
PERANCANGAN GAME LOKAL  

“ADIT'S DESTINY : A DARK JOURNEY” 

 

PRAKTEK KERJA LAPANGAN 

 

 

 

 

 

Oleh : 

MUHAMMAD IQMAL BASORI 

NPM 21081010297 

 

 

 

PROGRAM STUDI INFORMATIKA 

FAKULTAS ILMU KOMPUTER 

UNIVERSITAS PEMBANGUNAN NASIONAL “VETERAN” 

JAWA TIMUR 

2024



1 
 

LEMBAR PENGESAHAN PRAKTEK KERJA LAPANGAN 

 

 
  



 

ii 
 

SURAT PERNYATAAN 

 

  



 

iii 
 

Judul : Perancangan Game Lokal “Adit Destiny : A Dark 

Journey” 

Studi Kasus : Proses Perancangan dan Pengembangan "Adit 

Destiny: A Dark Journey" 

Penulis : Muhammad Iqmal Basori 

Pembimbing : Afina Lina Nurlaili, S.Kom. M.Kom. 

 

 

ABSTRAK 

Penelitian ini memberikan gambaran umum tentang tempat Praktek Kerja 

Lapangan (PKL) yang dilakukan di PT. Kinema Systrans Multimedia, khususnya 

pada divisi Infinite Learning. Infinite Learning merupakan divisi yang fokus pada 

pengembangan kursus pelatihan kejuruan yang relevan dengan aktivitas Infinite 

Studios dan permintaan bakat terampil dalam ekosistem Nongsa Digital Park. 

Sejarah PT. Kinema Systrans Multimedia dan profil mitra Infinite Learning, 

Infinite Studios, diuraikan dengan detail. PT. Kinema Systrans Multimedia 

berlokasi di Jl. Hang Lekiu KM 2 Sambau, Nongsa, Kota Batam. Infinite Learning 

memiliki visi untuk menjadi penyedia solusi terdepan di sektor teknologi, riset, dan 

pengembangan melalui pelatihan dan pendidikan untuk meningkatkan jumlah 

talenta digital yang kreatif dan inovatif. 

Visi Infinite Learning adalah menciptakan talenta digital yang mandiri dan 

dapat diterima oleh industri di Indonesia dan Dunia. Misi mereka mencakup 

kerjasama dengan berbagai instansi pemerintah, badan riset, dan lembaga 

pendidikan, merekrut tenaga pengajar yang memenuhi standar industri, serta 

melibatkan diri dalam pelatihan dan pengembangan berkelanjutan. 

Struktur organisasi PT. Kinema Systrans Multimedia dijelaskan dalam bab 

yang kedua, menunjukkan hierarki dan fungsi masing-masing bagian dalam 

perusahaan. 
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Pada bab ketiga, penelitian fokus pada pelaksanaan PKL, termasuk waktu dan 

tempat PKL, serta program kegiatan yang diberikan kepada peserta. Program PKL 

ini mencakup pengalaman berkolaborasi dalam pengembangan aplikasi game di 

platform Unity selama satu semester. Tujuan capaian pembelajaran melibatkan 

aspek teknis dan soft skill, dan metode asesmen mencakup proyek capstone dan 

presentasi individu atau kelompok. 

Tinjauan pustaka tentang konsep pengembangan game, elemen khas RPG, dan 

konsep pengkodean diuraikan dalam pelaksanaan PKL. Gambaran tentang game 

yang dikembangkan, "Adit's Destiny: A Dark Journey," melibatkan cerita berlatar 

Pulau Jawa dengan unsur fantasi dan mistis. Pembagian peran dan timeline 

pengembangan dijelaskan dengan rinci. 

Pelaksanaan PKL mencakup proses brainstorming untuk konsep cerita game, 

pembuatan level design, game document design, dan referensi asset. Setiap anggota 

kelompok, termasuk penulis, memiliki peran dan tanggung jawab yang jelas dalam 

pengembangan game. 

Hasil capaian pembelajaran diuraikan dalam bab yang ketiga, mencakup 

pencapaian timeline, adaptasi berdasarkan umpan balik, dan keberhasilan dalam 

menciptakan pengalaman bermain yang unik. Saran untuk pengembangan lebih 

lanjut mencakup pemeliharaan dan peningkatan berkelanjutan, ekspansi konten, 

kolaborasi dengan komunitas, analisis data pemain, pemasaran dan monetisasi yang 

lebih efektif, dan pelatihan keterampilan. 

Penelitian ini memberikan gambaran komprehensif tentang pelaksanaan PKL 

di PT. Kinema Systrans Multimedia, dengan fokus pada divisi Infinite Learning dan 

pengembangan game "Adit's Destiny: A Dark Journey." Dengan berhasil mencapai 

tujuan dan mengimplementasikan saran-saran pengembangan, penelitian ini dapat 

menjadi panduan bagi perusahaan dan peneliti di bidang pengembangan game dan 

pelatihan kejuruan di sektor teknologi. 

Kata Kunci: Studi Independen, UI/UX, Unity, Unreal Engine, Itch Io, SCRUM 
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ABSTRACT 

This research provides a comprehensive overview of the Internship Training 

Program conducted at PT. Kinema Systrans Multimedia, specifically within the 

Infinite Learning division. Infinite Learning focuses on the development of 

vocational training courses relevant to the activities of Infinite Studios and the 

demand for skilled talent within the Nongsa Digital Park ecosystem. 

The history of PT. Kinema Systrans Multimedia and the partner profile of 

Infinite Learning, Infinite Studios, are detailed. PT. Kinema Systrans Multimedia is 

located at Jl. Hang Lekiu KM 2 Sambau, Nongsa, Kota Batam. Infinite Learning 

envisions becoming a leading provider of solutions in the technology, research, and 

development sector through training and education to increase the number of 

creative and innovative digital talents. 

The vision of Infinite Learning is to create independent and industry-accepted 

digital talents in Indonesia and the world. Their mission involves collaboration with 

various government agencies, research bodies, and educational institutions, 

recruiting instructors who meet industry standards, and engaging in continuous 

training and development. 

Chapter II outlines the organizational structure of PT. Kinema Systrans 

Multimedia, showing the hierarchy and functions of each department within the 

company. 
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In Chapter III, the research focuses on the implementation of the Internship 

Training Program, including the duration and location of the internship and the 

program activities provided to participants. The internship program involves 

collaborative experience in developing a game application on the Unity platform 

for one semester. The achievement objectives encompass technical and soft skill 

aspects, and assessment methods include a capstone project and individual or group 

presentations. 

Literature review on game development concepts, typical RPG elements, and 

coding concepts are discussed in the internship implementation. An overview of the 

developed game, "Adit's Destiny: A Dark Journey," involves a story set in Java 

Island with fantasy and mystical elements. Role division and development timelines 

are detailed. 

The internship implementation includes the brainstorming process for the 

game's story concept, level design creation, game document design, and asset 

references. Each group member, including the author, has clear roles and 

responsibilities in the game development process. 

Chapter IV outlines the results of the internship, including the achievement of 

timelines, adaptation based on feedback, and success in creating a unique gaming 

experience. Suggestions for further development include continuous maintenance 

and improvement, content expansion, collaboration with communities, player data 

analysis, more effective marketing and monetization, and skill training. 

This research provides a comprehensive overview of the internship program at 

PT. Kinema Systrans Multimedia, focusing on the Infinite Learning division and 

the development of the game "Adit's Destiny: A Dark Journey." By successfully 

achieving goals and implementing development suggestions, this research can serve 

as a guide for companies and researchers in the field of game development and 

vocational training in the technology sector. 

Keywords: Independent Study, UI/UX, Unity, Unreal Engine, Itch Io, SCRUM 
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