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ABSTRACT

Herlyn Striyani, 2014. THE MAKING OF HTML5 BASED
SEASON 1:PENCARIAN SENJATA GAME USING CONSTRUCT 2. 3rd 
Diploma Program of Information Engineering, Faculty of Mathematics and 
Natural Sciences. Sebelas Maret University.

HTML5 is used by developer to create games that are played by the most 
recent browsers. There is no need to install an application, the user only connect 
to the Internet and already has a browser. Various features of HTML5 can 
provide better user experience, as well as remove barriers between online desktop 
application. In this study, the game is developed based on HTML5 to lift Timun 
Emas Season 1:Pencarian Senjata using Construct2 engine.

The method of data collection is done by observing, recording and 
searching for information on the type of browser game of HTML5 adventure 
game. At this stage of development there are several steps such as game design, 
character design, until the test phase in which the control system was established 
based on the purpose of the game. There are 4 levels of gameplay, the player must 
collect different weapons: cucumber seeds, needles, salt and shrimp paste.

Game " Timun Emas Season 1:Pencarian Senjata was succesfully designed 
based on a story about Timun Emas . By the presence of traditional story, it is 
expected that player can play the game many times. The game is also expected to 
improve education in the preservation of Indonesian culture, especially regarding 
regional folklore.

Keywords : Game, Cultural, HTML5, Folklore
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ABSTRAK

S SEASON 
BERBASIS HTML5 MENGGUNAKAN 

CONSTRUCT 2. Program Diploma III Teknik Informatika. Fakultas 
Matematika dan Ilmu Pengetahuan Alam. Universitas Sebelas Maret 
Surakarta.

HTML5 dimanfaatkan para pengembang untuk menciptakan game yang 
dimainkan melalui browser terkini. Tak perlu memasang aplikasi, pengguna 
hanya butuh terkoneksi dengan internet dan sudah memiliki browser. Berbagai 
fitur dari HTML5 dapat memberikan user experience yang lebih baik, serta 
menghilangkan batasan antara online dan desktop apps.  Pada penelitian ini 
dikembangkan sebuah game yang berbasis HTML5 dengan mengangkat cerita 
rakyat Timun Emas yang dikembangkan menggunakan game engine Construct 2.

Metode pengumpulan data yang dilakukan melalui pengamatan, pencatatan, 
dan pencarian informasi tentang game browser HTML5 berjenis petualangan. 
Pada tahap pembuatan game dilakukan beberapa tahap seperti perancangan desain 
permainan, desain karakter, hingga tahap uji coba di mana pengujian sistem telah 
dibuat berdasarkan tujuan pembuatan game. Game ini terdapat 4 level, pemain 
harus mengumpulkan dengan berbagai senjata yaitu biji mentimun, jarum, garam 
dan terasi.

Game
dimana di bagian perpindahan level terdapat cerita tentang Timun Emas. Dengan 
adanya cerita ini diharapkan pemain dapat memainkan game ini dengan berulang 
kali. Permainan ini juga diharapkan dapat menambah edukasi dalam hal 
pelestarian budaya Indonesia khususnya mengenai cerita rakyat daerah.

Kata kunci : Game, Budaya, HTML5, Cerita Rakyat
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