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INTISARI

Tujuan dari penelitian ini adalah merancang sebuah game balap mobil dan
mengimplementasikan metode sistem wayvpoint kepada game tersebul dengan

(Game Development Life
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ABSTRACT

The pupose of thiy research is to designed a car racing game and implement af
waypaint system method to the game with theme “Reshinguka ™ and determine the.
level of feasibility of the game in terms of appearance and experience.

The: rescarch method used ix GDLC [Game Devilopment Edfe Crole). GDLC

' ian, Production, Testing. Beta,
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