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INTISARI

Dalam dunia IT, teknologi dibidang game sangat berkembang. Game bukan
hanya dikembangkan untuk kebutuhan hiburan sgja. Banyak game yang
dikembangkan sebagal sarana promosi- maupun pendidikan. Game sendiri bisa
dibilang sebuah fasilitas yang harus ada pada setiap gadget baik handphone, tablet
maupun notebook.

Di Indonesia sendiri perkembangan industri game sedang marak-maraknya.
Banyak komunitas maupun perusahaan game muncul. Hal ini dikarenakan pasar
game di Indonesia cukup luas dan banyak peminatnya.

Game endless runner ini akan dibuat menggunakan Unity Engine dan C#
sebagal bahasa pemrogramannya. Unity dipilih karena mampu menghasilkan game
untuk berbagar macam platform seperti Windows, 10S, Android, Blacberry, Web
bahkan Xbox 360.. Sehingga jika suatu saat nanti game ini ingin dikembangkan ke
berbagai platform, tidak perlu melakukan pembuatan ulang.

Kata Kunci : Game, Endless Runner, Unity, C#
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ABSTRACT

In the world of IT, technology in games is growing. Game not only devel oped
for entertainment only. Many games were developed as a means of promotion and
education. Game itself is arguably a must-have feature on every kind gadget mobile
phones, tablets and notebooks.

In Indonesia the development of the gaming industry is booming-proliferation.
Many community and game companies appear. Thisis because the gaming market in
Indonesia is quite extensive and much demand.

This endless runner game will be created using the Unity Engine and C # as
the programming language. Unity selected because it Is able to produce games for
various platforms such as Windows, 10S, Android, Blackberry, Web and even the
Xbox-360. So if one day this game will be developed into a variety of platforms, do
not need to do a remake.

Keywords : Games, Endless Runner, Unity, C#
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