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INTISARI

Perkembangan game RPG belakangan ini sangat cepat, dalam artian
sistem game dan sistem perfarungan. Dalam sebuah komputer atau berbagai
perangkat multimedia lainnya tdoklah lengkap jiks tidok ads sebush game
didalamnya. Game ini juga sangat mudah dimengerti dan dimainkan oleh semua




ABSTRACT

J_Dawfapumq“ﬂme RPG lately very ropidly, in terms af the game
svtem and the battle svstems In o computer or pther multinedia device was nos
complete when there is not a game in it. It is also easily understood ond played by
all ages. Even games ihat are produced also adjust with each consales. And
nowadars many voung peaple participated in the making of the game o crecte their
Wudrrmgnnt_

e witich telly the xtory of o
i save the workd from the



	Skripsi_12.12.6431 Bondan Fajar Wicaksono_001.pdf (p.1)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_002.pdf (p.2)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_003.pdf (p.3)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_004.pdf (p.4)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_005.pdf (p.5)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_006.pdf (p.6)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_007.pdf (p.7)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_008.pdf (p.8)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_009.pdf (p.9)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_010.pdf (p.10)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_011.pdf (p.11)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_012.pdf (p.12)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_013.pdf (p.13)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_014.pdf (p.14)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_015.pdf (p.15)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_016.pdf (p.16)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_017.pdf (p.17)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_018.pdf (p.18)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_019.pdf (p.19)
	Skripsi_12.12.6431 Bondan Fajar Wicaksono_020.pdf (p.20)

