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INTISARI

Semakin berkembangnya smartphone membuat perkembangan game mobile
juga ikut berkembang pesat. Hal tersebut membuat game menjadi hiburan yang sangat
digemari masyarakat pada saat ini. Selain menghibur game juga dikategorikan menjadi
bebeapa genre, baik itu game 2D maupun game 3D.

Game yang berjudul “Papan Seluncur” merupakan game 2D yang bergenre
Endless Runner, game_.ini bersifat single player jadi pemain diharapkan mampu
melewati berbagai rintangan yang menghalangi dan menggambil poin (skor), game ini
dimainkan memalui sentuhan ke layar handphone. Semakin lama memainkan game
maka semakin banyak juga mendapaktkan poinnya. Perangakat yang digunakan dalam
pembuatan game ini adalah Adobe Air.

Dalam perancangandan pembuatan game 2D “Papan Seluncur”, akan
dijelaskan tentang pembuatan game 2D ini. Untuk pembuatan asset seperti karakter
utama, halangan (obstacles), latar belakang background ini menggunakan perangkat
lunak Coreldrdaw dan Photoshop. Dan untuk mengimplementasikannya kedalam game
menggunakan Adobe Air.

Kata Kunci: Endless Runner, Adobe Air, Game
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ABSTRACT

The growing development of smartphones makes the development of mobile
games also grow rapidly. This makes the game an entertainment that is very popular
with people at this time. Besides entertaining games, it is also categorized into several
genres, both 2D and 3D games.

The game entitled "Skateboard™ is-@a 2D game that is genre of Endless Runner,
this game is a single player so players are expected to be able to pass various obstacles
that block and take points (score), this game is played through touching the mobile
screen. The longer you play the game, the more points you get. The items used in
making this game are Adobe Air.

In designing and making 2D games "Skateboard™, we will explain about making
this 2D game. For making assets such as the main characters, obstacles, the
background of this background uses CorelDaw software and Photoshop. And to
implement it into the game using Adobe Air.

Keywords: Endless Runner, Adobe Air, Game
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