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ABSTRAK 

The development of The Cleaner Blast Em All game is motivated by the fact that 

there are still few games that educate about viruses, bacteria and immunization. 

this is evidenced by observations of games related to viruses, bacteria, vaccines, 

and immunizations on Google Playstore and itch.io. In the review, it was found that 

there were no games that made virus or bacteria assets following the original form 

of viruses and bacteria in the real world and there were no games that took place 

in Indonesia. As a solution, researchers as game artists create 3D assets using low 

poly modeling using the GDLC development method consisting of initiation, namely 

concept creation, pre-production, production in which there are stages of a. 

observation b. making rough sketches c. adding details d. adding textures and 

colors e. export, testing, beta and release to create virus and bacteria assets that 

follow the shape of the real world and create a residential environment in 

Indonesia. From this development, researchers succeeded in developing The 

Cleaner Blast Em All game, after being tested this game proved successful in 

providing an interactive and entertaining learning experience and can provide 

information about viruses, bacteria, and immunizations with attractive visuals and 

colors that are comfortable to look at. 

Keywords: education, action-shooter, vaccine, low poly. 

Pengembangan gim The Cleaner Blast Em All dilatarbelakangi masih sedikitnya 

gim yang mengedukasi tentang virus, bakteri dan imunisasi. hal ini dibuktikan 

dengan observasi terhadap gim-gim yang terkait dengan virus, bakteri, vaksin, dan 

imunisasi di Google Playstore dan itch.io. Dalam tinjauan tersebut, ditemukan 

belum ada gim yang membuat asset virus atau bakteri mengikuti bentuk asli virus 

dan bakteri di dunia nyata serta belum adanya gim yang mengambil latar belakang 

di Indonesia. Sebagai solusi, peneliti sebagai artis gim membuat asset 3D dengan 

menggunakan permodelan low poly menggunakan metode pengembangan GDLC 

yang terdiri dari inisiasi yaitu pembuatan konsep, pra-produksi, produksi yang 

didalamnya terdapat tahap a. observasi b. membuat sketsa kasar c. menambahkan 

detail d. menambahkan tekstur dan warna e. export, testing, beta dan release untuk 

membuat asset virus dan bakteri yang mengikuti bentuk dari dunia nyata serta 

membuat lingkungan permukiman di Indonesia. Dari pengembangan tersebut 

peneliti berhasil mengembangkan gim The Cleaner Blast Em All, setelah 

diujicobakan gim ini terbukti berhasil dalam memberikan pengalaman 

pembelajaran interaktif dan menghibur serta dapat memberikan informasi 

mengenai virus, bakteri, dan imunisasi dengan visual yang menarik dan warna yang 

nyaman untuk dilihat. 

Kata Kunci: edukasi, action-shooter, vaksin, low poly. 
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