DAFTAR ISl

ABSTRAK .ottt reere et e i
ABSTRACT L.ttt bbb bbbttt bbb re s ii
KATA PENGANTAR L.ttt i
D 1 G 15 ISR %
DAFTAR GAMBAR ..ottt bbb viii
DAFTAR TABEL ..ottt ettt Xii
DAFTAR SIMBOL.....ciiiiieiiee sttt st Xiv
DAFTAR LAMPIRAN ...ttt XVii
BAB | PENDAHULUAN ......ooiii e 1
I.1.  Latar Belakang Masalah ... 1
1.2, Identifikasi Masalah..........cccooiiiiiiiiiii e 2
1.3, MaKSUud dan TUJUAN ......cveiuieieeie s sie et n e ra e 2
4. Batasan Masalah ...........cccooieiiiiiicceec e 3
1.5, Metodologi PeNelitian...........cccoeiiiiiiieiiecece e 3
1.6.  Sistematika PENUIISAN .........c.ooiiiiiiiiicieiee e 5
BAB II LANDASAN TEORI .....oiiiiiie et 7
I1.1. Palang Merah Remaja (PMR) ........cccooiiiieiiiieceese e 7
I1.1.1. Sejarah Singkat Palang Merah ReEmMaja .........cccccovevveieiieeie e 7
[1.1.2. PENQENAIAN.........iiiiiiiiieieee bbb 8
11.1.3. PeNQetanUaN........cooiiiiiie ettt et 9
11.1.4. Keterampilan ..o 10
] B 711 1T TR RTP PR PRSP 12
11.2.1. Sejarah SIiNgKat Game .........ccceiiiiiiieiie et 12
11.2.2. KIASITIKAST GAME ..o e 14
11.2.3. Sudut Pandang Game ..o 19
1.3 Kecerdasan BUatan ... 20
11.3.1. AQEN CIUAS ...oeciiiiiii ettt aeere e 20
11.3.2. FUZZY LOGIC ...oieeiicie ettt 21
I1.4.  Pemrograman Berorientasi ODJek .........ccccoviiiiiiiiiiiee e 24
O o =1 OSSR 24
[1.4.2. CIBSS ..t bbb 25



L T o (oo =1 o USSR 25

|V oo SRS 25
11.4.5. Encapsulation (pembungkusan) ..........ccceoeriiiiniiinieceeesee e 26
[1.4.6. Inheritance (PEWArISAN).........ceieiieiierieiie e esiesee e 26
11.4.7. POHMOITISME ...eeieiiiie e 26
I1.5.  Unified Modeling Language (UML) ........cccooeiiiniiinnene e 27
1.5, AdODE FIash CS5.......ooiiiiiiiice e 28
11.5.1. Pengenalan Tool dalam Adobe Flash CS5.............ccoooiiiiiiiine, 28
BAB Il ANALISIS MASALAH DAN PERANCANGAN.......cccoceveirieieenenns 31
I ANALSIS SISTEM ...ttt e 31
HELL.1 Analisis Masalah ..........coviiiiiiiie e 31
111.1.2. Analisis Terhadap Game SEJENIS .......cocveiereriiiniiisieeee e 31
I11.1.3. Pengenalan Game Edukasi Palang Merah Remaja............cccccccoevveiveenene, 33
11.1.4. Analisis LOGIKa FUZZY .......ccooiiiiiiiiiieec e 36
111.1.5. Analisis Kebutuhan Non-Fungsional ... 44
I11.1.6. Analisis Kebutuhan Fungsional ..............ccccceviiiiiiiiie e, 46
1.2, Perancangan SISTEIM ..........cooiiiiriiiiieieeee e 77
[11.2.1. Perancangan KOmponen Game..........ccccooverieriirieiieneeie e 77
[11.2.2. Perancangan Struktur MENU...........ccceeviiiiiicie e 80
111.2.3. Perancangan Antar MUKA............cccooveiiiiieiicie e 80
[11.2.4. Perancangan PESAN ...........ccoiieiiiierieieeee e 88
[11.2.5. Jaringan SEMaNtiK ............coeiieiiiiciicce e e 89
111.2.6. Perancangan MEetOde ...........ccveiiiiiieiie e 90
BAB IV IMPLEMENTASI DAN PENGUJIAN ...t 95
IV.1 IMPIEMENTASE....cciviiiiiciie et aeerae 95
IV.1.1. Implementasi Perangkat Keras ..........c.cccoeiiiiiieiiii i 95
IV.1.2. Implementasi Perangkat LUNaK............cccooeririiinininineee e 96
IV.2.  Implementasi APHKAST ........ccoueiiiiiieiie s 96
IV.3.  IMPIementasi ClasS........cccviiieiiiiiie e 96
IV.4.  Implementasi ANtarmMUKA...........cccooiiiriiiiine e 97
IV.5. Pengujian SISTEM.......ccueiiiiiiiiiiieie et 100
IV.5.1. Pengujian AlPNa........ccoiiiiiiiii s 100
IV.5.2. PENQUJIAN BELA ......cveiieiiiciiciccieee e 109
BAB V KESIMPULAN ......ooiiieitie sttt 117

Vi



V.1. Kesimpulan ....
V.2. Saran...............

DAFTAR PUSTAKA

vii



