
 

vii 

 

DAFTAR ISI 

 

LEMBAR PERNYATAAN KARYA SENDIRI .................................................. i 

HALAMAN PERSEMBAHAN ........................................................................... ii 

HALAMAN MOTTO .......................................................................................... iii 

ABSTRAK ............................................................................................................ iv 

ABSTRACT ........................................................................................................... v 

KATA PENGANTAR .......................................................................................... vi 

DAFTAR ISI ........................................................................................................ vii 

DAFTAR GAMBAR ............................................................................................ ix 

DAFTAR TABEL ................................................................................................ xi 

BAB I  PENDAHULUAN ..................................................................................... 1 

1.1 Latar Belakang.......................................................................................... 1 

1.2 Perumusan Masalah .................................................................................. 3 

1.3 Tujuan dan Manfaat .................................................................................. 3 

1.3.1 Tujuan Penelitian .............................................................................. 3 

1.3.2 Manfaat Penelitian ............................................................................ 3 

1.4 Batasan Masalah ....................................................................................... 4 

1.5 Metodologi ............................................................................................... 4 

1.5.1 Metode pengumpulan data ................................................................ 4 

1.5.2 Metode Pengembangan Perangkat Lunak ......................................... 5 

1.6 Kerangka Pemikiran ................................................................................. 7 

1.7 Sistematika Penulisan ............................................................................... 8 

BAB II STUDI PUSTAKA ................................................................................. 10 

2.1 State of The Art ....................................................................................... 10 

2.2 Game ...................................................................................................... 15 

2.3 Algoritma Greedy ................................................................................... 17 

2.4 Game Development Life Cycle (GDLC) ................................................. 18 

2.5  Unified Modeling Language (UML) ...................................................... 20 

2.6  Pengertian Android ................................................................................. 25



 

viii 

 

2.7  Game Engine Unity 3D .......................................................................... 26 

2.8  Pengujian Black Box ............................................................................... 28 

BAB III ANALISIS DAN PERANCANGAN ................................................... 29 

3.1 Initiation ................................................................................................. 29 

3.1.1 Game Overview ............................................................................... 29 

3.2 Pre-Production ....................................................................................... 30 

3.2.2 Storyboard ....................................................................................... 30 

3.2.3 Skema Game ................................................................................... 35 

3.2.4 Use Case Diagram .......................................................................... 36 

3.2.5 Use Case Scenario .......................................................................... 37 

3.2.6 Activity Diagram ............................................................................. 41 

3.2.7 Class Diagram ................................................................................ 45 

3.2.8 Sequence Diagram .......................................................................... 46 

3.2.8 Perancangan Algoritma Greedy ...................................................... 47 

BAB IV IMPLEMENTASI DAN PENGUJIAN .............................................. 56 

4.1 Production .............................................................................................. 56 

4.1.1 Implementasi Perangkat Keras ( hardware ) .................................. 56 

4.1.2 Implementasi perangkat lunak ( software ) ..................................... 57 

4.1.3 Implementasi Antar Muka............................................................... 57 

4.2   Testing ................................................................................................... 68 

4.2.1 Pengujian Black Box ....................................................................... 68 

4.2.2 Pengujian Greedy ............................................................................ 69 

4.2.3 Hasil dan Pembahasan..................................................................... 70 

BAB V PENUTUP ............................................................................................... 71 

3.1 Kesimpulan ............................................................................................. 71 

5.2   Saran ...................................................................................................... 72 

DAFTAR PUSTAKA .......................................................................................... 73



 

ix 

 

DAFTAR GAMBAR 

 

Gambar 1.1 Game Development Life Cycle[6]. ..................................................... 5 

Gambar 1.2 Kerangka Pemikiran ........................................................................... 7 

Gambar 2.1 Game Development Life Cycle[6]. ................................................... 18 

Gambar 3.1 Storyboard Tampilan Menu Awal ..................................................... 30 

Gambar 3.2 Storyboard Tampilan Pilih Level ...................................................... 31 

Gambar 3.3 Storyboard Tampilan Gameplay ....................................................... 32 

Gambar 3.4 Storyboard Tampilan Hint ................................................................ 33 

Gambar 3.5 Storyboard Tampilan Setting ............................................................ 34 

Gambar 3.6 Storyboard bagian Exit ..................................................................... 35 

Gambar 3.7 Flowchart View. ................................................................................ 36 

Gambar 3.8 Use Case Diagram Game Maze........................................................ 36 

Gambar 3.9 Activity Diagram Menu Play ............................................................ 41 

Gambar 3.10 Activity Diagram Menu Pilih Level ................................................ 42 

Gambar 3.11 Activity Diagram Gameplay ........................................................... 42 

Gambar 3.12 Activity Diagram Hint ..................................................................... 43 

Gambar 3.13 Activity Diagram Greedy ................................................................ 43 

Gambar 3.14  Activity Diagram Setting ................................................................ 44 

Gambar 3.15 Activity Diagram Exit ..................................................................... 45 

Gambar 3.16 Class Diagram ................................................................................ 46



 

x 

 

Gambar 3.17 Sequence Diagram .......................................................................... 47 

Gambar 3.18 Flowchart Greedy ........................................................................... 48 

Gambar 3.19 Simulasi Greedy 1 ........................................................................... 50 

Gambar 3.20 Simulasi Greedy 2 ........................................................................... 51 

Gambar 3.21 Simulasi Greedy 3 ........................................................................... 52 

Gambar 3.22 Simulasi Greedy 4 ........................................................................... 53 

Gambar 3.23 Simulasi Greedy 5 ........................................................................... 54 

Gambar 3.24 Simulasi Greedy 6 ........................................................................... 55 

Gambar 4.1 Implementasi Antarmuka Menu Utama ............................................ 58 

Gambar 4.2 Implementasi Antarmuka Pilih Level ................................................ 59 

Gambar 4.3 Imlementasi Antarmuka Gameplay ................................................... 60 

Gambar 4.4 Imlementasi Antarmuka Hint ............................................................ 61 

Gambar 4.5 Imlementasi Antarmuka Setting ........................................................ 66 

Gambar 4.6 Implementasi Antarmuka Exit ........................................................... 67 

 



 

xi 

 

DAFTAR TABEL 

 

 

Tabel 2.1 State of The Art ..................................................................................... 13 

Tabel 2.2 Use Case Diagram ................................................................................ 20 

Tabel 2.3 Class Diagram ...................................................................................... 21 

Tabel 2.4 Activity Diagram ................................................................................... 23 

Tabel 2.5 Sequence  Diagram ............................................................................... 24 

Tabel 3. 1 Use Case Scenario Play ....................................................................... 37 

Tabel 3.2 Use Case Scenario Pilih level ............................................................... 38 

Tabel 3.3 UseCase Scenario Gameplay ................................................................ 38 

Tabel 3.4 UseCase Scenario Hint ......................................................................... 39 

Tabel 3.5 UseCase Scenario Greedy .................................................................... 39 

Tabel 3.6 Use Case Scenario Setting .................................................................... 40 

Tabel 3.7 Use Case Scenario Exit ......................................................................... 40 

Tabel 4.1 Pengujian black box .............................................................................. 68 

Tabel 4.2 Pengujian Greedy ................................................................................. 70 

 

 


