DAFTAR ISl

ABSTRAK ettt bbb e ae e i
AB ST RACT ettt ettt bttt b e bt e e be e ab e a e e e beenreeene e i
KATA PENGANTAR .ttt ee e ii
DAFTAR IST ..ottt n e ne e v
DAFTAR TABEL ... v
DAFTAR GAMBAR ...ttt IX
DAFTAR SIMBOL ... .ottt sttt be i s Xii
DAFTAR LAMPIRAN ...t viii
BAB 1 PENDAHULUAN ..o 1
1.1 Latar Belakang Masalah.............cccccoeiieiiiiciecce e 1
1.2 RUMUSAN MaSalah ..o 1
1.3 Maksud dan TUJUAN .........coeiieireeiecie et 2
1.4 Batasan Masalah............coviiiiii 2
1.5 Metodologi Penelitian ..........cccoevveiiiiiie i 2
1.5.1  Metode Pengumpulan data............cccooveeiiieiieiiie i 3
1.5.2  Metode Pembangunan Perangkat Lunak.............ccccovveviiiiieiie e e, 3
1.6 Sistematika PENUIISAN..........ccviiiiiiiic e 4
BAB 2 LANDASAN TEORI ... 7
2.1 Pengertian Merawat Tanaman..........ccooceeeiienieienee e 7
2. 1.1 SEIEAN ... 7



Vi

2.1.2  DauN DAWANG......eeiieiieiiee et 8
2.1.3  TOMAL ..ot 8
2.2 PeNgErtian GamME ......ccveiiieieiie et e et re e 9
2.3 GaAME EAUKAST ... 10
2.3.1  Kriteria Game EAUKASI ..........coveiierieiiiiicicereeeesc e 10
2.4 LOGIKAFUZZY .....oovveiece ettt 12
2.4.1  LOQiKa FUZZY SUQENO.......coieiiiticcieeie et 13
2.5 HIMPUNANFUZZY.......ooviiieice e 14
2.6 FUNgSi Keanggotaan............ccveeiieieeie e 16
2.7 Operasi HIMPUNan CriSP ......ccveuiiieiieieiecsie e 18
2.7.1  Interaksi HIMPUNAN FUZZY........ccooieiiiiieieece e 19
2.8 Pemodelan Berorientasi ODJeK..........cccoovieiiiiiiieie e 19
2.9 Karateristik Berorientasi ObjeK...........ccccoveviiiiiiiiii e 20
2.10 UML (Unified Modeling Language).........cccvevveveeieeieiieie e 21
2.10.1USECASEDIAGIAM .....eeveeieiciieiie ettt s ra e sreeeesneesae s 21
2.10.2D€ESKITPSIUSE-CASE .....ccvvietieciee ettt se ettt snee s 22
2.10.3ACHVITYDIAGIAM ...ttt e 23
2.10.4C1aSSDIAGIAM ...cvvieiieiie ettt 24
2.10.55QUENCEDIAGIAM......ciuii ittt 24
2.11  Adobe PhotoShop CS4 .......oooieiiiee e 25
212 UNIEY 3D .ttt ettt 26
2.13 Teknik Pengujian Perangkat Lunak ............cccooiiiiiniiiin i 26

2.13.1Pengujian WRNITEBOX .......c.cccueiieiiiieiieie e e 26



vii

2.13.2PengujianBlackBOX..........ccccciieiiiieiiee e 27

2. L3, BKUBSIONET ...ttt e e e e e et e e e e e e e e eaeeas 27

BAB3  ANALISIS DAN PERANCANGAN SISTEMError! Bookmark not defined.29

3.1 ANalisis SISteM .........ccovvviiiiiiiiiiens Error! Bookmark not defined.29
311 ANAliSIS MASalAN .......cveiiiiiiie e 29
3.1.2  Analisis Game Sejenis........ccccceevverreenee. Error! Bookmark not defined.29
3.1.3  Analisis Game yang akan Dibangun ..........cccccccevvveviiieiiese e 35
3.2 Analisis Logika Fuzzy Yang di Terapkan Pada Hama Tanaman............ 36

3.2.1  Penerapan Fuzzy Metode Sugono Pada Game “ Merawat Tanaman” ... 36

3.2.2  Kasus Pada Hama Tanaman Pada Game Merawat Tanaman ................. 42
3.3 Analisis Kebutuhan Non-Fungsional ..............ccccoeeieiieic i, 42
3.3.1  Analisis Kebutuhan Perangkat LUnak.............cccccevvivieiiieiecie e 43
3.3.2  Analisis Kebutuhan Perangkat Keras............ccccovveviiveiiieie e 44
3.3.3  ANAliSiS PENQGQUNA ........ecieiieieiee sttt 44
3.4 Analisis Kebutuhan Fungsional ........... Error! Bookmark not defined.45
35 Pendefinisian FUuNgSi Game.........cceiuieiieiie e 45
3.5. 1 Use Case DIagram.......ccueiieeiieiiie e esiee e 65
3.5.2  Penggambaran Interaksi Antar Objek Pada Game..............ccccevevvieennnne, 76
3.6 Perancangan SISTEM........c.voiieiiieiie e 76
3.7.1  Perancangan ANtarmMUKA ..........cccceeveeiiiieiieiie e ere e siee e 80
3.7.2  Jaringan SEMANTIK ..........ccoiieiiiiieiieie e s 81

BAB 4 IMPLEMENTASI DAN PENGUJIAN ......ooiiiiiiiiiieee e 86



viii

4.1 IMPIEMENTAS ..ovveiiee e 89
4.2 Perangkat Pendukung yang Digunakan..............cccecveveieeieeieieeseeiennn, 89
4.2.1  PerangKat KeraS.........cocviieiieiieiie it sie s ee st sre e 89
4.2.2  IMPIeMENtasi CIaSS ........cccvevieiieiieie e 89
4.3 Implementasi APIIKASI...........cccveiiiiiieiecc e 91
4.4 Implementasi Antar MUKa.............cocooieiiiic i, 92
441 MENU ULAMA. ..ot s 92
4.4.2  Tampilan Petunjuk Permainan ............cccocveveiieiiese s 92
4.4.3  Tampilan LeVEL ......cooiiiiiiee e 93
4.4.4  Tampilan Info Tanaman ..........ccccooveieiienieciece e 94
445  Tampilan Kuis Tanaman .........cccccccveveiieiieene e 94
4.4.6  Tampilan Inventory PErmainan ............cccccvevveiieiieie s 94
4.4.7  Tampilan Loading ........cccevieiieiiiieece e 95
4.4.8  Tampilan PErmainan ..........cccccoveiieii i 95
4.4.9  Tampilan Menghentikan Permainan Sementara ............ccccceeevvevveennenne. 96
4.4.10TampilanPermainanBerhasil .............cccccovieiiiiic i 96
4.4.11TampilanPermainanGagal ..........cccooveiieiiiiiie e 97
4.5 PENGUJIAN ..ttt e 97
451  Pengujian AlIPNa.......cccoiiiiiiiii i 97
452  Pengujian Beta.........cccooiiiiiiiiie e 133
BAB 5 KESIMPULAN DAN SARAN ..ot 141
5.1 KESTMPUIAN. ... s 141






