DAFTAR ISl

B ST R A T ettt e e e e e e e e et e e e et e e e e e e e raaans i
A B S T R A e e e e i
KATA PENGANT AR .ottt iii
DAFT AR IS ettt e e e e e et e e et e e e e eieeee s \Y;
DAFTAR SIMBOL <. ettt e e e e Vil
DAFTAR TABEL ..ot e e et et e e et e e e e ettt e e e e et e e e e areeees X
DAFTAR GAMBAR ..o e ettt e et e e et et e e et eeeeeeeaeeaans Xi
DAFTAR LAMPIRAN ... .88......0..... 00 .4 ... ... Xii
BAB | PENDAHULUAN ...t et e e e aae e e e e e s aeeee e 1
1.1 Latar BelakanGi .............. 0. . S ........ . 0. ... 1
1.2 Rumusan Masalaie®......... ... 00 .. ..o, 2
1.3 Tujuan .......cce.... . NI . ................coomrirnninreniereenereeeeeeseabneeeesaeeaee s 2
1.4 Batasan Masalah .... S e 3
1.5 Metode yang DIguNakan ... 3
1.6 Sistematika PENUIISAN .....oooieeeeeeeee et 4
BAB [| LANDASAN TEORI .ot 1
2.1 DEFINISI GAME .. e ettt e aeeens 1
2.2 Sejarah Perkembangan Game ...........cooeieieiinene e 1
2.3 KIASITIKAST GAME ..o, 3
2.4 Elemen Dasar Game .....ocoeeeeeeeeeeeeeeeeeeee e 3
2.5 Pengembangan Game. ..o 4
2.6 Definisi Game RUNNET ... 4
2.7 SMAIPNONE ...ttt bbb 6

2.8 ANAIOI ... 7



2.9 UNILY © oo eeee e eeeeeeseeese e sseees e ses e esseee e seseee e 8

2.10 MONO DEVEIOP ..ot 10
211 BIENUET ..o 10
Vv
2.02 UML oottt 11
2.12.1 Bagian-Bagian UML ... 11
2.12.2 Tujuan Penggunaan UML.. .......ccoooiiiiiiiniiinieeeee e 14
2.13  FIOWCNAIT... .ottt et 15
BAB HIANALISIS SISTEM ..ot 1
3.1 Identifikasi Masalah ... 1
3.2 Hasil Analisis ..........dl........on..oooeeineneinennen o TR v 1
3.3 Pemodelan Sistem yang akan dibangun .......ccc.....ccoooivemmesnecciece e 2
3.3.1 Diagram UsgiEase............ S0 ... .. . ....... 00 ..................... 2
3.3.2 Definisi USSi®ase ........... 0. 0. 0. ... .00 ................... 3
3.3.3 Definisi ARGE............. ... SE........ .00 ... 3
3.34  Skenario UEEASRse..... 00............ K., 5
3.3.5  ACHVItY DIAQIaM . .ocee.voiiiiiiiiiiie s 7
3.3.6  Diagram Kelas Tahap AnaliSis ........cccccceovveiiiiiiiiiiiieee e, 8
3.3.7 FlowChallillli ........... o e eeeeeeee eI . ................ 9
BAB IV PERANCANGAN SISTEM .....oooiiiiiiie et 1
4.1 Storyboard APHKESI ......cooveviiieieece e 1
4.2 Deskripsi Sistem dengan Unified Modeling Languange (UML) ............. 3
421  Sequence DIAGIam .........ccouiiiimieiieienesie et 3
4.3 Perancangan USer INTEIfacCe ........cccooeiereiineiise e 5
4.3.1  Perancangan MUSUN .........cccoiiiiieiii e 5
4.3.2  Perancangan User INterface .........cccoovvevieiiieiic i 5
BAB V IMPLEMENTASI DAN PENGUJIAN ..o 1

5.1 Hardware dan software yang Digunakan ...........cccccoovvriniiienencncnnninns 1



5.1.1 Perangkat Lunak (Software) yang Digunakan ...........c.cccccooervrnnnnnnee
5.1.2 Perangkat Keras (Hardware) yang Digunakan .............c.ccccoovnvnnne.
5.2 Perangkat PENQUJIAN ......ccoivieiiiieiicic s
5.3 Implementasi USE CaSE ........cccevvereeieiieiieie e seeie e se e se e
5.4 Implementasi User INterface ..........cccovvveieiiieiicie e

5.5 PENQUJIAN «.vtiiiiiitiiiie e

Vi

BAB VI KESIMPULAN DAN SARAN .....ociitiiiiiiesie e neee
6.1 Kesimpulan ....................RD TN . ..........................
6.2 Saran Pengembangan ... ....ocueeieeiieeiee e b s snie st

DAFTARPUSTAKA ... gF............. 008 ... ...... WA ...................

LAMPIRAN............ 80 ................. 00 .. ... ...



