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MOTTO 

 

• Today Achievement is Yesterday Struggle and Tommorow Motivation. 

• Achieving the Goal is Nothing, The Getting There is Everything. (Jules 

Michelet)  

• Gratitude Take Less Energy Than Anger. (Kristin Cashore) 

• The Task of Modern Educator is Not to Cut Down the Jungle, But to 

Irrigate Desserts. (C.S Lewis)  
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INTISARI 
 

Berbagai macam genre game sudah ada di dunia, salah satunya adalah 

game bertipe Platform, game jenis ini yang mana pemain diharuskan untuk 

melompat antar Panggung (Platform), melalui berbagai Rintangan (Obstacle), 

agar pemain dapat terus bertahan hidup dan melanjutkan permainan hingga 

menuju level berikutnya.  

Game jenis ini mempunyai berbagai macam mekanisme permainan seperti 

melompat lebih tinggi dengan bantuan objek seperti Trampolin, mengalahkan atau 

membunuh AI musuh (Artifical Intelligent Enemy) menggunakan senjata atau 

Lingkungan Sekitar (Environment) yang ada pada game, game tersebut nanti akan 

dikembangkan dengan kecepatan game yang terasa agak cepat dan menguji reflek 

dari pemain yang memainkannya, game ini berjenis 2D yang mana nantinya akan 

dibuat menggunakan Unity dan Asset yang tersedia pada Unity Store.  

 

Kata Kunci:   Video Game, Unity, Pembuatan, Kecerdasan Buatan, Pathfinding. 
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ABSTRACT 

 A widely varieties of game genre already exist in the world, one of them is 

a platform game-type, this type of game in which players are required to jump 

between the Platform, through various Obstacle, so that players can survive and 

continue the game to the next level.  

This type of games have a wide variety of game mechanics such as 

jumping higher with the help of an object such as trampoline, beat or slay the 

enemy AI (Artifical Intelligent enemy) using a weapon or Environment that exist 

in the game, I will the develop the game with fast phase feel in-game and the 

player reflect will be tested, this game is 2D based, which will be made using 

Unity and the asset that available at Unity Store. 

 

Keyword: Video Game, Unity, Production, Artifical Intelligence, Pathfinding 
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