ABSTRAK

Perkembangan teknologi informasi telah membawa dampak dalam kehidupan
masyarakat. Sejak penemuan komputer pada tahun 1955, peradaban dunia telah memasuki
era teknologi informasi. Era permainan dengan komputer pun ikut berkembang. Permainan
dengan menggunakan komputer pun banyak jenisnya, salah satunya adalah Turn Base
Strategy. Permainan berjenis ini sudah mendunia. Oleh karena itu Universitas Kristen
Maranatha mencoba untuk membuat permainan berjenis ini dengan menggabungkan sistem
permainan dengan Collectible Card Game. Universitas Kristen Maranatha menggunakan

XNA Game Studio untuk membuat gabungan kedua jenis permainan ini

Kata Kunci: Turn Base Strategy, XNA Game Studio, Collectible Card Game.
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ABSTRACT

Development of information technology has an impact in people’s lives. Since the
invention of computers in 1955. The civilization of the world has entered the era of
information technology. The era of the computer game developed too. Computer games
have a lot of type, one of which is called Turn Base Strategy. This type is a worldwide game,
Therefore Maranatha Christian University are trying to make a game of this type by
combining the system with the Collectible Card Game. Maranatha Christian University using

XNA Game Studio to create a combination of both types of games.

Keywords: Turn Base Strategy, XNA Game Studio, Collectible Card Game

vii
Universitas Kristen Maranatha



DAFTAR ISI

Turn Base Strategy dan Collectible Card Game.......cuuvviiiii it e e e i
“POLEIE Di CONVOCAE ”...eiiiieiie ettt ettt ettt ettt ettt e sbe e sat e e s bt e bt e s st e e sbeeesbe e e sab e e sateessteesabeesateesmbeesaneenanes i
LEMBAR PENGESAHAN ...ttt ettt ettt et e st e sab e s bt e sateesabeesabeesabeesabeesabeesareeeanes ii
PERNYATAAN ORISINALITAS LAPORAN PENELITIAN ...ettiiieiiieeieenieertee ettt s iii
PERNYATAAN PUBLIKASI LAPORAN PENELITIAN .....eiiiiiiiitentterte ettt s iv
PRAKATA ettt ettt ettt ettt e he e e ae e bt e e s a et e s bt e e s ab e e sae e e s ae e e s bt e s et e e sa bt e s b e e st e e san e e e b e e sreeeanes v
ABSTRAK ...ttt ettt st ettt et et ettt e b et bt e b et be e e b et e be e e be e e be e e beeennneenneeen vi
ABSTRACT ...ttt ettt ettt e e et e sh e et e sa e e sat e s ab e e sat e e sat e e e a bt e s at e e sh bt e e e bt e sat e ea bt e s b e e sat e e st e e nreenarees vii
DAFTAR ISI ottt ettt ettt et st e b e e bt s b e e bt e e bt e s bt e e be e ebeeebeeeabeeeneeebneenneeenne viii
DAFTAR GAMBAR ...ttt ettt st sttt st s bt e e bt e bt e b e e en et e sbee e smeeeanneesseeenaeeenne Xii
DAFTAR TABEL ..ttt sttt et st e et s b e sare s e be e sbeeeneeeaneesneeeneeenes Xiv
BAB | PENDAHULUAN L. .ottt ettt ettt ettt ettt ettt e st e st e sateesabeesabeesareesaneesareesaneesanes 1
1.1 () = 2 T= P21 [ o = PSP 1
1.2 RUMUSAN MaSalah .c...eiiiiiiieeee e et 1
13 TUJUAN PENEIITIAN ..evviiiei it e e et e e e e e st rr e e e e e s enbraeaeeesennnes 2
1.4 Batasan Masalah ........ooiiiiiie e e e 2
1.5 Sistematika Pembahasan ........coceoiiiiiiiii e 2
BAB | LANDASAN TEORI ..ttt ettt ettt ettt ettt ettt et s e st e s e s b e saneesaneesareesaneesanes 3
2.1 XN A e et b et h e h et et e st e e s bt e s reesareesnee e 3

2.2 DN 1 T ot Yol 1T PRSP 3

2.3 (VT o] YU Y o] 1 N O = 1Y PP TP UPP PPN 3

2.4 Contoh FUNgESi LOad CONTENT .....uvviiiiiiiiiiiiee ettt e e e e e sbrre e e e e e ebeneeeeeeennes 4

2.5 Contoh FUNESi Draw CONENT ......uiiiiiiiiiiiiie et e e s sbrae e e e e s esbeaeeeeeeennes 4

2.6 CoNtoh FUNGSI UPAte...uiiiiiiiiiiiiiiie ettt e e s e e e e s s sabra e e e e s seabeaeeeesssnnnes 5

2.7 BAhasa CH.....eoeiiiiieiiiee ettt ettt et e e et e e s bt e e e ab e e e e e abe e e e ebaeesaareeenn 6

2.8 Membuat Tipe tipe Variable pada CH........oooiiiiii i 6

2.9 Operasi Numerik pada Variable Numerik pada CH .......ccvvvieiiiiciiieiee e 7
2.10 Operator Logika dan Pernyataan Kondisional..........cccccceeiiiiiiiieii i, 8
0t N R ol ¢ <=1 s IO 1¥ 1 o 1V ) PP P PP PPRO 8

D A ST V| YoV - o PO PPRR 9

D R T |V 1= 0 oY TU T UY=L PP PP 10

viii

Universitas Kristen Maranatha



O S o TU @ LU o oYU 1 [ PUUPUP 11
215  UML DIGBIam .oiiiiieiiiiiiiiiiiiee e e et ettttttiisss s s e e e e e e eeteaastabassseeseeeeseesnssseansssssesseesesensssnnnnnnnns 12
2,06  USE CaSe DIABIam .ccuvuiueuiieeeeeeeeietitiiiiiiiisaeeeeeeeeetetertasaasssseeeeesermmsnsnssssssesseeresesessnnnnnnnns 13
207 ACHIVITY DIAgram .cccceeiiiiiiiieee e ee ettt e e e e e e ettt ttb b se s e e e e e eeeteeabebaaasaeseeeeeseeenessnnnnnnnns 13
2009 Al ettt sttt e s b s bt s bt e b s r e nneesnee s 15

D O B € ¢ =T=To LYY T T ol o PSPPI 15
B R V114 110 o = D (] = SO O PP PP PP PP PTPPPRR 16
2.22 EValuation FUNCEION......coiiiiiiieieeec e et 18
BAB [1l ANALISA DAN PEMODELAN .....oiitiiititeiteeiteestee et e eite st s tee et essieesbeeesaeessaeeesbeeenasesssneenseeanes 19
3.1 ATUIan PErmMaiNan .....coiiiiiiiiiiiiiiiiiicc i 19
Lo HEIO e 19

2. DK e et s snee s 19

S €= 1 4§ O OOROPPPPPPIRN 19
A, WINNINE STAEE . eeeiiiiiiiiicieee et e e e ettt e s e e e e e et eebesba e e e e e eeeeasenessnnaannaaeeaaaans 19
3.2 ) Ko YA LT 1= =10 1 =11 = o ISP PPPRN 20
3.3 (DT T S =10 0 T 11 F= o PR 20
3.3.1 12T 1T o PO UPTRUPTRRNt 20
3.3.2 o U] PSP P TP PPTRUPTRRIOt 21
333 JOD NEIO e e s e e e e s aree e e nreas 21
334 (1] o' OO STPRTOUPTRPPTOTRRIOt 21
3.35 (1 o A0 PO PSSP PPTRUPTRNt 21
3.3.6 TUIN PRASE ..ttt ettt ettt e e st e e s st eseabaeeesabeeessabbeesnabaeeenn 21
34 ATSTEEKEUI GAMIB ettt e et e e s e e e s abe e e sbbeeesnreeessnreeesanreeesanne 21
34.1 USE CaSE ..ttt ettt e e e e e e e e s 21
3.4.2 ACHIVITY DIABIam et e e e e e e e e e s e e s s e et e e e e e e e e eaaaeaaaeeens 22
3.4.3 (O F T DTV = =12 PP UPRPPRN 28
3.5 (1Yo 10 A 1> o o 11 - o T PP 30
3.5.1 MENU ULAMA ciiiiiiiiiiiiiiiiiii et e e e e s e e e eeeeeeeens 30
3.5.2 MENU CONTINUE ...eiiieeiiiieeeeee ettt e e e e e e e e s e e e e s e ree e e e s eannreereeseesnnreneens 30
3.5.3 MENU OPTION ceitiiieiieeeeeeee ettt ettt e et e eeaeaeaeeeeesssassaanansasbbsbebbeeeeeeeeeeaeaaaaeeens 31
3.54 ATENA ST it e e e et et e e e e e e e e et e e b e e e e aaaees 31
3.55 EIT HEIO et e et e e st e e s bt e e sbbe e e snr e e e s nreas 32
3.5.6 [0 Ll L (=] o o O TS OPRUR T TPRTP 33
3.5.7 (1 o A0 TP ST PTOUPTOUPOTRRIOt 33

IX

Universitas Kristen Maranatha



35.8 BT DECK ettt et nne e 34
3.5.9 {14V o T Lo 1Y, =T o TSP UPPNt 35
3.6 Creative STratOEY .ot e et e e e e e e e e e r e 36
3.6.1 K@ItU. i 36
T8 A Y PP PPRR PR 36
BAB IV PERANCANGAN DAN IMPLEMENTASI ..ottt 41
4.1 IMEEENOM ...t ettt et e b et e et be et e bt et e reeennee e 41
4.1.1 ChangeTurn() pada AreNaStage........cceeeiiiciiieee et e et e e e esrre e e e e e e srrae e e e e e eeanens 41
4.1.2 HeroShowMenu() pada ArenaStage .......cuveeiieeeeeiiieeeciiee e e eeee e sare e e stae e e s eara e e eneeas 42
41.3 HeroDoMove() pada ArenNaStage .......ccoccuveeeiieeeeeiiiee e st e e tae e e etre e e stae e e searaeeenreas 43
4.1.5 HeroDoAttack() pada ArenaStage .......ccccveeeiiieeeeiiiee ettt e et eaae e e e eara e e e 44
4.1.6 Attack() pada Kelas HEIO .......uuviiiei ettt e e et e e e sar e e e e e 46
4.1.7 HeroDoSKill() pada Ar€NaSTage .....cccuveeecviieiiiieeeciee ettt e et e e saae e e s eare e e 47
4.1.8 AIStEP() PAA MINMAAX ....viiiiiiee ettt e e e et e e et e e e e bae e e ebae e e abaeeesnraeeeeans 48
4.2 Yol YT 0 1) o T AP PPPRRN 49
4.2.1 MAINIMBNU.c.ciiiiiiiiiiiii e e e e e e e e e e e e e s 49
4.2.2 (Moo [CT-1 0 LIRS O T PP TP U PRPROTOPPPPROP 49
4.2.3 (0] o) {0 ] o HEUUU T T PP PP PP P PP PU PPN 50
4.2.4 (Vo g o 1Y - o J PSPPIt 50
4.2.5 TOWN e e e e e et ettt e e e e e e e e e ettt e bbb e e e e e e e e et eee bt e e e e aaaans 52
4.2.6 21 Yol oY ' o PP 52
4.2.7 BIackSMIith Trade...c.coouuiiiiiiie ettt e e s bre e e s 52
4.2.8 POTIONSEOIE ... s e e s e e e e e 54
4.2.9 POtIONSEOrE Trade .eccueiiee ittt ettt e st e e sbae e e s beee e s arees 54
4.2.00  HEIOBS .ttt e e e e e e e e e e s e e 54
4.2.11  Heroes MenU PEI UNitu.. et e e e e e e e e e e e e e e e e e s s e s s s s sssnaannns 56
4.2.12  Heroes Change EQUIP «iueeieccuiiiieeeiiiiiieeee s eeciitte e e e s ssiteee e e e s ssvteeeee e s sssnbraeeeessssnsenneeesssnnnens 56
4.2.13  Heroes Change JOD ... e e e e e e e e e e e e e e e 56
42,14 HEroES SKill..oooeeeeeeeeee ettt et et e s e s e e e e e e e e 58
R S - ol PP PPPR 58
4206 TEBIMS oo e e e e e e e e e e e e s 58
N I ¥ 1= LY 1 =Tl Al 1] o SRR PPPPPR: 60
A 2 I - Y-S UPRRNE 60
4.2.19  StAge HEIO IMIBNU ...uiciiiiiei ittt e et s e e et s s e e e et s s e e eabaeeeeeabaneas 60
X

Universitas Kristen Maranatha



4.2.20  STaBE HErO IMOVEAICA ....cceeeiiiiiiiiieee ettt e e e e e e e ee et teraa s s e e s e e eeeeeaasaasannenseeaaans 62
4.2.21  Stage Hero Action Persentation ........oooiiiiiiiiiiiiiiiinie et 62
4.2.22  Stage Hero Action EffECt .....uueeii ittt e 62
4.2.23  StAge SNOW Card......uuiiiiiiiiiiiiee e cectteeee et e et e e e e s e st tae e e e s s snbtaeeeeesenbaaeeeaesennnres 64
4.2.24  Stage Use Card Effect ..ottt e 64
4.2.25  Stage REMOVE Card ....cccooiiiiiiiieecciiiieee e e ettt e e e et e e e e e e st re e e e e e s snbta e e e e e senbaaeeeeeennnnees 64
4.2.26  Pause MenU WOorld Map ....uuuiiiei ettt et e e e e e svtre e e e s e enbaaeeeeesenneees 66
B.2.27  SAVE..iiiiiiiiiiiiiii e e e e s s a e e e e s eaaaes 66
N B ¥ T~ LY 1 1T Y PSPPSRt 66
4.2.29  GAME OVEI .etiiiiiiiiiiiiiiii ittt eaaaes 68

BAB V PENGUIIAN ...ttt sttt ettt st e s e e b et e sbeeesneeesmneesneeenneeenne 69
5.1 Metode Pengujian (WhiteboX TESHING) .eeeeeveeiiiiieeiiiee e 69
5.1.1 Method Equip (EquipAble _equipment).......cccceeeecieeicciie e 69
5.1.2 Method RemoveEquip (EquipAble _equipment).......ccoeeeeeieeiiiiiiecciee e, 70
5.1.3 Method Attack (Character _ENEmMY) .....cccuuiiiiiiiee e ettt 72
5.1.4 Method ActiveSkillSpell (Character _enemy) .......ccceeecveeecciee e 75

BAB VI KESIMPULAN DAN SARAN ...ttt ettt tttiisese s e e e e e e setebassaaaseseseeeaeeseenssnnnnnnnssseaaaees 78
6.1 [Ty [0 o 101 =1 o PP 78
6.2 Y= 1 - o OO OO P PP 78
Daftar PUSTAKA ....eeiiiiie ittt e s e et e e s ab e e s abe e e s nreeesnreeenaane 79
RIWAYAT HIDUP ...ttt e e e e e ettt s e e e e e e e e eeaeeabbaa s e s e aeeeaeeaeenssnnnnnnnseseaaaans 80

Xi
Universitas Kristen Maranatha



DAFTAR GAMBAR

GaAMDbBAr 2.1 XNA HQCYCIO. . e e e e e e e e e e e e e e e e s e e bbb et e e e eeeeeaeeeeaaaaaaaeaeeeseeeenannn 3
Gambar 2.1 Contoh depedency class diagram ........cceieeiiie i e e e e e 14
Gambar 2.2 Contoh assosiation class diagram........ceeeeeiiiii i 14
Gambar 2.3 Contoh alogoritma Gre@AY ........uuiiiiiiiiiiieeieiee e e e e e e e e e e e e e e e e e e s enaes 15
Gambar 2.4 Contoh algoritma MiNIMaXiNg .......ccuveiiiiiiiiiiiee e e e e e e e earre e e e e e e araeee s 16
Gambar 2.5 Contoh pseucode MiNiMaXiNg ........cueeeeeiiiiriieiiiiieeeceecccccerrr e e e e e e e e e e e e e e e e e e eseeannes 17
Gambar 2.6 Contoh pseucode best move only Minimaxing.......cccccccveiviiiiiiiiireieeeeeeeee e 18
Gambar 2.7 Contoh pseucode class Board minimaxing ..........cooeeeeeiiiiiiiniiiiiiiiireeeeree e e e e e e e e e e e s 18
Gambar 3.1 USE Case DI@Brami.....cccccccueuririiiiiiieeeeeeeeeeeeeeeeeeeeseessssssssnnssssssstasarerreaeseeseaaseaesseeseesssansannns 22
Gambar 3.2 Activity Diagram NEW GAmME ......ccccviiiiieiiiiiiiiee e e ectee e e e e eettee e e e e e strae e e s e e e entaaeeaeeennraeeeas 23
Gambar 3.3 Activity Diagram ContinUe GAME .....cceeeiiiiiiiiii et e e e e e e e e e e e e e e e e e e e 23
Gambar 3.4 Activity Diagram Edit Option.........eeeerieiiiieii e 24
Gambar 3.5 Activity Diagram Edit HEro dan EQUIP «.eeeeeeeeeeeii et 25
Gambar 3.6 Activity Diagram Edit DECK .........uuuiieiiiiiiiiieii e e e e e e e e 25
Gambar 3.7 Activity Diagram Edit HEM......coooiiiiiiiii e 26
Gambar 3.8 ActiVity DIiagram SAVE.......ccuuiiiii ittt e e e e e et e e e e e e et e e e e e e et a e e e e e e enrrraaeas 27
Gambar 3.9 ACtiVity USE Card ........oeieeieciiiiiee ettt etee e e e e e e tre e e e e e e ae e e e e e enaraeee e e e ennraeeeas 27
Gambar 3.10 Activity Diagram ATEACK ........ceeiiiiiiiiiie et e e e et e e e e e arae s 28
GamMbar 3.11 Class DIABIram ........uuiiiiieicciiieee ettt e e et e e e e e et e e e e e e et ae e e e e e s antaeeeaesennstaaeeeeesnnnreaeeas 29
Gambar 3.12 Gambar MenU ULamMa .....coocuieiiiiiiieiie ettt s 30
Gambar 3.13 Gambar MenU CONTINUE ........coiuiiiiiiieiieeieeeee ettt ettt e reesbeeenee s 30
Gambar 3.14 Gambar MENU OPTION ........uiiiiie ittt e e e ertre e e e e e e earre e e e e e enarreeeeeeennsraenens 31
Gambar 3.15 Gambar Ar€a STAZE ...cccei ettt e e e e e e e e e e e e ataa e e e e e enarraeeas 31
Gambar 3.16 Gambar EAit HErO....oo.uii e s e 32
Gambar 3.17 Gambar Eit iteM ...cooiii i 33
Gambar 3.18 GamMDBAr Kartu ...cocueeoiiieiiieie ettt et s be e s e nee s 34
Gambar 3.19 Gambar Eit DECK.......coiiueiiiiieieeeie ettt ettt s 34
Gambar 3.20 Gambar World Map......coc ittt rree e e e e e e sbrre e e e e e earrre e e e e e ennraaeeas 35
GamMbBar 3.19 DESIZN KAItU ..eeeiiiiiiiiiee ettt cccte e et e e e e et e e e e e s eabaae e e e e s aabtaeeeeeesnssseaeeeessnnssees 36
Gambar 4.1 Screenshot Main MENU ......oocuiiiiiiiiie ettt ree s eenee s 49
Gambar 4.2 Screenshot LOad SamME ........uuiiiii it e et e e e e enrae s 50
Xii

Universitas Kristen Maranatha



Gambar 4.3 SCreenShOt OPtiON......uiiii i e e e e e e e s e e e e e s abta e e e e eessnraeeeeeesnansens 51

Gambar 4.4 Screenshot World Map ...t et e e e et e e e e e snarae e s 51
Gambar 4.5 SCre@NSNOT TOWN ... ..eiiiiiiiieiiie ettt sttt st e s e st e s e e esbeesbeesneesneeenees 52
Gambar 4.6 Screenshot BIaCKSMITh .......cociiiiiiiiiiice e e s 53
Gambar 4.7 Screenshot BIackSmith Trade .........ccceeiiiiiiiiiiriieee e 53
Gambar 4.8 Screenshot POtION STOIE.......c.uiiiiiiiiiiiee et s 54
Gambar 4.9 Screenshot Potion StOre Trade.......ccueeveiiiiiiiieeieeeee et 55
Gambar 4.10 SCreenshOot HEIOES ......oocuei i s 55
Gambar 4.11 Screenshot Heroes Per UNit .....ooceiieiii ittt e e e vree e e s 56
Gambar 4.12 Screenshot Heroes Change EQUIP.....cuiei i cuiieieeeicciieee ettt ee e e seire e e e e s eirre e e e e s eanreeee s 57
Gambar 4.13 Screenshot Heroes Change Job ......ueiiii it 57
Gambar 4.14 Screenshot Heroes SKill .........ooei i 58
Gambar 4.15 SCre@nShOt DECK ......cocuiii ittt et e s st re e s s e e e sabeee e 59
Gambar 4.16 SCreenShO IEEM .....coi i et e e sbee e s sbte e s sbeeessbeeee s 59
Gambar 4.17 Screenshot SEIECT HEIO .......uiiiiiii et 60
Gambar 4.18 SCreeNShOt STAZE .....uuiii it e e e e e e e e e e s st re e e e e e earraeees 61
Gambar 4.19 Screenshot Stage HEro MENU.........uuiiiiiiiiiiiie ettt ree e 61
Gambar 4.20 Screenshot Stage HEro MOVE Ar€a........cccuiiiiieiieiiiieee e eeeieeee et e e e e ssvree e e e e s snreeee s 62
Gambar 4.22 Screenshot Stage Action Effect ... 63
Gambar 4.23 Screenshot Stage ShoW Card........c..uveiiiiiiiiiiie e e 64
Gambar 4.24 Screenshot Use Card EffeCt ......c.ueioiiiiiiiieiiiec ettt 65
Gambar 4.25 Screenshot REMOVE Card ..........ueiiiiiiiiiiieeiie ettt ettt s e s sbeee e 65
Gambar 4.26 Screenshot MENU PaUSE .......ccoiiiii ittt e s e e sreee s 66
Gambar 4.27 SCre@NShOT SAVE .....ooiiiiiiiiie ettt s e et e e sbae e s ebe e e e areee s 67
Gambar 4.28 Screenshot STage Clear.... ...t e e e e e e e s sareeee s 67
Gambar 4.29 Screenshot GAMEOVET ........uiiiiiiiieiiiee ettt rtee e sbee e s sttt e e sbte e e sbeeessbbeessareeeeas 68
Gambar 5.1 Flowgraph Method @QUIP ....uviiii ittt e e e e e e e s seareeee s 69
Gambar 5.2 Flowgraph method REMOVEEQUIP ...cceveiiiiieieeee ettt e e e e e e e e e e e e e e e e e e e e e 72
Gambar 5.3 Flowgraph method AttacK .........oooiiiiiiiiiiec e 73
Gambar 5.4 Flowgraph method ActiveSKilISPell .......coo i e 75
xiii

Universitas Kristen Maranatha



DAFTAR TABEL

Table 2.2 SIMbOl USECASE DIAGTAM .....occiiiieiieeeee ettt ettt et et enee e eneeens 13
Tabel 2.3 SIMb Ol ACLIVILY DIAQEramM ......ccccuiiiieiie et sre e s sete e s re e sare e s abe e sareesnns 13
Tabel 2.4 CoNtoN Class DIAQIamM .......ccueiiiirieieerereeeere ettt sne e 14
Tabel 5.1 TESICASE L EQUIP .iouiiiiieitiiieieesere ettt sttt st 69
Tabel 5.2 TESICASE 2 EQUIP .outiiiiertieiiiie ettt sttt st b e 70
Tabel 5.3 Testcase 1 REMOVE EQUIP .uuiiiiiiieieieie ettt ste e stte e sete e sate e snte e st e e sareesnns 71
Tabel 5.4 Testcase 2 REMOVE EQUIP .uuviiiiiiiieeie sttt ste et sete e sate e sate e nteesnreesens 71
Tabel 5.5 TESICASE 1 ALTACK .......co e 73
Tabel 5.6 TESICASE 2 ALTACK ..ot 73
Tabel 5.7 TESICASE 3 ALTACK .......oiieeee et 74
Tabel 5.8 TESICASE 4 ALTACK ..o 74
Tabel 5.9 TESICASE 5 ATACK .......oo it 74
Tabel 5.10 Testcase 1 ACHIVESKIISPEI ..o 76
Tabel 5.11 Testcase 2 ACHIVESKIISPEI ...t 76
Tabel 5.12 Testcase 3 ACHIVESKIISPEI ... e 76
Tabel 5.13 Testcase 4 ACLIVESKIIISPEIl ... e 76
Tabel 5.14 Testcase 5 ACHVESKIISPEI ... e 77
Xiv

Universitas Kristen Maranatha



