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ABSTRAK

Kevin / 55190166 / Perancangan dan Pembuatan Online Action Strategy Game Berbasis
Android Menggunakan Unity / Sigit Birowo S.Kom., M.Kom.

Kemajuan teknologi  telah memberikan banyak manfaat,  antara  lain berkembangnya
perangkat komunikasi multiguna seperti ponsel cerdas yang mampu memberikan fungsi
hiburan,  termasuk game mobile. Industri game mobile  di  Indonesia  berkembang pesat,
dengan game action strategy menjadi genre yang paling populer di seluruh dunia. Namun,
kurangnya game  action  strategy dengan  fitur online  di  pasar,  mengarahkan  kepada
perancangan dan pembuatan  game action strategy dengan fitur online  berbasis Android
menggunakan Unity.

Unity adalah perangkat lunak pengembangan  game gratis yang menyediakan banyak
package  untuk membantu pengguna membuat  aplikasi  game, dan permintaan tinggi  di
kalangan pengembang game.

Penelitian ini dilakukan dengan metode kualitatif dan metode pengembangan iteratif.
Teknik pengumpulan data yang digunakan observasi langsung serta studi pustaka dari buku
dan  jurnal  yang  dapat  menjadi  referensi  mengenai  perancangan  dan  pembuatan  action
strategy game dengan fitur online menggunakan Unity.

Perancangan  dan  pembuatan  game  meliputi  perancangan  arsitektur  game,  use  case
diagram,  use  case  description  activty  diagram,  sequence  diagram, perancangan  dan
implementasi  aplikasi  game.  Hasil  berupa aplikasi  game  berbasis  Android dengan fitur
online.

Aplikasi  game  yang telah dihasilkan ini bertujuan untuk menjadi solusi atas masalah
kurangnya aplikasi  game dengan genre action strategy dan memiliki fitur online di pasar
dan masyarakat umum.

Kata Kunci: Unity, Android, Action Strategy Game, Online
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ABSTRACT

Kevin / 55190166 / Design and Development Of Android Based Online Action Strategy
Game Using Unity / Sigit Birowo S.Kom., M.Kom.

Advances in technology have provided many benefits, including the development of
multipurpose communication devices such as smartphones that are capable of providing
entertainment functions, including mobile games. The mobile game industry in Indonesia
is growing rapidly, with action strategy games being the most popular genre worldwide.
However, the lack of action strategy games with online features on the market has led to
the  design  and  development  of  action  strategy  games  with  online  features  based  on
Android using Unity.

Unity is a free game development software that provides many packages to help users
create game applications, and is in high demand among game developers.

This  research  was  conducted  using  qualitative  methods  and  iterative  development
methods.  Data  collection  techniques  used  direct  observation  and  literature  study  from
books and journals which can be used as references regarding the design and development
of action strategy games with online features using Unity.

Game design and development includes game architecture design, use case diagrams,
use case descriptions, activity diagrams, sequence diagrams, design and implementation of
game application. The result is an Android-based game application with online features.

The game application that has been developed aims to be a solution to the problem of
the lack of game applications with the action strategy genre and having online features in
the market and the general public.

Keyword: Unity, Android, Action Strategy Game, Online
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