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INTISARI 

Perkembangan teknologi semakin pesat. Hal ini juga berpengaruh terhadap 

perkembangan game, dibuktikan dengan munculnya game di berbagai device 

seperti  mobile phone, tablet, PC, dan console. Salah satu device yang digunakan 

untuk bermain game adalah smartphone dengan sistem operasi android. Banyak 

pemain game yang hanya bisa memainkan game tanpa tahu cara membuat game. 

Di penelitian ini membahas tentang pembuatan game. 

Game dibuat menggunakan software unity engine,dan visual studio untuk 

merancang gambar dan kode program untuk menjalankan game. Software yang 

digunakan untuk merancang desain adalah adobe illustrator dan adobe photoshop. 

Perancangan game dalam penelitian ini menggunakan GDD(Game Development 

Document) yang terdiri dari High Concept Document, Game Treatment Dokumen, 

Character Design Document, World Design Document, dan Flowboard. 

Pembuatan game ini terinspirasi dari gelaran olahraga Asian Games 2018. 

Game ini bertema olahraga di cabang balapan perahu naga. Di game ini pemain 

berperan sebagai salah satu kapal yang mengikuti balapan. Tujuan game ini adalah 

memenangkan pertandingan, mengumpulkan koin untuk membeli kapal. Pemain 

dapat memilih kapal yang digunakan untuk balapan setelah membeli menggunakan 

koin yang dikumpulkan. Fitur didalam game ini ada pemilihan map , pengaturan 

suara, bantuan (cara memainkan game), shop (membeli kapal). 

 

Kata Kunci: Teknologi, Android, Kapal, Game, Game Development Document 
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ABSTRACT 

Technological developments are increasingly rapid. This also affects the 

development of games, as evidenced by the emergence of games on various devices 

such as mobile phones, tablets, PCs and consoles. One of the devices used to play 

games is a smartphone with an Android operating system. Many game players can 

only play games without knowing how to make games. This research is how to make 

a game. 

Games are made using software unity engine, and visual studio to design 

images and program codes to run games. The software used to design is Adobe 

illustrator and Adobe Photoshop. The design of the game in this study uses the GDD 

(Game Development Document) which consists of High Concept Document, Game 

Treatment Document, Character Design Document, World Design Document, and 

Flowboard. 

Production of this game is inspired by the 2018 Asian Games sports event. 

Genre of this game is sports in the dragon boat racing branch. In this game the 

player was role as one of the ships that follows the race. The aim of this game is to 

win the game, collect coins to buy ships. Players can choose the ship after buying 

using collected coins used for racing. The features in this game are maps selection, 

sound settings, help (how to play the game), and shop (buy a ship). 

 

Keyword: Technologi, Android, Ship, Game, Game Development Document 

 

 

  


