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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 this 

review, no virus game has been found that contains elements of education and 

learning in it. Therefore, researchers want to create a virus game that can educate 

and have learning. The Cleaner Blast Em all game development method uses the 

Game Development Life Cicle (GDLC) with stages namely Initiation, Pre-

production, Production, Testing, Beta, and Release. As a game designer, the 

researcher is tasked with creating a Game Design Document (GDD) at the 

Initiation, Pre-production stage. As well as monitoring the game project that is 

being made by utilizing the Sourcetree application. From this development, the 

researcher 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. 

Keywords: education, action-shooter, vaccine, viruses. 

Pengembangan gim The Cleaner Blast Em All dilatar belakangi 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, belum 

ditemukan gim virus yang mengandung unsur edukasi dan pembelajaran di 

dalamnya. Maka dari itu peneliti ingin membuat gim virus yang dapat mengedukasi 

dan memiliki pembelajaran. Metode pengembangan gim The Cleaner Blast Em all 

neggunakan Game Development Life Cicle (GDLC) dengan tahap-tahap yaitu 

Initiation, Pre-production, Production, Testing, Beta, dan Release. Sebagai 

perancang gim peneliti bertugas untuk membuat Game Design Document (GDD) 

pada tahap Initiation, Pre-production. Serta melakukan pemantauan project gim 

yang sedang dibuat dengan memanfaatkan aplikasi Sourcetree. 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. 

Kata Kunci: edukasi, action-shooter, vaksin, virus. 
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Puji syukur kepada Tuhan Yang Maha Esa yang telah memberikan 
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menyelesaikan laporan karya tulis tugas akhir ini dengan baik. Tujuan karya tulis 
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