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ABSTRACT

Construct?2 Game Engine is development by in United Kingdom production company
Scirra. Construct 2 game engine to be used globally, the most excellent technical
strength and visibility in the 2D game engine has grown to high engine. The game
engine created by the ‘Kongbin&Domino. ‘Kongbin&Domino’ game, it began
commercialization in the Google store and Apple’s App Store. It advances the quality
evaluation of the case of the production process and the game engine. Researched that
can contribute to a better production. In the future, throughout the Research, it is to be
contributed to the development of the game industry is conducting research to support
the game development process which can be facilitated by the game content creation.
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[Fig. 1] 2D Game Engine Comparison Result
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Listed are the cream of the crop of HTMLS / JavaScript game engines - frameworks that are respected and
maintained. Click "More Details" for a full description, reviews, impartant links, and sample games
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[Fig. 2] HtmI5 Game Engines Popular Ranking
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[Table 1] “Kongbin&Domino”
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