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MOTTO 

“Habiskan jatah gagalmu ketika kamu masih muda.” (Dahlan Iskan) 

“Anak muda memang minim pengalaman, karena ia tak tawarkan masa lalu, anak 

muda menawarkan masa depan.” (Anies Baswedan) 

“Tak perlu seseorang yang sempurna, cukup temukan orang yang selalu 

membuatmu bahagia dan membuatmu berarti lebih dari siapa pun” (B.J. Habibie) 

“Don't limit yourself. Many people limit themselves to what they think they can 

do. You can go as far as your mind lets you. What you believe, remember, you can 

achieve.” (Mary Kay Ash) 

In every life we have some trouble, but when you worry, you make it double. 

(Unknown) 

“Just because most don‟t make it, doesn‟t mean you can‟t” (Unknown) 
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INTISARI 

Pada penelitian ini membahas tentang perancangan dan pembuatan game 

Tubars berbasis Android. Yang dimaksud Tubars adalah dua buah batang sabun. 

Pengguna harus mengendalikan 2 buah batang sabun secara bersamaan untuk 

menghindari rintangan dan harus mendapatkan poin yang muncul. 

Game ini bisa dikategorikan sebagai endless game. Karena pengguna 

hanya perlu mengumpulkan poin sebanyak- banyaknya sampai karakter yang 

dikendalikan pengguna pada game ini melakukan kesalahan atau menabrak 

rintangan atau melewatkan poin. Untuk mengendalikan sabun pengguna perlu 

mengetukkan jari pada layar ponsel. Masing-masing karakter memiliki jalur 

tersendiri sehingga rintangan yang dilewati juga berbeda. 

Metode yang digunakan yaitu pengembangan multimedia yang meliputi 

concept, design, material collecting, assembly, testing, distribution. Tetapi pada 

penelitian ini hanya sampai pada tahap testing karena keterbatasan lisensi 

software yang digunakan. Perangkat lunak yang digunakan yaitu Game Maker: 

Studio serta beberapa perangkat lunak pendukung yang digunakan seperti 

CorelDraw X7, android SDK (Software Development Kit), dan NDK (Native 

Development Kit). 

Keywords: Android, permainan, permainan mobile, permainan android, 

permainan yang tidak memiliki akhir, Game Maker Studio.  
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ABSTRACT 

In this study discusses the design and manufacture of gaming Tubars 

Android. What is meant Tubars are two bars of soap. Users should control rod 2 

pieces of soap simultaneously to avoid obstacles and must earn points that 

emerged. 

This game can be categorized as an endless game. Because the user only 

needs to collect points as much as possible to the user-controlled character in this 

game make mistakes or hitting obstacles or missed points. To control user soap 

needs tapped a finger on the phone screen. Each character has its own path so 

impassable obstacles are also different. 

The method used is the development of multimedia which includes the 

concept, design, collecting materials, assembly, testing, distribution. But in this 

study only reached the stage of testing due to the limited license to use the 

software. The software used is Game Maker: Studio as well as some support 

software that is used as CorelDraw X7, android SDK (Software Development 

Kit), and NDK (Native Development Kit). 

Keywords: Android, games, mobile games, android games, endless game, Game 

Maker Studio. 

 

 

 

 


