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1. You miss every shot you don’t take.
- Wayne Gretzky

2. If you are depressed you are living in the past, if you are anxious you are living
in the future, if you are at peace you are living in the present.
- Lao Tzu

3. Never let the future disturb you. You will meet it, if you have to, with the same
weapons of reason which today arm you against the present.”
- Marcus Aurelius

4. Happiness depends on each person, if you think you're happy, then you must be
happy.
- Sakata Gintoki
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INTISARI

Merupakan salah satu jenis hiburan yang paling banyak dilakukan game seiring
dengan perkembangan teknologi , maka media yang dapat digunakan sebagai platform
akan selalu berubah mulai dari mesin arcade, personal computer, console dan
smartphone merupakan device yang paling banyak digunakan oleh manusia pada saat
ini sehingga penelitian pembuatan game berbasis android menjadi ilmu yang penting.

Pembuatan game menggunakan unity engine sebagai software dan visual studio
sebagai penggerak dan kombinasi antara berbagai komponen dan asset game dengan
menggunakan bahasa pemrograman C#. Software Adobe photoshop dan Aseprite
digunakan untuk merancang design bagian art. Metode perancangan game yang
digunakan yaitu GDD(Game Design Document) yang terdiri dari game overview, level
design, world design, user interface design, content design dan system design.

Crossing Line memilih genre arcade casual karena kemudahan cara bermain
game dari genre yang lain namun memiliki hasil yang sama yaitu sebagai media
hiburan, menggunakan android smartphone sebagai platform agar pengguna lebih luas.
user bermain sebagai eraser yang menghapus gambar pencil di setiap level dan harus
menghindari gambar gunting, untuk melanjutkan ke level selanjutnya harus menghapus
gambar paperplane. game ini dibuat singkat bertujuan untuk hiburan untuk everyone
sehingga bermain game lebih mudah.

Kata Kunci : Game, Unity , Android , C#.



xvi

ABSTRACT

One of many entertainment used by people is games although along with the
developement of technology, the media used to play games changes all the time from
the first use of Arcade Machine, Personal Computer, Console and Smartphone  which
is one of the latest device and most used by human these times then the research about
how to make a game with android as a platform is an important knowledge.

The software used to make the games in question is Unity Engine and Visual
Studio to move and combine all sort of component  and asset into a game through a
programming language known as C#. Another software used along with both of them
is Adobe Photoshop and Aseprite which is used to design art. One of the research
method used is GDD or Game Developement Document as a core component for
planning the game through software viewpoint it consist of game overview,level design ,
world design, user interface design, content design, and system design.

Crossing Line choose arcade casual as a genre which is easier to play than
other genre while having the same result of playing a game which is having fun, it also
uses android smartphone as a platform for broader audiences. user play as an eraser
where you need to erase a pencil drawing in each level of paper while you also need
to evade the moving scissor drawing, to go to the next stage you must erase the
paperplane drawing. This game is made short for the purpose of having fun so everyone
could play games with ease.

Keywords : Game, Unity, Android , C#.
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