DAFTAR ISI

LEMBAR PERNYATAAN ORISINALITAS ....uiiiiiiiiiiiiininiiinsisssssssssssssssssssssssssssssssssssssssssssssssssnes i
LEMBAR PENGESAHAN ..ottt s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s e i
ABSTRAK ...cuvueuinnntntunenntntutttatttusetustiesatasssasasasasasasasasasasasasassssssssssssssssssssssssssssssssssssssssssssnsnes i
Y= 3 13 ¥ N iii
KATA PENGANTAR ...t s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s s e s s s s nn s iv
074N o 17 3 S ] v
DAFTAR GAMBAR ...ttt s vii
07N o 7 Y - ix
BAB | PENDAHULUAN ...ttt ssssssssss s sssssssssssssssssssanes 1
iR I - T 1T o1 & T oV -SSP 1
1.2 Perumusan Masalah ........oooiiiiiiiii e 2
1.3 Batasan Masalah .........oouiiiiiii e 2
1 T T - o SRS 2
1.5 Metode Penyelesaian Masalah.........cccuvveeiiiiiiicciiieeeec e e 2
1.6 Pembagian TUBas ANEEOTa.....cuiiiie it e e e e e e e et r e e e e e e s e nneaeaeeas 3
BAB Il TINJAUAN PUSTAKA ....oiiiiiiiiniiniiiiininnnisnnnsnsnsnssssssssssssssssssssssssssssssssssssssssssssssssssanes 4
2.1 PRONIC Baasa INGEIiS.......ccoeiiiiririeieeeeeeeeiirteeeee e e e eeecerrreeeeeeeeeeesnraeeeeeseesessstssaeeeeeseessnnnnes 4
2.2 Game Development Life CYClE .. e e e e e e e 5
2.3 GAME EAUKASI..eeeiiiiiiiiiieie e e 6
2.4 APIIKAST SEIUPA .cceeeiiiieiieie e ettt et e eeeee et e e e e e eesebrrreeeeeeeessasstseaeeeeeesensstrrsaeeeeeesenannne 7
2.4.1 Aplikasi Belajar Bahasa Inggris: Bicara (LUVLINGUA) ....cccvveeeeiiiiieeeecieeee e 7
2.4.2 Aplikasi IndoPhonic — Belajar Membaca......ccccooeeciiiiiieiii et 8
2.4.3 Aplikasi JOIY PhONICS LESSONS ...evveiiiiieiiiirreeeieeeeeiecitreeeeeeeeeeesiinreeeeeeeeesenansrereseeeeeens 9
2.4.4 PerbandiNgan FITUN .......oooviiiieeeee ettt e e e e eear e e e e e e e e eenbbareeeeeeeeas 10
BAB 11l ANALISIS KEBUTUHAN DAN PERANCANGAN .......cuuuuuuuunnnennnnnnnnnennnensasasasssasssasasanes 11
3.1 Analisis KEbUtUNAN PENZBUNG .....ccciiiiiiiiiieeeee ettt e e e e e e e e seaarree e e e e e e e enanes 11
3.1.1 Proses Menggali INTOrmMasi.....uuueeiiiiiiiiciiiieeiee et ee et e e e eenarrrere e e e 11
3.1.2 Karakteristik Target PENGEUNQA.......ccoiviiiiiiiiiie ettt 12
3.1.3 Fitur yang DibUtUhKaN......ccuviiiiiiee e 12

3.2 Perancangan APIIKASi ......ccuiccciiieeiee e e e e e e e e s enanes 14
3.2.1 Gambaran Umum APIIKaSi .....cceeruiiieiniiieeeeiiiee ettt e s e s sire e e s ssiaeeeessneees 14



3.2.2 USE CASE DIABIam ... s s s s 14

3.2.3 SKENANIO USE COSE.......eeeeiiiiiiieeieeeee ettt 15
3.2.4 GAME OVEIVIBW ......uvvviiiiiiiiiiiiiiiiiiiiie sttt sttt e e s s sine e e s 24
3.2.5 Gameplay ANA MECAGNICS .........ueeeeeceeiieeeeieieeeeieee ettt esiae e e sstaa e sssinaeeeas 25
3.2.6 Perancangan Antarmuka APliKasi.......cccueeeeriiieeiiniiiee et 28
3.2.7 Perancangan LoCAl SEOIQQEe...........uuuuuueeeeeeeeeeeeeeteeeiee e eeeeeecteee e e e e e eseceiaeeeaaaaeeeeians 35

3.3 Kebutuhan Pengembangan ApliKasi ......c.eeveieiiieeiiriiiie e e e 36
3.3.1 Kebutuhan Perangkat Keras .........cccvevuieeiiiiiieei ittt e s e 36
3.3.2 Kebutuhan Perangkat LUNGK.........ccooicciiiiiiee et 36

BAB IV IMPLEMENTASI DAN PENGUIJIAN......ccciitiiiiiiiiininininininiinnnnnnsnsnsssssssssssssssssssssssseens 37
4.1 Implementasi APIIKASI ......uueiiiiii e 37
4.1.1 STruktur KOAE ProjeCE......uuiiiiiiiee ettt et e e e e s e e e aaae e e eaes 37
4.1.2 Kesesuaian Terhadap RANCANGAN ......ccoovviiiiiiiiiieecciiie et e e eevee e 39
g G B o = Y I T g o1 (=] g 1= o = 1 SRR 42

4.2 PeNGUJIaN APIIKSH .eceeeieceiieiiee ettt e e e e s e e e e e e e rra e e e e e e e e nnraarees 43
4.2.1 Pengujian Kualitas KOUE........coovcumrieeiee ettt eeerreee e e e e e e e nannaeees 43
4.2.2 Pengujian FUNGSIONAlitas .......ccccuviiiiiee ettt e 43
4.2.3 Pengujian K& PENGEUNG ......ccoi ittt e e e rree e e e e e e e eee s 89
4.2.4 Diskusi Hasil PENGUJIAN.........coiiiiiiiiieiee ettt e e e erreee e e e e e e e snannaeees 92
BAB V KESIMPULAN DAN SARAN ....ciiiiiiiiiiiiiiiininininininnnsnsnsnnssssssssssssssssssssssssssssssssssssssanes 97
oI A (ST 15T T = o U ERPRRS 97
5.2 SAIAN ettt e a e 97
DAFTAR PUSTAKAL.....cin s s 98
LAMPIRAN A: DOKUMENTASI KEGIATAN ......ciiiiiiimmnntiiiiiiiiieeeenenssssieneeessssssssssssseeeenns 99
LAMPIRAN A: LAMPIRAN PERHITUNGAN SUS ....ccoeemueiiiiiiiiinineneisinnnnneesssenssssssenenens 102

Vi



