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ABSTRACT 

 

Smartphones are currently becoming a trend that is endemic throughout the world 

because there are attractive features and interfaces offered, such as the Android 

operating system. In this research, the author focus his research towards making 

2D platformer games based on Android and the Main theme of the game is 

thriller entitled Project Zero, 2D platformer games, in particular, are a classic 

genre which is named based on game play where the player character jumps or 

walks on a platform to get through existing obstacles, This genre is often 

combined with other genres such as shooters, puzzles or action, the author chose 

the title Project Zero because it was taken from the background of the main 

character's story, where he was the first project that failed and was not 

recognized, and the whole theme of this game is thriller which features the 

storyline of the main character against the time. 

 

Keywords: Game, platformer, thriller 
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ABSTRAK 

 

Smartphone saat ini menjadi tren yang mewabah di seluruh dunia karna terdapat 

feature dan interface menarik  yang  ditawarkan,  seperti  sistem  operasi Android. 

Dalam penelitian kali ini penulis memfokuskan penelitian kearah pembuatan game 2D 

Platformer berbasis android dan bertema thiller yang berjudul Project Zero, Game 2D 

platformer khususnya merupakan  genre klasik yang dinamakan berdasarkan game play 

nya dimana karakter pemain melompat atau berjalan di atas platform untuk melewati 

rintangan yang ada, genre ini sering di gabungkan dengan genre lain seperti shooter, 

puzzle ataupun action, penulis memilih judul Project Zero karena di ambil dari latar 

cerita karakter utama yang mana dirinya ada lah project pertama yang gagal dan tidak 

diakui , dan keseluruhan tema pada game ini yaitu thriller yang  menonjolkan alur cerita 

karakter utama yang berpacu dengan waktu. 

 

Kata kunci : game, platformer, thriller 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

vi 
 

DAFTAR ISI 

 

LEMBAR PERNYATAAN ..................................................................................... i 

LEMBAR PERSETUJUAN SIDANG ................................................................... ii 

KATA PENGANTAR ........................................................................................... iii 

ABSTRACT ........................................................................................................... iv 

ABSTRAK .............................................................................................................. v 

DAFTAR ISI .......................................................................................................... vi 

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

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

DAFTAR ISTILAH .............................................................................................. xii 

DAFTAR SIMBOL ............................................................................................. xiii 

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

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

1.2. Rumusan Masalah .................................................................................... 2 

1.3. Batasan Masalah ....................................................................................... 2 

1.4. Tujuan dan Manfaat Penelitian ................................................................ 2 

1.5. Sistematika Penulisan ............................................................................... 3 

BAB II TINJAUAN PUSTAKA ....................................................................... 4 

2.1. Model Prototype ....................................................................................... 4 

2.2. Metode Object Oriented Programming ................................................... 5 

2.3. Tools Pengembang Perangkat Lunak ....................................................... 5 

2.3.1. Usecase Diagram ..................................................................................... 6 

2.3.2. Activity Diagram ...................................................................................... 6 

2.3.3. Sequence Diagram.................................................................................... 7 

2.4. Teori Pendukung ...................................................................................... 8 

2.4.1. Game ........................................................................................................ 8 

2.4.2. Element Di Dalam Game ....................................................................... 10 



 

vii 
 

2.4.3. Android .................................................................................................. 11 

2.4.4. 2D Platformer ......................................................................................... 12 

2.4.5. MDA ( Methods , Dynamics , Aesthetics ) ............................................ 13 

2.5. Teori Pengujian ...................................................................................... 14 

2.5.1. Blackbox Texting ................................................................................... 14 

2.6. Penelitian  Terdahulu ............................................................................. 14 

BAB III METODOLOGI .................................................................................. 16 

3.1. Model Prototype ..................................................................................... 16 

3.2. Metode Pengembangan Sistem .............................................................. 18 

3.3. Tools Pengembang Sistem ..................................................................... 18 

BAB IV IMPLEMENTASI DAN PENGUJIAN .......................................... 20 

4.1. Analisa Kebutuhan ................................................................................. 20 

4.2. Perancangan Sistem ................................................................................ 20 

4.2.1. Rancangan Sistem .................................................................................. 21 

4.3. Metode Perancangan Game .................................................................... 25 

4.3.1. Konsep Game ......................................................................................... 25 

4.3.2. Game Design Document (GDD) ............................................................ 26 

4.3.3. Technical Design Document (TDD) ...................................................... 33 

4.3.4. Design UI ( User Interface ) .................................................................. 36 

4.4. Detail Cerita Yang Mendasari Game ..................................................... 38 

4.5. Implementasi .......................................................................................... 39 

4.5.1. Implementasi Konsep Game .................................................................. 39 

4.5.2. Implementasi Konsep Game .................................................................. 39 

4.5.3. Implementasi Design User Interface ...................................................... 61 

4.6. Pengujian Penbelitian ............................................................................. 64 

4.7. Analisa Penelitian ................................................................................... 67 

4.7.1. Kelebihan System .................................................................................. 67 

4.7.2. Kekurangan System ............................................................................... 67 



 

viii 
 

BAB V KESIMPULAN DAN SARAN ......................................................... 68 

5.1. Kesimpulan ............................................................................................. 68 

5.2. Saran ....................................................................................................... 68 

DAFTAR PUSTAKA ........................................................................................... 69 

LAMPIRAN .......................................................................................................... 71 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

ix 
 

DAFTAR GAMBAR 

 

Gambar 2.1 Contoh Use Case Diagram ................................................................. 6 

Gambar 2.2 Contoh Activity Diagram .................................................................... 7 

Gambar 2.3 Contoh Sequence Diagram  ................................................................ 7 

Gambar 2.4 Elemental tertad  ............................................................................... 10 

Gambar 2.5 Logo Android  ................................................................................... 11 

Gambar 2.6 MDA dari Perspektif Game Designer dan Pemain  .......................... 13 

Gambar 3.1  Model Prototype  ............................................................................. 16 

Gambar 4.1 Use Case Diagram Game Project Zero  ............................................ 21 

Gambar 4.2 Activity Diagram Start Game pada Game Project Zero  ................... 23 

Gambar 4.3 Activity Diagram Quit Game pada Game Project Zero  ................... 24 

Gambar 4.4 Sequence Diagram Start Game pada Game Project Zero ................. 24 

Gambar 4.5 Sequence Diagram Quit Game pada Game Project Zero.................. 25 

Gambar 4.6 Rancangan Kendali Pemain. ............................................................. 33 

Gambar 4.7 Main Menu Interface ......................................................................... 37 

Gambar 4.8 Scene Interface .................................................................................. 37 

Gambar 4.9 Credit Scene Interface ....................................................................... 38 

Gambar 4.10 Implementasi Judul Game ............................................................... 40 

Gambar 4.11 Implementasi Karakter Di Dalam Game ......................................... 41 

Gambar 4.12 Implementasi Karakter NPC Enemy Di Dalam Game .................... 41 

Gambar 4.13 Implementasi NPC Enemy Boss Di Dalam Game........................... 42 

Gambar 4.14 Implementasi NPC Enemy Boss Tahap Akhir Di Dalam Game ..... 43 

Gambar 4.15 Implementasi Background Scene 1 yang ada di Dalam Game ....... 43 

Gambar 4.16 Implementasi Background Scene 2 yang ada di Dalam Game ....... 44 

Gambar 4.17 Implementasi Background Scene 2 yang ada di Dalam Game ....... 44 

Gambar 4.18 Kode Program Pergerakan utama Karakter .................................... 47 

Gambar 4.19 Kode Program Animasi dan Input  utama Karakter ........................ 48 

Gambar 4.20 Kode pergerakan Player Attack pada Game ................................... 48 

Gambar 4.21 Kode Prefab Bullet .......................................................................... 49 

Gambar 4.22 Kode Attack Animation ................................................................... 50 



 

x 
 

Gambar 4.23 Kode Player Health....................................................................... 51 

Gambar 4.24 Kode Utama NPC Enemy .............................................................. 51 

Gambar 4.25 Kode AI NPC Enemy  ................................................................... 52 

Gambar 4.26 Kode Utama NPC Enemy Boss ..................................................... 54 

Gambar 4.27 Kode NPC Enemy Boss Health & Dialogue ................................. 55 

Gambar 4.28 Kode Parallax Effect pada Main Camera di dalam Game ........... 56 

Gambar 4.29 Kode Parallax Effect pada Layer Background di dalam Game .... 56 

Gambar 4.30 Kode Parallax Effect pada Layer Foreground di dalam Game .... 57 

Gambar 4.31 Kode Dialogue Trigger ................................................................. 57 

Gambar 4.32 Kode Dialogue Manager .............................................................. 58 

Gambar 4.33 Kode Level Loader ........................................................................ 59 

Gambar 4.34 Kode Joystick ................................................................................ 60 

Gambar 4.35 Kode Main Menu .......................................................................... 61 

Gambar 4.36 Tampilan Main Menu .................................................................... 61 

Gambar 4.37 Tampilan Scene 1 .......................................................................... 62 

Gambar 4.38 Tampilan Scene 1 ke 2 .................................................................. 62 

Gambar 4.39 Tampilan Scene 2 .......................................................................... 63 

Gambar 4.40 Tampilan Scene 3 .......................................................................... 63 

Gambar 4.41 Tampilan Credit Scene .................................................................. 64 

Gambar 4.42 Foto Pengujian Game Project Zero .............................................. 66 

 

 

 

 

 

 

 

 



 

xi 
 

DAFTAR TABEL 

 

Tabel 2.1 Tabel Penelitian Terdahulu  ................................................................ 14 

Tabel 4.1 Deskripsi Use Case Diagram Start Game  .......................................... 22 

Tabel 4.2 Deskripsi Use Case Diagram Quit Game ........................................... 22 

Tabel 4.3 Karakter yang ada di dalam game ....................................................... 28 

Tabel 4.4 Object & Background Design ............................................................. 29 

Tabel 4.5 Deskripsi Event ................................................................................... 33 

Tabel 4.6 Kebutuhan Perangkat Lunak ............................................................... 36 

Tabel 4.7 Hasil Pengujian black box .................................................................. 68 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

xii 
 

DAFTAR ISTILAH 

 

UML   =   Unified Modeling Language 

OOP   = Object Oriented Programming 

MDA  = Mechanics, Dynamics dan Aesthetic 

GDD  = Game Design Document 

TDD  = Technical Design Document  

UI  = User Interface 

SCI-FI  = Science Fiction  

NPC  = Non-Playable Character 

HP  = Health Point 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

xiii 
 

DAFTAR SIMBOL 

 

1. Simbol Use Case Diagram 

Use Case 

Gambaran fungsionalitas dari suatu 

sistem, sehingga pengguna sistem 

paham dan mengerti kegunaan sistem 

yang akan dibangun. 

 

Actor  

Sebuah entitas manusia atau mesin 

yang berinteraksi dengan sistem untuk 

melakukan tugas – tugas tertentu. 

 

Associasition 

Merupakan abstraksi berupa garis 

tanpa panah yang menghubung antara 

actor dan use case atau use case 

dengan use case. 

 

Include 

Menunjukan bahwa suatu use case 

seluruhnya merupakan fungsionalitas 

dari use case lainnya. 

 

Extend 

Menunjukan suatu use case merupakan 

tambahan fungsional dari use case jika 

suatu kondisi terpenuhi. 
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2. Simbol Activity Diagram 

 

Initial Node 

Merupakan symbol untuk memulai activity 

diagram 

 

Activity Final Node 

Merupakan symbol untuk mengakhiri activity 

diagram 

 

Swimline 

Menggambarkan Pemisahan atau pengelom-

pokan aktivitas berdasarkan actor 

 

 

Activity 

Activity juga merupakan proses komputasi 

atau perubahan kondisi yang bisa berupa kata 

kerja atau ekspresi 

 

Transition 

Menggambarkan aliran pemindahan control 

antara activity. 

 

Decision 

Merupakan cara untuk menggabungkan 

Ketika ada lebih dari 1 transisi yang masuk 

atau pilihan untuk mengambil keputusan. 
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3. Simbol Sequence Diagram 

 

Actor  

Menggambarkan seseorang atau sesuatu 

(Seperti perangkat, sistem lain) yang 

berinteraksi dengan sistem. 

 

 

Boundary  

Menggambarkan interaksi antara satu atau 

lebih actor dengan sistem, memodelkan 

bagian dari sistem yang bergantung pada 

pihak lain disekitarnya dan merupakan 

pembatas sistem dengan dunia luar. 

 

 

Control 

Menggambarkan Perilaku untuk mengatur 

atau kegiatan mengontrol, meng koordinasi 

kan perilaku sistem dan dinamika dari suatu 

sistem, menangani tugas utama dan 

mengontrol alur kerja suatu sistem 

 

 

Entity 

Menggambarkan informasi yang harus 

disimpan oleh sistem( struktur data dari 

sebuah sistem ). 
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Message 

Menggambarkan pesan / hubungan antar 

objek yang menunjukan urutan kejadian 

yang terjadi . 

 

 

Self Message  

Pesan yang dikirim untuk dirinya sendiri. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


