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MOTTO 

 

“You don’t need to be strong to beat a powerful figure, you just need to outsmart 

them.” 

Jack Durango 

 

“White collar criminal are the worst. They can be untouchable sometimes.” 

Elsa Durango 

 

“When you plan to destroy powerful figures, destroy their foundation first. Soon 

they will realize they were alone, abandoned by their fallen comrade.” 

James O’Connell 

 

“Doesn’t matter if it’s big and powerful or small and agile if you got no skills, 

then you’ll never reach your destination.” 

Oliver Kane 

 

“Criminal or not, it doesn’t matter. What matter is, the choice that you made.” 

Ayase Yuuki 
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INTISARI 
 

Game balapan, telah ada sejak awal mula video game muncul. Pada 

awalnya, game balapan diletakkan di bawah kategori olahraga. Namun, seiring 

berkembangnya video game, game balapan kini tidak hanya dalam kategori 

olahraga tetapi juga di tempatkan di genre Action-Adventure (kebanyakan Open 

World), simulasi, dan masih banyak lagi yang kadang dikombinasikan dengan 

genre kriminal yang membentuk semacam game kejar-kejaran antara polisi-

penjahat tapi sering dikritik karena konten kekerasan yang ada dan beberapa 

masalah lainnya. 

Contoh yang paling tepat dari game kriminal yang masih bersama kita hari 

ini adalah seri Grand Theft Auto and seri Driver. GTA lebih ditujukan kepada 

pembangunan karir criminal sementara Driver lebih ditujukan kepada mengemudi 

kendaraan. Namun dengan standar saat ini, genre ini sering dianggap monoton. 

Jadi itulah sebabnya, kenapa permainan Durango dibuat berdasarkan dari 

seri Driver untuk membuatnya lebih condong ke arah mengemudi sementara 

dikombinasikan dengan level musik di Rayman Legends untuk membuat game ini 

menjadi lebih menarik. 

Keywords – Racing, Action-Adventure, Music oriented, Game. 
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ABSTRACT 

 

Racing game, has been around since the early age of video games. At first, 

Racing game is went under sports category. However, as the video games genre 

become evolved, the Racing games is now not only under sports category but also 

under Action-Adventure (Mostly open world), simulation, and lot more which 

sometimes, it combined with criminal genre to formed law and order games but 

sometimes criticized due to gory image and some other problems. 

The good example of Criminal Racing games that still with us today is 

Grand Theft Auto series and Driver series. GTA is more criminal oriented while 

Driver is more driving oriented. However by today’s standard, these often became 

too monotonous. 

So that’s why, game Durango is created based from Driver series to make 

it more driving oriented while combined with Rayman Legends music level to make 

the game more interesting. 

Keywords – Racing, Action-Adventure, Music oriented, Game. 


