And life needs to be more than just solving 

every day problems. You need to wake up and be excited about the future" 

-Elon Musk- 
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xv 

INTISARI 

 

Video Game merupakan gaya hidup yang dapat dinikmati oleh berbagai 

kalangan. Tren ini juga diikuti dengan berkembangnya teknologi dari tahun ke 

tahun. Mulai muncul banyak persaingan yang menawarkan game terbaik dan 

berbagai jenis game mulai muncul dan digemari di seluruh dunia. 

 Dengan berkembangnya teknologi banyak inovasi baru dalam membuat 

game sperti pengembangan Mobile game dan Virtual Reality (VR) yang 

memungkinkan pengguna dapat berinteraksi dengan suatu lingkungan 3 dimensi. 

Disamping itu akses Virtual Relity lebih mudah diakses dengan menggunakan 

perangkat seperti Occulus Rift, Samsung Gear Vr, Goolgle CardBoard dan lain 

sebagainya. 

 Oleh karena itu maka game vr yang berjudul "VR Cart Downhill " dirancang 

dan dibuat untuk perangkat smartphone berbasis Android. Beberapa keterampilan 

teknis juga akan digunakan dalam pembuatan game ini, seperti scripting, 3d 

modeling, dan image manipulation. Untuk itu, diperlukan keahlian dalam 

menggunakan beberapa aplikasi dalam proses pembuatan game ini. 

 

Kata Kunci: Virtual Reality, Mobile Game, Endless runner, VR Cart Downhill 
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ABSTRACT 

Video Games is a lifestyle that can be enjoyed by various circles. This trend is also followed 

by the development of technology from year to year. Began to emerge a lot of competition that offers 

the best games and various types of games began to emerge and loved around the world. 

With the development of technology many new innovations in making games such as mobile 

game development and Virtual Reality (VR) that allows users to interact with a 3-dimensional 

environment. Besides, Virtual Reality access is more easily accessed by using devices like Oculus 

Rift, Samsung Gear Vr, Google Cardboard and so forth. 

Therefore, the vr game titled "VR Cart Downhill" is designed and made for Android-based 

smartphone devices. Some technical skills will also be used in the making of this game, such as 

scripting, 3d modeling, and image manipulation. For that, it takes expertise in using some 

applications in the process of making this game. 

Keywords: Virtual Reality, Mobile Game, Endless runner, VR Cart Downhill 
 

 

 

 


