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ABSTRACT

Eska Pratama Dian Kurniawan. 2014. Development of Role Playing Game
(RPG) “The March Exodus” using RPG Maker VX Ace engine. Diploma 111
Informatics Engineering Program, Faculty of Mathematics and Natural
Science, Sebelas Maret University.

Game is a computer entertainment which the development are growing
g%iting genres sUCH a8 tion, FPS, RPG and arcade.
ﬁocused on_the main character which

player side. In this

rapidly with the numbe 0

Role Playing Game or

‘_'_ is a
in Mlﬂed

The method is used to collect data by observation, gathering and recording

can be develop 4

study, author de\ laker VX Ace game

engine for i

of RPG Maker VX Ace game engine. The game development is using several
stage such as establishing concept and story line, design the game until testing the
game that the game system has been crated based on the objective of it’s
development.

-

“The March Exodus” RPG Game has been successfully created and the
player can developing the main character of this game according the player side.
Player also expected can increase the problem solving in this game. The game is
excepted to explain the outline of college on the Informatics Engineering in
Faculty of Mathematics and Natural Science Sebelas Maret University.

Keyword : Game, Role Playing Game, college, RPG Maker.



ABSTRAK

Eska Pratama Dian Kurniawan. 2014. Pembuatan Game RPG “The March
Exodus” Menggunakan Engine RPG Maker VX Ace. Program D3 Teknik
Informatika, Fakultas Matematika dan Ilmu Pengetahuan Alam, Universitas
Sebelas Maret Surakarta.

Game merupakan istilah _permainan di dalam komputer dan

perkembangannya Kini juga semaki aimbanyaknya genre-genre yang

disingkat RPG
yang dapat berke

sendiri. Pada pel

pembuatan game.

Game RPG “The March Exodus” telah berhasil dirancang dimana pemain
dapat melakukan pengembangan sendiri terhadap karakter yang dimainkan.
Permainan ini juga diharapkan dapat menigkatkan kemampuan pemain untuk
memecahkan masalah-masalah di dalam game. Dengan adanya permainan ini
diharapkan dapat menggambarkan secara garis besar proses perkuliahan yang

terjadi di dalam teknik informatika universitas sebelas maret surakarta.

Kata kunci : Game, Role Playing Game, perkuliahan, RPG Maker.



MOTTO

“Puncak bukanlah tujuan utama melaikan tujuan utama adalah Pulang...-  -”

(Josua Rian Adinda)

baik merubah diri sendiri dari

-

@ A9
utranto %

hal-hal kecil, seperti membereskan hﬁl-% kecil disekitar kita dan bernafas

(Angga Kristianto)
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