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ABSTRAK

Nama : Mohammad Khafid Barokum

Program Studi : Teknik Informatika

Judul : GAME PEMBELAJARAN RAMBU LALU LINTAS BERBASIS
ANDROID

Permainan merupakan sebuah aktivitas rekreasi dengan tujuan bersenang-
senang, mengisi waktu luang, atau berolahraga ringan. Permainan biasanya dilakukan
sendiri atau bersama-sama(wikipedia). Selain digunakan sebagai sarana hiburan
game juga dapat digunakan sebagai sarana pendidikan, yang biasa disebut dengan
game edukasi. Game berjenis edukasi ini bertujuan untuk memancing minat belajar
masyarakat terhadap konten pendidikan sambil ber-"game", sehingga dengan
perasaan senang diharapkan masyarakat bisa lebih mudah memahami materi pelajaran
yang disajikan.

Di era globalisasi ini produktifitas masyarakat semakin meningkat, kita lihat
saja dijalanan banyak sekali kendaraan berlalu lalang. Namun bukan berarti jalanan
adalah tempat yang mana kita bisa melakukan apapun sesuka hati kita. Ada aturan-
aturan yang harus dipatuhi dijalanan yang disebut rambu lalu lintas. Namun banyak
sekali dari masyarakat tidak mengetahui atau belum benar-benar paham mengenai
rambu lalu lintas. Edukasi tidak harus berupa buku atau video tapi bisa juga berupa
game. Dengan game masyarakat diharapkan bisa lebih mudah untuk menangkap
setiap materi dari edukasi rambu lalu lintas karena masyarakat tidak hanya belajar tapi
juga bermain sehingga diharapkan dapat memicu semangat untuk belajar. Inilah

mengapa game pembelajaran rambu lalu lintas sangat tepat di era sekarang.

Kata kunci : Game, Rambu Lalu Lintas



ABSTRACT

Name : Mohammad Khafid Barokum

Study Program : Informatic Enginering

Judul : GAME PEMBELAJARAN RAMBU LALU LINTAS BERBASIS
ANDROID

The game is a recreational activity with the goal of fun, leisure time, or light
exercise. The game is usually done alone or together (wikipedia). In addition to being
used as a means of entertainment the game can also be used as a means of education,
commonly called the educational game. This educational game aims to provoke
people's learning interest in educational content while playing "game", so it is hoped
that people can more easily understand the subject matter presented.

In the era of globalization is increasing public productivity, we see only a lot
of vehicles passing by. But that does not mean the street is a place where we can do
whatever we like. There are rules that must be obeyed on the streets called traffic
signs. But many of the people do not know or do not really understand about traffic
signs. Education does not have to be a book or a video but can also be a game. With
the game community is expected to be easier to capture any material from traffic signs
education because the community not only learn but also play so hopefully can trigger
the spirit to learn. This is why the traffic beacon learning game is right in the present

era.

Keywords: Game, Traffic Sign

Vi



DAFTAR ISI

HALAMAN JUDUL ...ttt ettt sttt eten s st n e saaa e sana s i
LEMBAR PENGESAHAN TUGAS AKHIR........ooiiii it ii
PERNYATAAN KEASLIAN DAN PERSETUJUAN PUBLIKASI TA.............. iii
KATA PENGANTAR .ottt sttt ettt s st e s s eba s s saba e sbae e iv
ABSTRAK ..ottt e ettt e st e e st e et e e st e e st e e e s e s arae e v
()N A = B 1] [ Vi
DAFTAR GAMBAR ...ttt ettt e e st saee s iX
DAFTAR TABEL ...ttt ettt sttt sttt st e st e e st e st e e st e s e saaeesares Xii
1. PENDAHULUAN ..ottt ba et 1
1.1 Latar BelaKang ......cccooeeiiiiiiccecccese et 1
1.2 Perumusan MaSalah .........ocoeviiiiiiiii it 3
1.3 Tujuan Penelitian .........cocoviiiiiiieeieece e 3
1.4 Manfaat PENEItIaN .......cooveviiicii e 4
1.5  Batasan PENEIITIAN .....ccvevvi ittt 4
1.6 Sistematika PENULISAN ......ocvvviiiiiiiiii e 5
2. TINJAUAN PUSTAKA ..ottt 6
2 R B 1< 1 T C -1 1T 6
2.2 Definisi ANAroid.........cocveiiiiiiiii et 8
2.3 Pengertian Rambu Lalu Lintas ...........cccoceviiiiviiecic e 10
A O o 1) {1 [0 A 11
2.5 DeSaIN PENEITIAN ...eoiiieiii ettt e 11
3. METODE PENELITIAN oottt eren s essree e 13
3.1 Perancangan SiSTEM ........cccooeiiieiririnie st 13
3.1.1 Analisis KebUtUhan ..........ccccvviiii i 13
3.1.2 Analisis SPesifikasi .........cccceviviieiiiiiie e 14
3.1.3 DESAN GAME ...eeeeiiviiie ittt sttt e e e s sba e e e sebaaee s 16
3.1.4 DESAIN UML ...oviiiiiteiee ettt e e s eren e 17
3.1.4.1 Use Case Diagram........cccoceevereiienenieneseeeenenneas 17
3.1.4.2  Sequence Diagram ........ccoceveiereeieninesenese e 24
3.1.4.3 Finite-State Machine..........coocvevveviie v 26
3.1.5 Desain ANLArMUKA..........ocoveeiiiieeiie i 30
3.2 Perancangan Program ........ccoeeeeieieneenee e e sine s 42
3.2.1 Cara BerMaiN......coocveeeiiiiiee i ceiiee ettt e st e et e e serrae e 43
3.2.2 Mekanik dan Kontrol..........ccoceeeiiiiiec i 43
3.2.3 AIUI PEIMAINGN......ceeiieiitiiee ettt e s sbaee e 44
3.2.4 Metode PENQUJIAN........coeieieieiiiiiie e 44
3.2.5 Variabel PENelitian ........covveivevviiiiieiee e 44

vii



4. HASIL DAN PEMBAHASAN ..ot 45

4.1 Implementasi PrOgram.........cccccocveieieseeiese e see e sre e 45

4.2 Pengujian Program........cccceccveieiieiiieie e se e e ste e e 60
4.2.1 Pengujian KompatiDilitas ...........ccocoveieieicininine e 60

4.2.2 Pengujian Fungsionalitas..........cccccevviveieiesiienese e 64

4.2.3 Hasil Pengujian Fungsionalitas ..........c..ccccoeveviiineveieeiesen 66

4.2.4 Pengujian Performa........ccccuirinirineneeees e 67

5. KESIMPULAN .ottt 68
5.1 KESIMPUIAN ..ot e e 68
DAFTAR PUSTAKA ... oottt sttt 69

viii



DAFTAR GAMBAR

Gambar 2.1 MOUEI V......uiiie ettt e 12
Gambar 3.1 Grafik distribusi Android menurut Google ...........cccoovvvviireicreniennen. 15
Gambar 3.2 Use Case DIagram .........cccereieieinirineniesie e 20
Gambar 3.3 SeqUENCE DIAGIaM........cccoveieieieiieree e 25
Gambar 3.4 Finite-State Maching AlUr ..o 26
Gambar 3.5 Finite-State Maching FUNQSI ........c.ccoviiiiiiiieie e 28
Gambar 3.6 Finite-State Machine Kontrol.............ccocoviiiiniinininenc e 29
Gambar 3.7 Tampilan menu awal ... 30
Gambar 3.8 Pilihan KeNdaraan ... 31
Gambar 3.9 Halaman help........ccooviiicicc e e 32
Gambar 3.10 Halaman pengenalan rambu ..........c.ccccoeeveiieiie e 33
Gambar 3.11 Halaman pengenalan rambu ..........c.ccccoeeveiieieie e 33
Gambar 3.12 Halaman SKOr Tertinggi ......c.cccevveviiiiiieieceee et 34
Gambar 3.13 TOMDOI CONLIOL........cciiiiieeee e 35
Gambar 3.14. MENU PAUSE.........couvireieie et sttt ste et se e see e srenns 36
Gambar 3.15 AFENA L .....ociiieiie et ns 37
GaMDAr 3.16 AFENA 2 ....veeeeeieeie ettt sttt sre et e e sre e neennes 38
Gambar 3.17 Rambu dilarang MeMULAT ...........cociiiiiiiieeee e 38
Gambar 3.18 Rambu dilarang MasuK ............ccoceeriririneneeeeesese e 39
Gambar 3.19 Rambu putar DaliK ...........cccceoeiiiiiiiie e 39
Gambar 3.20 Rambu arah yang dianjurkan............ccccceereierennnnsenene e 39
GambBar 3.21 PONON.........cciiiiiie et 39
Gambar 3.22 PONON.........cciiiiiie et nns 40
LC Tl o T A R =T - - | 40
GaMDAr 3.24 PONON.......ccui ittt e ees 40
Gambar 3.25 TeMPAL TUJURN .......co.iiiee e 40
Gambar 3.26 Jalan MeNIKUNG........coiie et 41



Gambar 3.27 Jalan dengan ZeDra CroSS..........oovuerirerieirenieieeees s 41

GaMbAr 3.28 JAIAN........i i s 41
Gambar 3.29 Palang penghalang...........cccceoveiiiiiiiniecce e 41
Gambar 3.30 Halaman SUMMATY .........cceieieininirie e 42
Gambar 4.1 Mock up MenU aWal ............cceoveiiiiinireeee e 45
Gambar 4.2 menu awal apIHKAST ..........ccoieiieiiiiiiieeee e 46
Gambar 4.3.mock Up MenU NEIP ..o 46
Gambar 4.4 Mock up menu pengenalan rambu..........cccccooeveiieiicni e, 47
Gambar 4.5 Mock up menu pengenalan rambu..........c.ccccooevieiieiicnici e, 47
Gambar 4.6. menu help apliKasi.........cccooveveiiiiiiciiiecc e 48
Gambar 4.7 Menu pengenalan rambu ... 48
Gambar 4.8 Menu pengenalan rambu ..........cccoceveiiiicieciec s 49
Gambar 4.9 Mock up menu pilihan kendaraan...........c.ccccceevevieeicnic i evese e 49
Gambar 4.10 menu pilihan kendaraan pada aplikasi.........c.ccccoceeveviiieenciecieciee, 50
Gambar 4.11 MoCK UP AFENA L ......cooieiecicce ettt 51
Gambar 4.12 Arena 1 SECara ZOOM MMN........coueeeieerenierienieseeseeeeesesreseesee e seeseeneens 52
Gambar 4.13 Arena 1 SECAra ZOOM MN......cccueieirerieiesiesieseesieseeeeseeseesee e eaeseenees 52
Gambar 4.14 Arena 1 SECAra ZOOM MMN......cccueverierierieiiesieseeieseeeesteseeseesee e seenees 53
Gambar 4.15 Arena 1 SECAra ZOOM MMN......cccueierverieiieriesieseesieseeeesiesee e seeseeseenees 53
Gambar 4.16 MOCK-UP ATENA 2 ......cuoiuiiiieieieisiesie ettt 54
Gambar 4.17 Arena 2 ZOOM IN.....c.ccveieieeiese s see e ae e ee st se e sreeeesrenees 55
Gambar 4.18 Arena 2 ZOOM IN.......ccveieieeiere s see st sreeaesrennes 56
Gambar 4.19 Arena 2 ZOOM IN.......ccveieieieeie s esee e ste st sreenes 57
Gambar 4.20 Arena 2 ZOOM IN.......ccveieieeeeie st se e ste s sreanes 58
Gambar 4.21 MOCK UP SUMMAIY ......cueiviiiiiinisiesisie et 59
Gambar 4.22 Tampilan Summary pada aplikasi...........ccccooeiiiiiiiiniiiie 59
Gambar 4.23 Screenshot platform Android 6.0 ..........ccocevieiiiieiienie e 60
Gambar 4.24 Screenshot MeNU aWal ...........cccovieiiiiieie e e 61
Gambar 4.25 Screenshot menu pilihan kendaraan ............ccoccooeveiiieniinncnee 61



Gambar 4.26 Screenshot SAat DEIMAIN ........eeiii ittt e e e e e e r e 62

Gambar 4.27 Screenshot saat Bermain .........cccceovvevieieniene s 62
Gambar 4.28 Screenshot saat Bermain .........ccoceoevivieieniene e 63
Gambar 4.29 Screenshot saat melanggar rambu lalu lintas.............cccoceieienennee. 63
Gambar 4.30 Screenshot saat level sudah selesai.............cccocevviiiiiniiciceen, 64

Xi



DAFTAR TABEL

Tabel 3.1 DefiniSi AKLOI.......c.cviieeieeiecec et 17
Tabel 3.2 DefiniSi USE CaASE......ccciuiiieiirieiie st sieeie et 18
Tabel 3.3 Skenario Memulai ApliKaSI..........ccooiiiiiiieccc e 21
Tabel 3.4 SkenarioMembuka HElP..........cooiiiiiiiiiee e 21
Tabel 3.5 Skenario Membuka Play ... 21
Tabel 3.6 Skenario Memilih Kendaraan ...........ccocooeveveneneeisiescse e 22
Tabel 3.7 Skenario Memainkan Game...........cocvveeerenenieierieesese e 22
Tabel 3.8 Skenario Memainkan Game...........cocvverererenieienieesesese e 23
Tabel 3.9 Skenario Lanjut LEVEL ... e 23
Tabel 3.10 Skenario Menutup APIKaSI.........ccccveiieiiiiiiiie e 24
Tabel 4.1 Pengujian fungsionalitas ...........cccccevveieii s 64
Tabel 4.2 Pengujian fungsionalitas game Happy Lantas ..........c.ccccoceevveveinenennnn, 67
Tabel 4.3 Pengujian performa game Happy Lantas ...........ccccccvvvveieevieiece e, 67

Xii



