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ABSTRAK 

 

AHMAD SATRIA RIZQI MAULA. PENERAPAN METODE GAME 

DEVELOPMENT LIFE CYCLE (GDLC) PADA PENGEMBANGAN GAME 

PLATFORMER 2D “ASHES OF THE BROKEN KINGDOM”. Dibimbing oleh 

MOCHAMAD TAUFIQURROCHMAN ABDUL AZIZ ZEIN, S.Si., M.Kom dan 

VERRY, S.T., M.Kom. 

Industri game digital telah mengalami pertumbuhan eksponensial dalam dekade 

terakhir, menjadi salah satu sektor hiburan global terdepan. Pendapatan industri 

game global mencapai USD 184,4 miliar pada tahun 2022, dengan proyeksi 

meningkat menjadi lebih dari USD 205 miliar pada tahun 2025. Pertumbuhan ini 

didorong oleh perluasan pasar pengguna, kemajuan teknologi grafis, serta 

kontribusi pengembang independen. 

Meskipun saat ini didominasi oleh game 3D dan genre AAA, game 2D terutama 

platformer hack and slash yang tetap populer. Genre ini menawarkan pengalaman 

eksploratif dan pertarungan yang menantang, dengan game seperti Hollow Knight 

dan Dead Cells sebagai contoh sukses dalam menyajikan kualitas gameplay tinggi 

tanpa harus mengorbankan estetika grafis. Pengembangan game 2D dengan gaya 

visual pixel art bukan hanya merupakan preferensi estetika, tetapi juga strategi 

produksi yang lebih ringan dan efisien. 

Pengembangan Ashes of the Broken Kingdom, sebuah game 2D hack and slash, 

menggunakan Godot Engine sebagai platform utama. Godot Engine dipilih karena 

ringan, bersifat open-source, serta mendukung pengembangan multi-platform. 

Game ini ditujukan untuk distribusi melalui platform Itch.io, yang menawarkan 

fleksibilitas monetisasi dan visibilitas yang baik bagi pengembang indie. 

Dikembangkan untuk sistem operasi Windows, game ini mengikuti pendekatan 

Game Development Life Cycle (GDLC) dengan tahapan mulai dari initiating hingga 

maintenance. 

Proses pengujian teknis melibatkan black-box testing, pengujian kinerja teknis 

(seperti frame per second/FPS, penggunaan memori, dan stabilitas rendering), serta 

beta testing untuk validasi kualitas gameplay dan respons pengguna. 

Pengembangan Ashes of the Broken Kingdom tidak hanya bertujuan sebagai studi 

kasus penerapan GDLC dalam game aksi 2D, tetapi juga sebagai panduan praktis 

bagi pengembang indie yang mengadopsi pendekatan struktural dan teknis dalam 

pengembangan game open-source modern. 

Kata kunci : 2d platformer, game, game development life cycle, gdlc , hack and 

slash, pixel art. 
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ABSTRACT 

 

AHMAD SATRIA RIZQI MAULA. APPLICATION OF THE GAME 

DEVELOPMENT LIFE CYCLE (GDLC) METHOD IN THE DEVELOPMENT 

OF THE 2D PLATFORMER GAME “ASHES OF THE BROKEN KINGDOM”. 

Supervised by MOCHAMAD TAUFIQURROCHMAN ABDUL AZIZ ZEIN, 

B.Sc., M.Sc. and VERRY, B.Eng., M.Sc. 

The digital game industry has experienced exponential growth in the last decade, 

becoming one of the leading global entertainment sectors. Global game industry 

revenue reached USD 184.4 billion in 2022, with projections to increase to more 

than USD 205 billion by 2025. This growth is driven by the expansion of the user 

market, advances in graphics technology, and the contribution of independent 

developers. 

Although currently dominated by 3D games and AAA genres, 2D games 

particularly hack-and-slash platformers remain popular. This genre offers 

exploratory experiences and challenging combat, with games like Hollow Knight 

and Dead Cells as successful examples of delivering high-quality gameplay without 

sacrificing graphical aesthetics. Developing 2D games with a pixel art visual style 

is not only an aesthetic preference but also a lighter and more efficient production 

strategy. 

The development of Ashes of the Broken Kingdom, a 2D hack and slash game, uses 

the Godot Engine as its primary platform. The Godot Engine was chosen for its 

lightweight nature, open-source nature, and support for multi-platform 

development. The game is intended for distribution through the Itch.io platform, 

which offers flexibility in monetisation and good visibility for indie developers. 

Developed for the Windows operating system, the game follows the Game 

Development Life Cycle (GDLC) approach, with stages ranging from initiation to 

maintenance. 

The technical testing process involves black-box testing, technical performance 

testing (such as frames per second/FPS, memory usage, and rendering stability), 

and beta testing to validate gameplay quality and user response. The development 

of Ashes of the Broken Kingdom aims not only to serve as a case study for applying 

GDLC in a 2D action game but also as a practical guide for indie developers 

adopting a structural and technical approach in modern open-source game 

development. 

Keywords: 2D platformer, game, game development life cycle, GDLC, hack and 

slash, pixel art. 
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