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ABSTRACT 

 

Dennis Putra Kuswanda, 2015. DEVELOPING 2D GAME "INDONESIA FOR 

VICTORY" USING UNITY. DIII Program of Informatics Engineering. Faculty of 

Mathematics and Sciences. Sebelas Maret Surakarta University. 

Playing games is one way to relieve from boredom and stress of daily 

activities. Many kind of games are available because of rapid technology 

development, such as game with super-human ability, machine or sophisticated 

robots, etc. Games can be used for educational purpose too, hence the author try to 

develop a game which giving knowledge about history of Indonesian people’s 

struggle during the Japanese occupation 

The flow of the game design start with a storyboard and then designed the 

depiction of the character, background and obstacles. The completed game 

depictions of supporting elements then applied to the game engine. The game is built 

using C # programming language with the Unity software. 

The results of this research is desktop base game entitled “Indonesia for 

Victory” with 2D display. This game is played by one person and has 5 levels of 

difficulty. The genre of this game is adventure game. 

 

Keywords: 2D Games, Adventure, Unity 
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ABSTRAK 

 

Dennis Putra Kuswanda, 2015. PEMBUATAN GAME 2D “INDONESIA FOR 

VICTORY” MENGGUNAKAN UNITY. Program DIII Teknik Informatika. 

Fakultas Matematika dan Ilmu Pengetahuan Alam. Universitas Sebelas Maret 

Surakarta. 

Bermain game merupakan salah satu cara untuk menghilangkan kebosanan 

maupun stress dari aktivitas sehari-hari. Macam game semakin banyak seiring 

majunya teknologi, dari game dengan tema manusia super, mesin atau robot canggih 

dan lain-lain. Game juga dapat digunakan sebagai media pembelajaran, dari keadaan 

tersebut penulis mencoba membuat game dengan tema pendidikan untuk memberikan 

pengetahuan tentang sejarah perjuangan Indonesia pada masa penjajahan Jepang 

Alur perancangan game dibuat dari storyboard dan kemudian dirancang 

penggambaran karakter, latar game dan rintangan yang dilewati. Penggambaran unsur 

pendukung game yang sudah selesai kemudian diterapkan pada game engine. Game 

ini dibangun menggunakan bahasa pemrograman C# dengan software Unity. 

Hasil penelitian ini telah menghasilkan game berjudul “Indonesia for 

Victory” dalam tampilan 2D. Game ini dimainkan oleh 1 orang dan mempunyai 5 

level rintangan. Genre dari game ini adalah game petualangan. 

 

Kata kunci: Game 2D, Adventure, Unity 

 

 

 

 

 

 

 

 

 

 

 

 

 



perpustakaan.uns.ac.id digilib.uns.ac.id 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

commit to user 

 
 

vi 
 

MOTTO 

 

 

 

 

 

“DIFFErEnt pEoplE valuE DIFFErEnt tHInGs” 

 

 

(Dennis putra kuswanda) 

 

“opEn Your MoutH onlY IF wHat You arE GoInG to saY Is MorE 

BEautIFul tHan sIlEnCE” 

 

 

     (ANONIM) 
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