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INTISARI 

Android merupakan sistem operasi berbasis open source dan 

menjadikannya sistem operasi mobile nomor satu di dunia. Namun, aplikasi game 

yang ada di android hasil kreasi bangsa sangat kecil jika dibandingkan dengan 

populasi pertumbuhan perangkat android di Indonesia. Beberapa kendala yang 

timbul dilapangan mengatakan: bahwa membuat game itu susah, membuat game 

harus mahir pemrograman dan membuat game membutuhkan biaya yang besar. 

Pada skripsi ini, penulis akan menguraikan bagaimana langkah-langkah 

membuat game, mendesain karakter game, mendesain background game, 

mendesain tileset serta mengimplementasikan desain game pada engine sehingga, 

game siap untuk dipublish dan bisa di gunakan pada perangkat android.  Semua 

pembutan game ini menggunakan tools gratis yang disediakan oleh unity engine. 

Game yang dihasilkan pada skripsi ini adalah game berjenis platformer 

“Ball-E Adventure” yang sudah siap produksi dan bisa didownload melalui play 

store pada perangkat android. Disamping itu, penulis juga akan tetap membuat 

game lebih lanjut agar pengguna dapat terus memainkannya dan memberikan 

saran agar menjadi pengembang game yang profesional.  

 

Kata-kunci: game,  aplikasi, analisis, perancangan, pembuatan, implementasi, 

android, unity, petualangan, ball-e. 
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ABSTRACT 

Android is an operating system based on open source and making it the 

number one mobile operating system in the world. However, the application of 

existing games in android result of the creation of the nation is very small when 

compared with the population growth in Indonesia android device. Some of the 

obstacles that arise in the field say that it is difficult to develop games, developing 

games must be adept at programming and develop games require huge costs. 

In this paper, the authors will describe how the measures to develop the 

game, the game character design, background design games, design and 

implement game design tileset on engines so, the game is ready to be published 

and can be used on android devices. All this game made using the free tools 

provided by the Unity engine. 

Game generated in this thesis is a platformer type games "Ball-E 

Adventure" which was ready for production and can be downloaded through the 

android play store on the device. In addition, the authors also will continue to 

develop the game further so that users can continue to play and give advice in 

order to become a professional game developer. 

 

 

Keywords: game, application, analysis, design, development, implementation, 

android, unity, adventure, ball-e. 

 

 

 

 

 

 

 


