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MOTTO 

 

"A pessimist sees the difficulty in every opportunity, an optimist sees the 

opportunity in every difficulty" 

Winston Churchill 

 

"Develop success from failures. Discouragement and failure are two of the 

surest stepping stones to success" 

Dale Carnegie 

 

"If you do what you’ve always done, you’ll get what you’ve always gotten" 

Tony Robbins 

 

"Life is like DOTA, sometimes you’ll need a support, sometimes you’ll be the 

support" 
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INTISARI 

 

Salah satu jenis game menurut genre-nya yaitu Shooting Game adalah 

sebuah permainan tembak-tembakan atau hajar-hajaran, atau tusuk-tusukan, atau 

tergantung cerita dari permainan tersebut. Untuk memainkan Shooting Game ini 

diperlukan kecepatan refleks, koordinasi mata dan tangan, juga timing. Game ini 

sebuah permainan, seni dan keterampilan praktis dengan menembak target (atau 

range) menggunakan busur dan anak panah. Pada saat ini, memanah adalah salah 

satu olahraga yang agak populer. 

Permainan ini memiliki 3 area permainan yang berbeda. Target panah setiap 

area juga berbeda, pada area pertama target panah adalah rusa, target area kedua 

banteng, dan area ketiga adalah serigala. Pemain dapat memainkan suatu area jika 

sudah menyelesaikan target pada area sebelumnya. Masing-masing area memiliki 

target skor dimana skor diperoleh dari titik sasaran pada target. Misal leher, perut 

dan kaki memiliki skor yang berbeda. 

Metode penelitian yang digunakan yaitu metode pengembangan multimedia 

yang meliputi concept, design, material collecting, assembly dan testing. Perangkat 

lunak yang digunakan yaitu Game Maker Studio dan menggunakan bahasa 

pemrograman Game Maker Language. 

 

Kata Kunci: Game, Shooting Game, Game Maker Studio, Game Maker 

Language. 
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ABSTRACT 

 

 One type of game from the genre that is Shooting Game. Shooting Game is 

a game of shooting or beat-chastening, or skew er-stick, or depending on the story 

of the game. To play this game need a shooting speed of reflexes, hand-eye 

coordination, as well as timing. The game is a game, art, and practical skills by 

shooting a target (or range) by using a bow and arrow. At the moment, archery is 

one of popular sport. 

 The game has 3 different areas. Arrow target each area is different, the first 

target area is a deer, the second area target is a bull, and the third target area is a 

wolf. Players can play to next area if it has completed the target in previous area. 

Each area has a target score where the scores obtained from the target point on 

the target. For example the neck, abdomen and legs have a different scores. 

 The method used is the method of multimedia development that includes the 

concept, design, material collecting, assembly and testing. The software used is 

Game Maker Studio and using programming languages Game Maker Language. 

 

 

Keywords: Game, Shooting Game, Game Maker Studio, Game Maker Language. 

 

 

 

 


