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Motto 

” everything gonna be fine as long as you do your best” 

” everything can be solved” 

” just do your best even everyone say your work is trash ” 
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INTISARI 

 

Perkembanagan pembuatan game samakin hari semakin berkembang, 

berbagai software untuk perancangan game bermunculan dan peningkatan 

kualitas game terus terjadi berbagai fitur baru pada game juga terus bertambah 

para developer game kini terus bersaing untuk menarik perhatian penghobi game. 

Salah satu software pembuatan game adalah Unreal. 

Pada penelitian ini penulis mencoba merancang game dengan Unreal dan 

VroidStudio untuk memberikan gambaran pembuatan game dengan unreal, dan 

masalah-masalah apa saja yang terjadi saat pembuatan game menggunakan 

unreal. 

Aplikasi yang dihasilkan berbentuk prototype base-on desktop yang 

ditujukan untuk memberikan gambaran kepada programmer dalam membangun 

game ini. 

 

Keyword: Unreal, VroidStudio, Game  
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ABSTRACT 

 

Developments have made the game grow more and more, various software 

for game design have sprung up and improved the quality of the game. Various 

new features in the game also continue to improve. Game developers are now 

constantly competing to attract the attention of game hobbyists. One of the game 

making software is Unreal.  

In this study the author tries to discuss the game with Unreal and 

VroidStudio to provide an overview of making games with Unreal, and what 

problems occur when making games using Unreal.  

The resulting application is in the form of a desktop-based prototype that 

is designed to provide assessments to programmers in building this game. 

Keyword: Unreal, VroidStudio, Game  
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