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RANCANG BANGUN APLIKASI GAME ”SAMPAH” MENGGUNAKAN
GAME ENGINE UNITY DI MEMENTO STUDIO

James Bernard William

ABSTRAK

Kegiatan magang adalah upaya pengembangan pengetahuan, pembentukan
keterampilan,dan peneguhan sikap yang dilakukan melalui belajar dengan berbuat
(learning by doing) dan magang juga merupakan upaya pengenalan secara dini
mahasiswa kepada perusahaan (early exposure). Pada kasus ini, Memento
Studio, sebuah perusahaan pengembangan game berpusat di Jakarta Barat ingin
mengembangkan sebuah game berbasis mobile yang mengangkat tema polusi
sampah di kota besar. Untuk merealisasikan ide tersebut, Memento Studio
melakukan perekrutan untuk posisi magang sebagai Game Programmer. Kegiatan
magang ini berlangsung selama 6 Bulan. Selama magang, beberapa fitur telah
dibuat untuk mendukung jalannya pengembangan game tersebut. Fitur-fitur tersebut
dikembangkan dengan menggunakan game engine Unity dengan bahasa Csharp.
Beberapa fitur yang dikembangkan telah berhasil berjalan dengan baik seperti fitur
pergerakan pemain, fitur pengambilan barang serta percakapan pemain. Kegiatan
magang di Memento Game Studio telah berhasil dilaksanakan dengan baik.

Kata kunci: Game engine unity, game mobile, magang
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DESIGN AND DEVELOPMENT OF A GAME APPLICATION ”SAMPAH”
USING THE UNITY GAME ENGINE AT MEMENTO STUDIO

James Bernard William

ABSTRACT

An internship is an effort to develop knowledge, shape skills, and solidify attitudes
through learning by doing. It is also an initiative to provide early exposure for
students to companies. In this context, Memento Studio, a game development
company headquartered in West Jakarta, aims to develop a mobile-based game that
highlights the issue of waste pollution in major cities. To realize this idea, Memento
Studio conducted recruitment for an internship position as a Game Programmer.
The internship program lasted for six months. During the internship, several
features were developed to support the game’s progress. These features were
implemented using the Unity game engine and the Csharp programming language.
Among the developed features, several were successfully operational, including
player movement, item collection, and player dialogue systems. The internship at
Memento Studio was successfully conducted and achieved its objectives.

Keywords: Internship, mobile games, unity game engine
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