DAFTAR ISI

ABSTRAK e [
ABSTRACT e i
KATA PENGANTAR . ii
DAFTAR IST ..ottt ne e %
DAFTAR GAMBAR ...t X
DAFTAR TABEL ...ttt e Xiv
DAFTAR SIMBOL ..ottt XVi
DAFTAR LAMPIRAN ...t XViil
BAB 1 PENDAHULUAN ... 1
1.1 Latar Belakang Masalah............ccocooiiiiiiiiiiiisee e 1
1.2 1dentifikasi Masalah ... 3
1.3 MaKsud dan TUJUBN.........coeiieieee e 3
1.3.1 IMBKSU ...t 3
IR T V-V o USSP PP 3

1.4 Batasan Masalah............ccoiiiiiiiiii e 3
1.5 Metodologi Penelitian ............ccoveiiiieiicie e 4
1.5.1 Metode Pengumpulan Data...........ccceeveeiiieiiieiie i 4
1.5.2 Metode Pembangunan Perangkat Lunak.............ccocooovriveieneniicsinnnnnns 5

1.6 Sistematika PENUIISAN ........cooiiiiiiiiiieee e 6
BAB 2 TINJAUAN PUSTAKA ..ottt 9
2.1 TANAMAN ...ttt b et 9
2.1.1 Tanaman ODat ........cccoieiiiiiiiieeiee e 9
2.1.1.1 Penggolongan Tanaman Obat ............cccccvevviiienieene e 9



2.2.1 Sejarah SiNgKat GAME .......c.coeiiiriieiiiieeee e 10
2.2.2 JBNIS JENIS GAME.....euiiiiiiiiiieiet ettt 11
2.3 GAME EAUKASI......evieieeiieiieieeieee s 18
2.4 ANAIOIA ... 19
2.4.1 Sejarah ANAroid........ccocoueiiiiieie e 19
2.4.2 ArSiteKtUr ANAroid........ccooviiviiiiiiieieiice s 20
2.4.3 VErsi ANGIOId .......coiviieiiiiieise e 21
2.5 MURIMEAIA ..ot 25
2.5.1 Elemen MUIIMEdIa ........ocoiviiiiiiiciicese s 26
2.6 Unified Modelling Language (UML) ......cccooiiiiiiiiniecee e, 27
2.6.1 USe Case DIagram ......ccceoeeieienieiieniesiisieeee e 28
2.6.2 ACHIVILY DIGQIAM ..o 29
2.6.3 Class DIAgIam .......cccueiiieieienienie ettt 30
2.6.4 SEQUENCE DIAGIAM.....cciiiiiiiieieie ittt 31
2.7 GAME ENGING ...ttt bbb 32
2.7.1 Perkembangan Game ENQINe..........ccocoiiiiriniiiiciene e 33
2.8 TOOIS Yang diguNaKaN..........c.coveiueiieiieie et 33
2.8.1 Adobe PNOtOSNOP......ccvviiiieiie it 34
2.8.2 Game MaKer STUAIO.........ccveieiiieiieies e 34
2.8.2.1 Game MakKer LanQUAagE .......cccveireeriieiie e esiee s siee s 37

2.9 Metode Pengujian Black-BoX..........ccccccveiiiiiiiiiic i 37
BAB 3 ANALISIS DAN PERANCANGAN SISTEM......cccooiiiiiiiiiieeeeee 39
3.1 ANANISIS SISTEIM ... 39
3.1.1 Analisis Masalah ..........cccceiiiiiiiiice 39

Vi



3.1.2 ANalisiS GaME SEJENIS .....ccuerviriiiiiiieieieie et 39

3.1.2.1 Game Carrot HalWa ...........cooviiiiiiiiiceseeseeee s 39
3.1.2.2 Game Kiddie KItChen.........cccoiiiiiiiiiieeeee e 40
3.1.3 Analisis Game Yang Akan Dibangun ..........c.ccocvvvieiiienencnenenens 42
3.1.3.1 Pengenalan Game.........ccccoveieeiieiieieecie e sre e 42
3.1.3.2 ANAlISIS MALEIT ...t 42
3.1.3.3 StONY LINE..ciicii ettt 44
3.1.3.4 GAMEPIAY ....veeneeeieciee ettt 44
3.1.3.4.1 Pengenalan dan Penjelasan .............cccooevveieiieieeccsie i 45
3.1.3.4.2 Memilih Bahan ..o 45
3.1.3.4.3 Mengolah dan Meracik ...........ccccereiiiininiiicesc e 45
3.1.3.4.4 Penilaian (SCOINQ).......ccrurerieieeieniene st 49

3.2 Analisis Kebutuhan Non Fungsional ... 50
3.2.1 Analisis Kebutuhan Perangkat LUNak............ccocoovvieieinnencicnenenins 50
3.2.1.1 PENGEMDANG ....vviveiiieteiieste sttt 50
3.2.1.2 PENGGUNA ...ttt 51
3.2.2 Analisis Kebutuhan Perangkat Keras...........c.coovviieieiiieneneneneniens 51
3.2.2.1 PENQEMDANG ......cveiiiiiiecc e 51
A = T [0 U - PSR 51
3.2.3 Analisis Kebutuhan Pengguna .........c.ccccoeiieiiiieiie i 52
3.3 Analisis Kebutuhan Fungsional ..............cccoveiiiiiic e 52
3.3.1 USe Case DIagram ........cccveiieiieeiie e st se et 52
3.3.1.2 DefiniSi AKLOF ......oveiiiiiiii s 53
3.3.1.2 DefiniSi USE CaSE.......cceiiiiiiiiiieieiceese e 53
3.3.1.3 SKeNario USE CaSE........cceruirveerrirreiiiiiresieesie e 54

vii



3.3.2 ACHIVILY DIAQIAM ...eiiiiiiiieiieieee s 62

3.3.3 SEQUENCE DIAGIaAM ...c.viiiiiiiiieiieieiee e 71
3.3.4 ClasS DIAGIAM .....eeieeiuieieeiiesieeie et e ettt sre b e snee e 76
3.4 Perancangan SISTEIM .........cooiiiiiiieieie ittt 77
3.4.1 Perancangan Komponen Permainan ............cccovevveieeieereeseeseesiesiesnens 77
3.4.1.1 Pengenalan KaraKter...........cccoeiiiiiiiiiiece e 78
3.4.1.2 ITEM GAME ..o 78
3.4.1.3 STOrYDOAIT ..ot 83
3.4.2 Perancangan Struktur MENU .........c.cccveviiieieene e 98
3.4.3 Perancangan Antar MUKa ...........cccoiveiiiie i 99
3.4.4 Perancangan PESAN ..........cccveiiiieiieiisieseee s 104
3.4.5 Jaringan Semantik ...........ccoveiiiiiineie e 105
BAB 4 IMPLEMENTASI DAN PENGUJIAN ......oooiiiiiii e 107
4.1 IMPIEMENTAST ...eovviieieitesee i 107
4.1.1 Implementasi Perangkat Keras ...........ccocviriiiriiienenc e, 107
4.1.2 Implementasi Perangkat Lunak .............ccooovviiiiinneniiieeeeeee, 107
4.2 Implementasi APIIKASI ..........cooiiiiiiiiie 108
4.2.1 IMplementasi ClassS........c.cciveiuiiieiieieiiese et 108
4.2.2 Implementasi Antarmuka ...........cccoeevieiiiiiiccc e 110
4.3 Penguian SISTEIM ......c.cciiiiiieiie ettt 111
4.3.1 Pengujian Alpha ......c.cooviiiii 112
4.3.2 Skenario Pengujian APIKaSH .......cccceevveiieiiieiicciee e 112
4.3.2.1 Kasus dan Hasil Pengujian (Black-Box Testing) .......c.cccccvvvenee. 113
4.3.3 Kesimpulan Pengujian Alpha..........cccceviiiiieieiiie e 126
4.3.4 Pengujian Beta........c.cccveverieiieiieie et 126

viii



4.3.5 Kesimpulan Pengujian Beta...........cccceveierinininiiiece e 129

BAB 5 KESIMPULAN DAN SARAN ...t 131
5.1 KESIMPUIAN 1o 131
5.2 SAIAN.....ciiiiieee e 131

DAFTAR PUSTAKA Lttt 133



