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ABSTRAK 

Pada era modern ini, kemajuan teknologi semakin pesat dan memunculkan berbagai 

alat maupun fasilitas yang mendukung pekerjaan dan kegiatan manusia, termasuk 

kebutuhan akan hiburan. Saat ini, banyak pilihan hiburan yang menjadi selingan 

ditengah kepenatan manusia, salah satunya yaitu video game. Para pemain video 

game ini biasa kita sebut dengan istilah Gamers. Gamers biasanya memiliki sifat 

yang santai, mereka suka bermain, menyukai hal yang membuat mereka nyaman. 

Ketika mereka merasa nyaman dan bermain game, mereka biasanya akan lupa 

waktu dan bahkan lupa makan. Terkadang jika sudah ‘asyik’ bermain game, mereka 

malas mencari makan di tempat yang jauh, bahkan jika memungkinkan mereka 

akan senang jika bisa makan sambil bermain. Untuk menunjang fasilitas yang 

dibutuhkan oleh para gamers ini, peneliti membuat game center. Konsep dari game 

center ini pun akan menggabungkan tipe game yang sangat diminati oleh gamers 

seperti MOBA (Multiplayer Online Battle Arena), FPS (First Person Shooter), dan 

MMORPG (Massive Multiplayer Online Role Playing Game). 

Kata Kunci : Video game, gamers, moba, fps, mmorpg, konsep, game center, desain 
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ABSTRACT 

In this modern, technology has been advance very fast and bring up new tools or 

facilities that support human work and activities including need of entertainment. 

This day, there are many entertainment choices that can be used when human was 

got a lot of stress from work or other. One of it is video game. The user that play 

video game usually named gamers. Gamers characteristic normally is relax person, 

love to play video game, like many other things that make them comfortable. When 

they feel comfortable and play game, they normally forget about the time and often 

forget to eat. Sometimes, when they have fun with video game they are to lazy to 

search for food to eat in the long distance place, even if possible they really happy 

if they can eat while they play video game. To support their needs, facility is needed, 

so researcher want to create a game center to support their facilities. Concept from 

this game center will combine 3 type of game that gamer normally play, such as 

MOBA (Multiplayer Online Battle Arena), FPS (First Person Shooter), and 

MMORPG (Massive Multiplayer Online Role Playing Game). 

Keywords :  video game, gamers, moba, fps, mmorpg, concept, game center, design 

 

 


