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ABSTRAKSI

Environment dalam sebuah game merupakan elemen penting untuk menyampaikan
tema yang menarik. Dalam game adventure Guardian of Bali Island, environment
Bali khususnya desa Tenganan merupakan salah satu elemen penting yang dapat
menyampaikan visualisasi keindahan desa Tenganan dan emosi game.
Perancangan environment ini menggunakan metode kualitatif. Proses perancangan
diawali dari studi eksisting, studi literatur yang kemudian hasil studi tersebut
menjadi konsep dasar dari proses produksi environment game. Sehingga didapatkan
hasil perancangan berupa environment yang dapat diaplikasikan pada level 1 dan 2
dalam game ini.

Kata kunci : environment, game, adventure
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ABSTRACT

Environment design is an essential element of a game to be able to deliver its
intriguing theme.Likewise, in an adventure game such as Guardian of Bali Island,
Balinese environment especially Tenganan Village is one of the important element
to visualize its village's beauty and the game’s core emotion. Environment design
in this paper is done by qualitative method. The process itself starts from studying
existing environment to literature sources which then those studies’ results are used
to develop early concept of the game environment. Those steps then yields to the
final environment design that are applied to level one and two of this very game.

Keywords: environment, game, adventure
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