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-Me- 

‘Failures are gateways to learning, learning is a path to success.' 
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INTISARI 

Video game merupakan media digital hiburan yang terus berkembang 

mengikuti tren seiring waktu. Dengan adanya video game masyarakat dapat 

menghilangkan penat terhadap kesibukan kerja maupun untuk mengisi waktu luang 

bersama keluarga maupun teman. 

Racing merupakan salah satu genre game yang paling populer karena memiliki 

karakteristiknya sendiri dimana pemain dapat melakukan hal yang tidak dapat dilakukan dan 

bahkan dilarang di dunia nyata, yaitu dengan melajukan kendaraan sekencang-kencangnya. 

Oleh karena itu penulis sangat terinspirasi untuk membuat sebuah video 

game bergenre racing. Pembuatan game racing ini diharapkan dapat menghibur 

disela kesibukan hidup masyarakat. 

Kata Kunci: Video Game, Racing, Pembuatan game 
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ABSTRACT 

Video games are digital entertainment media that continue to grow 

following trends over time. With the existence of video games, people can have a 

break from their work activity or just to spend time with family or friends.  

Racing is one of the most popular game genres because it has its own 

characteristics where players can do things that cannot be done and even banned 

in the real world, that is by racing or moving their vehicle as fast as possible.  

Therefore, the author was very inspired to make a racing video game. By 

making this racing game, it is expected that this game will be able to entertain the 

busy life of society. 

Keywords: Video Games, Racing, Making game


