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ABSTRACT

Dennis Putra Kuswanda, 2015. DEVELOPING 2D GAME "INDONESIA FOR
VICTORY™ USING UNITY. DIl 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 supeg-human ability, machine or sophisticated
robots, etc. Games can b 3d for :
develop a game which /g
struggle during the Japé

The flow of
depiction of the




ABSTRAK

Dennis Putra Kuswanda, 2015. PEMBUATAN GAME 2D “INDONESIA FOR
VICTORY” MENGGUNAKAN UNITY. Program DIIl Teknik Informatika.

Fakultas Matematika dan Illmu Pengetahuan Alam. Universitas Sebelas Maret
Surakarta.

Bermain game merupakan salah satu cara untuk menghilangkan kebosanan
maupun stress dari aktivitas sehari-hagi. Macam game semakin banyak seiring
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