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RINGKASAN

Gamemerupakan salah satu media hiburan yang berkemtbangan pesat
seiring dengan perkembangan teknologidventure Gamemerupakan sebuah
permainan yang lebih mementingkan alur cerita dzsap moral untuk pemain. Pada
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ABSTRACT

Game is one of the entertainment media that deedlogpidly along with the
development of technology. Adventure game is a dghatds more concerned with
the story line and moral message for players. la ¢fame the author raised the story
of folklore in Central Java in Timun Emas. The migjure of Timun Emas and Buto
ljo. Timun Emas must collect as many coins anddaaoly obstacles. How to play
this game does not have to sort by level but carabdomized in accordance with
the wishes of players.

The data collection method used is using MDLC (ivhdtia Development
Life Cycle) system. This game adventure genredgermure that contains 3 game
options in each of them there are 4 levels withietght difficulties. Games are
presented with visual media images and sound gootthes game more interesting.
This game is entertainment and game presentatidimeiiorm 2D games.

Keywords : adventure game, folklore, 2d
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