DAFTAR ISl

ABSTRAK ettt ees I
ABSTRACT ettt ettt r e nan e I
KATA PENGANTAR .ttt ii
DAFTAR IST ..ottt a e sb e st e e tee s v
DAFTAR GAMBAR ... s viii
DAFTAR TABEL ... IX
DAFTAR SIMBOL ... .ot Xi
DAFTAR LAMPIRAN ... .ot Xiii
BAB 1 PENDAHULUAN ..o 1
L.l Latar BelaKang ......cc.ocveiviiiiiiciece e 1
1.2 RUMUSAN MaSalaN .......ccooiiiiiiie 3
1.3 MaKSUA AaN TUJUBN ... 3
1.4 Batasan Masalah............cooiiiiiiii e 3
1.5 Metodologi PENElITIAN ........ccooviiiiiiieee e 4
1.5.1 Metode Pengumpulan Data...........cccceveierieiiniiinesseeeee e 4
1.5.2 Metode Pembangunan Perangkat Lunak.............ccocooovvvveienencnicnennninns 5

1.6 Sistematika PENUIISAN ........cooiiiiiiiiiiee e 6
BAB 2 LANDASAN TEORI ......oiiiiiie et 8
2.1 IMIUSTK .o 8
2. L1 INTEIVAL ... 8

2. 1.2 SCAIE ... 10
2.1.3MaJOF SCAIE ..o 10



2.2 GAIMIE et a e arr i —————— 11

2.2.1 Pengertian Game .......ccooiiiriiiieieiei e 11
2.2.2 Platform Game ........c.ooiiiiiiiiieeeee e 12
2.2.3 GENIE GAIME ...ttt 12
2.2.4 Perspective dan Viewpoints Game........ccecvvveevveieeieeneese e 13
2.2.5 GAME EAUKAST ..ot 14
2.3 Game DeVElOPMENT .......cviiii et 14
2.3 L UNMILY .o e es e ee s et ee s s e es e ee e 14
2.3.2 et 15
BAB 3 ANALISIS DAN PERANCANGAN SISTEM ....ccccooiiiiiiiiiceeee 17
3.1 ANAIISIS SISTEM....iiiiiiciieieie e 17
3.1.1 Analisis Masalah ........cccooiiiiiiiiiiece e 17
3.1.2 Analisis Game dan Aplikasi SEJeNIS ........ccoceriririiiiicierec e 17

3. 1.3 MUSICTHEORY.NEL....coiiiiiieie et 18
3.1.4 TONEDEAR.COM . oottt et 20
3.1.5 Analisis Aplikasi yang akan Dibangun..........c.ccoovviiiininicninns 21
3.2 ANAlISIS AIGOTTTMA ....cviiiieieie e 32
3.2.1 Algoritma Fisher-Yates Shuffle.........c.ccocooveiiiiiic, 32
3.3 Analisis Kebutuhan Non-Fungsional ..............cccccoeiiiiiiiciiccc e, 33
3.3.1 Analisis Kebutuhan Perangkat Keras (Pengguna) ...........cccccceevevueennene. 34
3.3.2 Analisis Kebutuhan Perangkat Lunak (Pengguna) ..........cccccceevvvevinane. 34
3.3.3 ANaliSIS PENQQUNA.......cciiieiiieiie et 34
3.4 Analisis Kebutuhan Fungsional .............ccccoviiiiiiic i 36
3.4. 1 DefiNiSl AKEOE ..o 37
3.4.2 USE Case DIgIam .....ccueieiiiiirieiieieieeesie et 37

Vi



3.4.3 Definisi Use Case DIagram ..........ccceovererereneninisieieieseesie e 37

3.4.4 USE CASE SCENAITO ....evveeiieieieiesie ettt 38
3.4.5 ACHIVILY DIBQIAM ..o 42
3.4.6 Class DIAGIam ........ccueieiieiiaieseese e siee ettt 46
3.4.7 Sequence DIagram .........ccceiveiieieeie e see et 47

3.5 Perancangan SIStEIM ........cccvueiiverieiieieese et 51
3.5.1 SEIUKEUI MBNUSS ...ttt 51
3.5.2 Perancangan ANntarmuka ...........ccceoveieieeie s 52
3.5.3 Perancangan Jaringan Semantik...........cccocvveveieeieeireseese e 55
BAB 4 IMPLEMENTASI DAN PENGUJIAN SISTEM ..o, 56
4.1 TMPIEMENTAST ...ttt 56
4.1.1 Implementasi Perangkat Keras...........ccocovvreriiininiinieenene e 56
4.1.2 Implementasi Perangkat Lunak............ccccoveiiiinininiiieenc s 56

4.2 Implementasi APHKAST ........ocviiiiiiiiiieee e 57
4.2.1 Implementasi ANTArMUKE..........cocueieiiiie e 57

4.3 PENQUJIAN SESTEIM ...ttt 60
4.3.1 Pengujian Alpha (BIaCk BOX) ........ccuerviiiireiiniiiiiisieieee e 60
4.3.2 PeNQUJIAN BELA .......cccvieiiiiiiciie et 69
BAB 5 KESIMPULAN DAN SARAN ..o 79
5.1 KESIMPUIAN ...t 79
0.2 SAIAN....ciiiii ittt s 79
DAFTAR PUSTAKA ettt 80

vii



