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INTISARI 

 

 

Perkembangan teknologi saat ini semakin pesat, baik hardware maupun 

software atau game. Teknologi dibidang development juga berkembang pesat 

yang ditandai dengan munculnya berbagai engine yang mempermudah para 

developer untuk membuat aplikasi dan game yang sesuai keinginannya. Game 

merupakan salah satu salah satu industri besar di dunia saat ini. Perkembangan 

game begitu pesat dengan jenis yang beragam, mulai game yang hanya dapat 

dimainkan oleh satu orang saja hingga game yang dapat dimainkan oleh beberapa 

orang sekaligus. Menurut data asosiasi IP Development, Cipta Kreasi (CAKRA) 

pasar game Indonesia pada 2018 lalu mencapai US$1,13 Miliar.  

Penilitian ini menggunakan metode pengumpulan data dengan cara 

mengumpulkan jurnal yang berkaitan dengan penilitian, Metode pengembangan 

sistem yang digunakan pada game the last forest ini terdiri dari 6 (enam) tahapan 

yaitu, concept, design, material collection, assembly, testing, distribution. Game 

ini mulai dibangun menggunakan Game Maker Studio, dan metode pengujian 

menggunakan Alpha dan Beta.  

Berdasarkan uji coba dari segi fungsional game the last forest 

menggunakan Alpha dan Beta dapat disimpulkan bahwa game ini dapat berjalan 

dengan baik. 

Kata Kunci: Game, Side Scrolling, Game Maker Studio. 
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ABSTRACT 

Nowadays, Technology is evolving in overwhelming speed, both hardware 

and software or games. It also created a fast-growing market for Development 

sector which is characterized by the emergence of the various engine that making 

the game or app development easier for developers, according to their wish. The 

Game Industry today, develop into one of the biggest industries in the world. It 

has risen exponentially in the past few decades, with various features from single-

player games which are played alone, to multiplayer games that can be played by 

two or more people. According to data from the IP Development Association, 

Cipta Kreasi (CAKRA) the Indonesian game market in 2018 reached US$1.13 

billion. 

 This research uses data collection methods by collecting journals related 

to research. The development of Last Forest Game using methods which 

consisting of 6 (six) stages, which are concept, design, collecting material, 

assembly, testing, and distribution. This game began to be built using Game 

Maker Studio, and the testing method used Alpha and Beta. 

 Based on the result of functional game testing method using Alpha and 

Beta testing, it shows that The Last Forest Game works so well.  

Keyword: Game, Side Scrolling, Game Maker Studio. 

 

 

 

 

 


