
The Faculty of Information Technology  

 

vi                   Universitas Kristen Maranatha 

ABSTRACT 

 

 These computer games are becaming one of the entertainment that is thought 

after by public. Development of game from type of game is growing, because games are 

increasingly draws public. There is 7 type game based on the genres, Action, Adventure, 

Construction and management simulation, Life simulation, RPG (Role Playing Game), 

Strategy, and Vehicle simulation. Every type game has each excellence and insuffiency, 

and from that is writer tries makes game with new concept and unique. Sees type game 

Strategy and RPG (Role Playing Game) which is enough popular, and through this 

research expected able to be developed concept game merging it is both types of game. 

This game developed by using Adobe Flash CS 3 because this software has ability of 

graphic and result from this software doesn't require resource high to implement it. 
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ABSTRAK 

 

 Sekarang ini game merupakan salah satu media hiburan yang banyak diminati 

oleh masyarakat. Perkembangan game dari jenis-jenis game yang begitu pesat, 

menyebabkan game semakin menarik banyak masyarakat. Terdapat 7 jenis game 

berdasarkan generasinya. Ketujuh jenis game itu adalah Action, Adventure, Construction 

and management simulation, Life simulation, RPG (Role-playing game), Strategy, dan 

Vehicle simulation. Setiap jenis game memiliki keunggulan dan kekurangan masing-

masing, maka dari itu penulis berusaha membuat game dengan konsep yang baru dan 

unik. Melihat jenis game Strategy dan RPG (Role Playing Game) yang cukup popular, 

maka melalui penelitian ini diharapkan dapat dikembangkan konsep game yang 

menggabungkannya kedua jenis game tersebut. Game ini dikembangkan dengan 

menggunakan Adobe Flash CS 3 karena software ini memiliki kemampuan grafik yang 

baik, selain itu hasil dari software ini tidak membutuhkan resource yang tinggi untuk 

menjalankannya. 

 

Kata Kunci: Strategy Game, Role Playing Game (RPG), Adobe Flash CS 3 
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