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MOTTO

“So verily with the hardship there is relief. Verily with the
hardship there is relief.”

(Q.S Al Insyirah : 5-6)

“The only way to do great work is to love what you do. If you
haven’t found it yet, keep looking. Don’t settle. Ass with all
matters of the heart, you’ll know when you find it.”

(Steve Jobs)

“The programmers of tomorrow are the wizards of the future.
You're going to look like you have magic powers compared to

everybody else.”
(Gabe Newell)
“Gaming is anytime, anywhere.”
(Monica Nixia Carolina)
“When the time is right, i’ll strike.”

(Guntur Glociraptor Noviandaru)
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INTISARI

Di era internet mobile, seperti sekarang, game sangatlah diminati di dalam
kehidupan kita. Game merupakah aplikasi yang tidak asing lagi bagi masyarakat
dari segala lapisan. Dari perangkat mobile, berbagai game yang dapat dimainkan
oleh mereka pecinta game, baik itu oleh para pemain professional, atau pun
mereka yang hanya ingin menghabiskan waktu luang.

Oleh janji kesempatan, pengembang game semakin bersaing dalam
menciptakan permainan untuk memenuhi keinginan pengguna. Jika dilihat lagi,
kesempatan tidak hanya terbuka untuk pengembang berskala besar. Pemula juga
memiliki kesempatan untuk berpartisipasi dalam penciptaan dan pengembangan
permainan yang menarik dan menyenangkan.

Game “Devil’s Adventure” dibuat menggunakan software Scirra Construct
2
Kata kunci : Game, Perancangan Game, Game Mobile, Android, Construct 2.
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ABSTRACT

In the era of mobile internet, as now, game is in great demand in our lives.
Game is an application that is not familiar to the people of all walks of life. From
mobile devicesm a variety of games can be played by those game lovers, by the
professional gamer, or those who simply want to spend leisure time.

By the promise of opportunity, the. game developers are increasingly
competing in creating a game to meet the wishes of the user. If seen again, the
opportunity is not_only open to the game developers with large scale. The
beginner also had the opportunity to participate in the creation and development
of an attractive and enjoyable game.

Game “Devil’s Adventure” was created using scirra construct 2 software.
Keywords : Game, Game Design, Mobile Game, Android, Construct 2.
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