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MOTTO 

 

 

“Follow Up Your Dream Become True” 

 

“Jangan Pantang Menyerah Walau Apapun yang Terjadi, Jika Kita Menyerah 
Maka Habislah Sudah”, (TOP) 

 

“Try not to become a man of success, but rather try to become a man of 

value”, (Albert Einstein) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

http://www.brainyquote.com/quotes/quotes/a/alberteins131187.html
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INTISARI 

 

Pengguna device yang mengusung sistem operasi Android di Indonesia 

mengalami pertumbuhan signifikan dalam setahun terakhir ini.Ada sejumlah 

faktor yang menopang meroketnya jumlah para pengguna Android di 

Indonesia.Misalnya device Android dengan harga terjangkau.Game Bulldozer 

merupakan salah satu game yang akan diimplementasikan pada smartphone 

berbasis Android.Setiap area permainan memiliki misi yang berbeda-beda.Jika 

Bulldozer jatuh dan meledak maka permainan berakhir.Tujuan penelitian ini yaitu 

membuat suatu game bulldozer bergenre racing.Fitur-fitur yang terdapat pada 

game ini yaitu pengatur layar,pengatur suara,skor tertinggi dan 5 area 

permainan.Metode penelitian yang digunakan yaitu metode pengembangan 

multimedia yang meliputi concept,design,material collocting,assembely,testing 

dan distribution.Perangkat lunak yang digunakan yaitu game maker studio dan 

menggunakan bahasa pemrograman GML  

 

Kata Kunci: Games ,Android ,gamemaker 
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ABSTRACT 

 

One's health is very important to be maintained with respect to the number 

of activities undertaken in modern times such as now. Someone has to keep the 

diet, level of activity, exercise and consult with your doctor to maintain and check 

the level of health. To maintain fitness and train one of them is by doing cardio 

exercises. Cardio exercise movement is aimed at spurring heart rate and burn 

calories. Then designed a system that aims to assistance in doing cardio exercises. 

Cardio trainer system is designed using the concept of gamification is in 

the making designed with game design techniques that are stored in a multi 

platform mobile applications. Users seemed to play a game whose aim is to 

improve fitness and health. By using gamification approach in making this 

application user as will be challenged to improve fitness and health. 

The system is expected to be petrified maintain and manage a healthy 

lifestyle and help obtain a more ideal body shape. In addition to the use of this 

system can be used to minimize cost consultation with a trainer. 

 

Keyword: Games ,Android ,gamemaker 

 

 

 

 

 

 

 

 

 

 

 

 

 


