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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 ltch.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 ltch.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.

xii



DAFTAR ISI

HALAMAN PERNYATAAN KEASLIAN SKRIPSI .......ccccoviiiieiieecen iii
LEMBAR PENGESAHAN ..ottt v
HALAMAN NOTA KONSULTAN ..ottt Y
HALAMAN NOTA PEMBIMBING........ccooiii e vi
HALAMAN MOTO . ...ciiiiiiiieieiesie ettt sttt ane e vii
HALAMAN PERSEMBAHAN. ..ottt viil
KATA PENGANTAR oottt s e s e snaa e e nnaa e e nne e e e s X
ABSTRAK .ottt ae s Xi
ABSTRACT ettt e e et e e e e e e e e e e e e ra e e e e e nnreeans Xii
DAFTAR IS ..ottt Xiii
DAFTAR GAMBAR ...ttt ettt e e e e nnae e XV
DAFTAR TABEL ...ttt XVi
BAB T PENDAHULUAN ...t 1
A Latar BElaKang ..........c.ooveiuiiiiiicie e 1
B. RUMUSAN MaSalaN...........coooii e 4
C. Batasan Masalah ............ccooeiieiiiii e 4
D. Tujuan Penelitian ........ccveiiieiic i 4
E. Manfaat PeNelitian ..........cccoviiiiiee s 5
BAB Il TINJAUAN PUSTAKA .....oioiieeseseee et 6
A. Penelitian Terkait..........coevviieiiee e 6
B. LaNdaSAN TEOM.....veiveiuieiieiieieie ettt 20
BAB HHI METODOLOGIH ...ttt 26
A. WaKEU PENELITIAN......ccoiiiiiiiieee s 26
B. Alat dan Bahan..........cooiiiii e 26
C. Prosedur PENEIITIAN ......cooiiiiieie e 27
BAB IV HASIL DAN PEMBAHASAN. ..ottt 41
A. [ | SRS 41
B. PEMBDANASAN. .....ciiii e 67
BAB V KESIMPULAN ... ..ottt e e snaae e 70
A KESIMPUIAN ... e 70
B. Saran/REKOMENUASI. ......coueiieiiieiiee e e 70

Xiii



DAFTAR PUSTAKA L.

LAMPIRAN

Xiv



DAFTAR GAMBAR

Gambar 1 Mind Map Penelitian............ccccoooveiiiiiiii e 20
Gambar 2 Game Development Life Cycle..........ccoooiiiiiiiiiie, 21
Gambar 3 User Interface Godot ENGINe...........ccoovieiiiiiiieice e 23
Gambar 4 Gantt Chart penelitian ..........c.ccocoveveiieiecie e 26
Gambar 5 Diagram alur penelitian ... 27
Gambar 6 Sketsa LeVel DeSIgN .......ccccoviiiiiiieiie et 29
Gambar 7 KonSep LeVEl DESIGN ....cc.ucviiiieieieiie s 29
Gambar 8 QR Code Game Design Document (GDD) ......ccocvevvveeienenieneceee 30
Gambar 9 Use Case Diagram.........cccevviieiieieiieieese e se e 30
Gambar 10 ACLIVILY DIAGIam.........cccviiiieiiieiesie e 32
Gambar 11 Sequence Diagram Combat FIOW...........cccccovvviiiiiiiiiiciic e, 33
Gambar 12 Desain Karakter Aria.........cccceoererereiene s 34
Gambar 13 Tampilan Main MENU.........coceiiiiiiiiiiee e 41
Gambar 14 SoUN SELLING ...ccvveveieeiiee e 42
Gambar 15 Tab CoNtrol ..........ooooioiieee s 43
Gambar 16 Desain LEVEI L.........cocoiiiiiiiiiei s 44
Gambar 17 DeSain LEVED 2.........ccoviiiiiiiieieiese s 44
Gambar 18 Desain LEVEI 3.........coveiieieiieceee e s 45
Gambar 19 User Interface Health dan SCOre...........cccooviiiiniiiininc s 45
Gambar 20 Attack CharacCter's SPrite.........coovviiiiiiiiiinieeere e 46
Gambar 21 FiNISN POINT ......ccoiiiieiieee e s 47
Gambar 22 PAUSE MEBNU ......ccuveieiieiieeie ettt ae e e ae e nns 48
Gambar 23 WIN UL SCIEEN.........coee ettt 49
Gambar 24 Game OVEr Ul SCIEEN ........cuviiiierierie et 50
Gambar 25 Grafik Kategori Uji Kemudahan SEQ .........ccccceveiiiiiiiniiiiien, 65
Gambar 26 Halaman release game pada itCh.i0.........cccccveviiiie i 66
Gambar 27 QR Code Halaman release game...........cccocevveveiieninenesiee e 67

XV



DAFTAR TABEL

Tabel 1 Penelitian Terkait..........ccooeiiiiiiiieiieese e 6
Tabel 2 Perangkat keras dan perangkat lunak yang digunakan .............cc.cccceeeee. 26
Tabel 3 Deskripsi Use Case DIagram ..........cccceiiereinininnieieeie e 30
Tabel 4 Item uji pada BIackboX TeStiNG ......c.cccveieiiiiiiie e 35
Tabel 5 Indikator Uji Kinerja TeKNiS........coooiiiiiniiiiiiieceeeese s 36
Tabel 6 Skala Single Ease QUESHION..........ccueiiiiiieiieciie e 37
Tabel 7 Item Uji Single Ease QUESTION ........ccoiiiiiririiniirinieeeie e 38
Tabel 8 Daftar Kredit IMUSIK ...........oooiiiiiiieece e 43
Tabel 9 Hasil Black BOX TESHING ....ccvveveiieiieeie e 51
Tabel 10 Pengujian Frame tIMe ........ccocuviiiiiiiiiee s 54
Tabel 11 Load TimMe LEVEL ... 55
Tabel 12 Hasil Uji Kinerja TeKNIS ......cccocovviiieiiiiesieece e 56
Tabel 13 Rumus Perhitungan Single Ease QUESION...........cccceveiieiiiienieneeene 57
Tabel 14 Hasil pengisian kuisioner oleh responden...........cccccveveiveiveieiieieenenn, 58
Tabel 15 Perhitungan jawaban Kuisioner NOMOr 1...........ccocvvveenenencnencsneenn 59
Tabel 16 Perhitungan jawaban KUiSIONer NOMOK 2..........cccvevvveiiieiiieviieeiie e 59
Tabel 17 Perhitungan jawaban Kuisioner NOMOr 3.........c.cccevveieieeneniieseeseenenns 60
Tabel 18 Perhitungan jawaban KuiSioner NOMOr 4...........cccceveveneneneneniseeeenns 60
Tabel 19 Perhitungan pertanyaan jawaban nomor 5..........cccccceeeveevvccccecceenee, 61
Tabel 20 Perhitungan pertanyaan jawaban nomor 6............cccceeevevencnenvsncnene 61
Tabel 21 Perhitungan jawaban KuiSIONer NOMOF 7.........cccvevveeiiieeieeiieeiiesie e 61
Tabel 22 Perhitungan jawaban KuiSioner NOMOr 8...........ccccvvevieieienenencseeenes 62
Tabel 23 Perhitungan jawaban Kuisioner NOMOr 9...........ccocvvveenenenc e 62
Tabel 24 Perhitungan jawaban kuisioner nomor 10...........cccccveveieeivevesieseennn, 63
Tabel 25 Perhitungan jawaban Kuisioner nOmor 11.........cccccoovveneneninennnennenns 63
Tabel 26 Perhitungan jawaban Kuisioner NOmMor 12.........cccccvevvveevieeiineeniesineennens 63
Tabel 27 Hasil akhir pengujian Single Ease QUESLION ..........ccccvevveevveieiieieeee, 64

XVi



