
 

 

ABSTRAK 

 

Asymmetrical game merupakan game di mana setiap orang belum tentu memainkan 

game dengan gameplay yang sama. Dalam game cooperative asymmetrical player di 

tantang untuk memadukan tugas dan kekuatan yang dimiliki tiap orang untuk 

menyelesaikan suatu tantangan. Karena perbedaannya tugas tugas yang dimiliki maka 

koordinasi dan kerja sama menjadi lebih penting dibanding permainan cooperative 

lain. Dengan mengembangkan game Asymmetrical cooperative multiplayer dimana 

dua team harus bertanding melawan 1 sama lain. Player di setiap team akan ditantang 

untuk bekerja sama melawan team lain. Dengan menggunakan unity game engine 

pembuatan multiplayer game dapat dilakukan dengan atribut-atribut yang telah 

dimiliki engine tersebut. 

 

Kata kunci: Unity, Asymmetrical, Cooperative Multiplayer. 

  



 

 

 

ABSTRACT 

Asymmetrical game is a game where the people playing it may not have the same gameplay 

as other people playing the game. In Asymmetrical Cooperative game Player are 

challanged to use their difference to achive a goal. Because of the different Gameplay and 

ability, cooperation become a key factor in winning a game. Developing a asymmetrical 

cooperative multiplayer game where 2 team have to compete with each makes so that each 

player have to cooperate with their teammate to defeat the opossing team. Using Unity 

game engine which already have Unity Networking (Unet) we can make a game using the 

attribute that unity already give. 
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