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ABSTRACT

Tetris is a classic game known for its simple yet challenging mechanics.
This study aimed to develop aUnity-based Tetris game by applying a Rule-
Based Logic algorithm to manage the games logic. The developmentprocess
followed the Multimedia Development Life Cycle (MDLC), which included six
stages. concept, design,material collecting, assembly, testing, and distribution.
The developed Tetris game integrated several featuressuch as the Super
Rotation System (SRS), wall kick, ghost piece, next piece preview, and a scoring
andhighscore system. An innovative aspect of this research lied in the addition
of two types of power-up blocks: abomb block that destroyed eight surrounding
tiles upon locking and a thunder block that removed four tilesvertically beneath
it. These additional features were implemented to enhance gameplay variation
and providedincreased challenges for players. System evaluation was
conducted through alpha testing using the black-box method and beta testing
through a Likert-scale questionnaire. The testing results indicated that the
developed Tetris game achieved a high level of functionality and user
satisfaction across most aspects. Therefore, the system successfully achieved the
studys goal of developing an innovative, stable, and interactively engaging
Tetris game.

Keywords: Tetris, Unity, Rule-Based Logic, MDLC, Super Rotation System
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ABSTRAK

Permainan Tetris merupakan salah satu permainan klasik yang memiliki
mekanisme sederhana namun menantang. Pada penelitian ini dikembangkan
permainan Tetris berbasis Unity dengan menerapkan algoritma Rule-Based
Logic sebagai pengelola logika permainan. Pengembangan dilakukan
menggunakan metode Multimedia Development Life Cycle (MDLC) yang
terdiri dari enam tahap, yaitu concept, design, material collecting, assembly,
testing, dan distribution. Permainan Tetris yang dibangun dilengkapi dengan
berbagai fitur, seperti Super rotation system (SRS), wall kick, ghost piece, next
piece preview, serta sistem skor dan highscore. Inovasi dalam penelitian ini
yaitu ditambahkannya dua jenis blok power-up, yaitu block bomb yang dapat
menghancurkan delapan file di sekitarnya saat terkunci, serta block thunder
yang dapat menghapus empat tile di bawahnya secara vertikal. Fitur tambahan
ini diimplementasikan untuk meningkatkan variasi mekanisme permainan dan
menambah tantangan bagi pemain. Evaluasi sistem dilakukan melalui
pengujian alpha testing menggunakan metode blackbox dan beta testing
menggunakan kuesioner berbasis skala Likert. Hasil pengujian menunjukkan
bahwa permainan Tetris yang dikembangkan memiliki tingkat keberhasilan dan
kepuasan pengguna dalam kategori “Sangat Baik” pada sebagian besar aspek.
Dengan demikian, sistem berhasil memenuhi tujuan penelitian, yaitu
mengembangkan permainan Tetris yang inovatif, stabil, dan menarik secara
interaktif.

Kata Kuneci: Tetris, Unity, Rule-Based Logic, MDLC, Super rotation system
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