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PERANCANGAN GIM MENGENAI DAMPAK PENGGUNAAN

NON-RENEWABLE ENERGY TERHADAP LINGKUNGAN

(Alifah Siti Amalia)

ABSTRAK

Energi yang tidak dapat diperbarui merupakan SDA yang pembuatannya
sangat lambat dengan ketersediaan yang terbatas. Saat SDA ini dibakar, SDA
ini merilis CO2 ke permukaan bumi sehingga menyebabkan memanasnya
bumi seiring berjalannya waktu. Banyak usaha yang telah dilakukan
pemerintah serta masyarakat seperti melakukan car free day. Ironisnya,
menurut penelitian yang dilakukan oleh Saputra (2012), sekitar 68%
pengungjung car free day masih menggunakan kendaraan pribadi untuk
mencapai lokasi. Survei yang dilakukan oleh British Council terhadap
pemuda dengan rentang usia 16 hingga 35 tahun menunjukkan bahwa hanya
21% menganggap sustainability adalah hal yang penting. Hal ini
menimbulkan urgensi adanya peningkatan kesadaran mengenai dampak yang
ditimbulkan apabila kita terus mengonsumsi energi ini. Maka dari itu,
diharapkan dapat membuat sebuah media informasi interaktif mengenai
penggunaan dan dampak dari energi ini. Media informasi ini dirancang
melalui metode desain media interaktif oleh Julia Griffey.

Kata kunci: SDA, Media Informasi Interaktif, Non-Renewable Energy
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DESIGN OF GAME REGARDING THE IMPACT OF THE USE

OF NON-RENEWABLE ENERGY ON THE ENVIRONMENT

(Alifah Siti Amalia)

ABSTRACT (English)

Non-renewable energy is natural resources which are produced very slowly
with limited availability. When this natural resource is burned, this natural
resource releases CO2 to the earth's surface, causing the earth to heat up
over time. Many efforts have been made by the government and the
community, such as holding a car free day. Ironically, according to research
conducted by Saputra (2012), around 68% of car free day visitors still use
private vehicles to reach the location. A survey conducted by the British
Council of youth in the age range of 16 to 35 years shows that only 21% of
them think sustainability is important. This raises the urgency of raising
awareness regarding the impact if we continue to consume this energy.
Therefore, it is expected to create an interactive information media regarding
the use and impact of this energy. This information media is designed through
interactive media design method by Julia Griffey.

Keywords: Natural Resources, Interactive Information Media, Non-
Renewable Energy

viii
Perancangan Gim Mengenai..., Alifah Siti Amalia, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN PERNYATAAN TIDAK PLAGIAT ..o i
HALAMAN PENGESAHAN ... ..ooo ottt i
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH UNTUK
KEPENTINGAN AKADEMIS ...t Y,
KATA PENGANTAR ...ttt e e snaa e s snae s snaeeanneeeennes v
ABSTRAK Lottt sttt sttt te s be st eseabe et et eneane e et e ne it e neere e Vii
ABSTRACT (ENQGIISN) ..c.viiiiiiiiicieiciee et viii
DY I o O ] S SRR IX
DAFTAR TABEL ....oooiiiiiiiieee ettt sttt a s s saena s seensesees iX
DAFTAR GAMBAR ...ttt e e stae et e e aaa e e snaae e anaeeasnneeenneeeans Xii
DAFTAR LAMPIRAN ...ttt aiee e e sbaa e e s anssaeeesansaaaessnsaeeeeanns XV
BAB | PENDAHULUAN ..ottt siee e saeassessessasessessesassesseseesesseses 1
1.1 Latar BelaKang .......ccccceiiiiiiieiecic e 1

1.2 Rumusan Masalah ... 3

1.3 Batasan Masalah............ccccoviiiiiiiiiei i 3

1.4 Tujuan Tugas AKNIT .........ccccoviiiieiiii e 3

1.5 Manfaat Tugas AKNIr ..o 3

BAB Il TINJAUAN PUSTAKA . ...ttt 5
2.1 Desain Komunikasi Visual...........cccocoviiiiiininiininee e 5

2.1.1 Elemen DEeSaIN...........couiierienierieiieiiesieaieeieieie e sie e 5

2.1.2 Prinsip DESAIN .........ccouriiieniiieiiesii st 10

2.1.3  THPOGIafi .c..cviiiiieiiiiiiieeieie e 17

2 S 1 ¢ o B S SRS ST 18

A €] | 4 S SO 20

2.2.1 GIM GENIE ..ottt 20

2.2.2 UNSUr-UNSUN GIM ...c.ooiiiiiiieiiee e 28

2.2.3  Game NarratiVe.........ccooieeiiieiieee et 31

2.2.4  USEIr EXPEIIENCE ....ccveeiiieeiie st esiee et se et 35

2.2.5 USer INterface .......cccoiiiiiiiienee et 40

2.2.6  Game MeChaANICS.....c.c.cciiiiiiieiieiieiee e eis e aie e 45

2% Lbéwel.... .0 N NN 55

IX

Perancangan Gim Mengenai..., Alifah Siti Amalia, Universitas Multimedia Nusantara



2.2.8 KAFAKIEE ... 57

2.2.9 ENVIFONMENT ...ooiiiiiiieiiiiies e 59

2.2.10 KBIMEIA ..coiiiiiiiiiiiaiee et 60

2.2.11 Visualisasi GiM .......cccoueiiiiieieneiiseseseee e 63

2.2.12 SOUN DESIGN .....vviviiiveeie e ste e eee e re e sta e sra e 64

2.3 Sumber Daya Alam ..........ccceiiiiiiieie e 65

2.3.1 Renewable/Perpetual SOUrCES..........cccccvevveiieeiveieiciienns 65

2.3.2 Continuous/Intermediate SOUICES ........ccovrreereeruesiersnennens 66

2.3.3 Non-Renewable ENergy........ccccoeiiiinininieieieic e 66

BAB IIl METODOLOGI PENELITIAN DAN PERANCANGAN .............. 68
3.1 Metodologi Penelitian.............ccccooveiiiiiiieiiccceece e 68

3.1.1 Metode Kualitatif.........cooeiieeiiiieiiieiieie e 68

3.1.2 Metode Kuantitatif ............ccooveveiieniinieiie e 90

3.2 Metodologi PErancangan ...........cccceoeeerenininieniieie e 95

BAB IV STRATEGI DAN ANALISIS PERANCANGAN ........ccccevvvveenen. 100
4.1 Strategi PeranCangan .........ccccooeieiirenisinneeene e 100

I I D 1= 1 T4 o] o TR 100

4.1.2 ProjeCt DeSIgN......vueiriiit i 105

4.1.3 Project Production..............coooviiiiiiiiiieeeee, 118

4.2  ANALISIS BELA ... 128

4.2.1 ANAlISIS DESAIN .......ccveiiireniesieente e sieesie e stee e eneesenenneeneenes 128

4.2.2 Analisis Beta TeSt.......ccceoeiiierieeieieerie e 136

4.3 BUUGELING ....c.viiiiiieitiiiiiiiii ettt sne bbb 139

BAB V PENUTUP ....coii ittt ettt ane s ene s 141
51 SIMPUIAN ... 141

5.2 SAFAN ...uiiiiie et 142
DAFTAR PUSTAKA ...ttt sb et b b ens Xiii
LAMP IR AN . e XVi

X

Perancangan Gim Mengenai..., Alifah Siti Amalia, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 2.1 Makna Tiap WaI@..........coeiiiiiiiieieienie st 9
Tabel 3.1 Analisis Coral ISIand............ccooiiiiiiii i 77
Tabel 3.2 Analisis GIm ECO.........cooiiiiiiiiiiiii 80
Tabel 3.3 Analisis Gim Alba: A Wildlife Adventure................ccceevvvinan.... 83
Tabel 3.4 AnalisiS GIim GardenSCapes. ... ...ocoueureneentireteneeneanearaneeeanenannns 84
Tabel 3.5 Analisis Gim Cats & SOUP.....oueiritititiit e, 86
Tabel 3.6 Analisis Gim Cult of The Lamb..................ccooiiiiiiiiiii 87
Tabel 4.1 Representasi SKOT...........ovviiiiiiiitiii e, 122
Tabel 4.2 Hasil Alpha Test Cerita Earth's Guardian................................... 122
Tabel 4.3 Hasil Alpha Test Visualisasi Earth's Guardian............................ 124
Tabel 4.4 Hasil Alpha Test Keseluruhan Gim Earth's Guardian.................... 125
Tabel 4.5 ANaliSIS ICOMN. ... ..ottt 133
Tabel 4.6 Analisis Cerita Beta TeSt..........oovieiniiiiiee it anieeieeeeeeanaeannn, 137
Tabel 4.7 Analisis Visualisasi Beta Test..........o.ouviiiiiiiiniiiaiiiaienn.. 137
Tabel 4.8 Analisis Beta Test Keseluruhan Gim....................cooeiiiiiiin.al, 139
Tabel 4.9 BUAGELING. .....ovit ittt 139
Xi

Perancangan Gim Mengenai..., Alifah Siti Amalia, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 Contoh Penerapan Garis dalam Game Candy Crush...................... 6
Gambar 2.2 Contoh Figure/Ground dalam Game Limbo.............................. 6
Gambar 2.3 Macam-Macam Color SChemes. .........coviiiiiiiiiiiiiieeees 8
Gambar 2.4 Contoh Penerapan Tekstur Visual.............c.oooeiiiiiiiiiiiiiinnn, 10
Gambar 2.5 Contoh Penerapan Symmetry Balance................cc.ocoeieiiiininn... 11
Gambar 2.6 Contoh Penarapan Asymmetry Balance................................... 12
Gamabr 2.7 Contoh Penerapan Radial Balance..........................oooon. 12
Gambar 2.8 Empahsis by Isolation...............ccooiiiiiiii 13
Gambar 2.9 Emphasisby Placement. ..., 13
Gamabr 2.10 Emphasis Through Scale..............ccoooiiiiiiiiiiiiieen, 14
Gambar 2.11 Emphasis Through Contrast..............ccooiviiiiiiiiiiin.. 14
Gambar 2.12 Emphasis Through Directions and Pointers............................ 15
Gambar 2.13 Emphasis Through Diagrammatic Structure........................... 16
Gambar 2.14 Contoh Jenis- JeniS FONt. ..ot 18
Gambar 2.15 Contoh Penerapan Grid pada Media Website........................... 19
Gambar 2.16 Street Fighter vs Tekken................ooo i, 21
Gambar 2.17 Apex Legends Mobile..............coooiiiiiiiii 22
Gambar 2.18 Hogwarts Legacy.........couiiiiiiiiiiiiiiiiiiiiiiiiiieeee 23
Gambar 2.19 SIMCIEY . ... on ittt et et et 23
Gambar 2.20 The SIMS 4.....uuuiniiie it 24
Gambar 2.21 Beat Saber. ... ..o 24
Gambar 2.22 The Jackbox Party 9.... ... 25
Gambar2.23 We Were Here.........oooiiii i 25
Gambar 2.24 FIE A . ... oo 26
GaAMDAT 2.25 TT0Y .. vttt 27
Gambar 2.26 Need for Speed. .. ..ovueeniiiiiii i 27
Gambar 2.27 Contoh Tanda Informatif......................cooiiiiiiiii i, 35
Gambar 2.28 Contoh Tanda Undangan..................cooeiiiiiiiiiiiiiiiinnann. 35
Gambar 2.29 Contoh Title SCreen.........c.oiii i e, 41
Gambar 2.30 Contoh PauSe SCIEEN. ... .....oueuit ittt eaeeneaenn 41
Gambar 2.31 Contoh Landing SCreen..........oovieiiiniiiiiiiiiaeeeeeaeae, 42
Gambar 2.32 Contoh Legal SCreen...........coooiiiiiiiiii e, 42
Gambar 2.33 Contoh Control SCreen............oovveiniiiiiiii e, 43
Gambar 2.34 Contoh SCOring SCreen.........cooiii i, 43
Gambar 2.35 Contoh Credits Screen Angry Bird...............ccoooiiiiiiiiiiinnn... 44
Gambar 2.36 Diagram Relasi Karakter............ccoeeviiiiiiiiiieneiiinineiienennn, 57
Gambar 2.37 Character Transformation Chart....................ocvviiiiin i 57
Gambar 2.38 Assasin's Creed Origins.........ooveveiiiiiniiiiiiiieeiieiieaeeneannn. 58
Gambar 2.39 First Person Camera............o.vveveiiiniiiiie i eeee e 59
Gambar 2.40 Third Person Camera...........c.ouiiriiueie e eieene e ene e 60
Gambar 2.41 ISOMELriC CamMEIa. .....oute ittt 61
Gambar 2.42 TOp DOWN CamMera. .......oiiineit it et eaeeane 61
Gambar 2.43 Contoh GIm 3D........ ... 62
Gambar 2.44 Contoh GIm 2D ..ot 63
Xii

Perancangan Gim Mengenai..., Alifah Siti Amalia, Universitas Multimedia Nusantara



Gambar 3.1 Lingkungan Coral Island...................oooiiiiiiiiiii 75

Gambar 3.2 Lingkungan Coral Island.................cooooiiiiiiiiiiiiin . 76
Gambar 3.3 Jurnal Coral Island................coooiiiiii 76
Gambar 3.4 Relationship dengan NPC................ooiiiiiiiiiiiiiie, 77
Gambar 3.5 Gameplay Game Eco............oviiiiiiiiii i, 80
Gambar 3.6 Gameplay Alba: A Wildlife Adventure........................ooooeel. 82
Gambar 3.7 Gameplay GIm Gardenscapes. .........oueeuiireneeneeneananeeeaneanannnn 84
Gambar 3.8 Gameplay Gim CatS & SOUP.......ovevririerieiieiiiieeeei e, 85
Gambar 3.9 Gameplay Gim Cult of The Lamb.................ccoooiiiiiiiniiin.. 87
Gambar 3.10 Seberapa Sering Bermain Gim.............c.ooociiiiiiiiiiiinin.. 90
Gambar 3.11 Alasan Bermain Gim................ccoiiiiiiiiiiiii it i, 90
Gambar 3.12 Familiaritas dengan GIm 2D..........coooiiiiiiiiiiiiiiiiiiin, 91
Gambar 3.13 Genre Gim 2D yang Sering Dimainkan................................. 91
Gambar 3.14 Pengetahuan Masalah Non-Renewable Energy......................... 92
Gambar 3.15 Pemahaman tentang Masalah Non-Renewable Energy................ 92
Gambar 3.16 Kendaraan yang Sering Digunakan.....................cooooi 93
Gambar 3.17 Seberapa Sering Menggunakan Angkutan Umum..................... 93
Gambar 3.18 Acara Car Free Day..........coouiieiiiiiiiiiieieie e 93
Gambar 3.19 Seberapa Sering Mengunjungi Car Free Day.......................... 94
Gambar 4.1 User Persona Pertama..............ouveeeriiieineiiieneeeeanaiinnananans 97
Gambar 4.2 User Persona Kedua. .........coouvuiiiiiiiiiiiiiiiiieieeee 98
Gambar 4.3 ProposSitiONS. ..........oouiriiii e 99
Gambar 4.4 Moodboard...........ouiiieii e 101
Gambar 4.5 Moodboard Visual.............coiiiiiiii i 101
Gambar 4.6 Gameplay LOOP........oviriniiiiii e 103
Gambar 4.7 Referensi LOZ0.......o.vveiiiiiiiiii e 105
Gambar 4.8 Proses Perancangan Logo Awal...............ooooiiiiiiiiiii, 106
Gambar 4.9 Proses Perancangan LOg0...........covveuiniiriniiiieiiaieeeenenenss 107
Gambar 4.10 Hasil AKhir LOZO.....c.onviniii i 107
Gambar 4.11 Information ArchiteCture. .........cccooooviiiiiiiiieieeeee 108
Gambar 4.12 Caveat (Kanan), Shadows Into Light Two (Kanan).................. 108
Gambar 4.13 Typeface Patrick Hand................oooiiiiii e 109
Gambar 4.14 Proses Pencarian Style Karakter......................oooiiiniiinnn .. 119
Gambar 4.15 Karakter Utama Tuna. .........ooeiiiiiiii i 110
Gambar 4.16 Hustrasi CUISCENE. ... .. ..ouiuit it 110
Gambar 4.17 Mid-Game CULSCENE.........eeuetiniiie ettt eie et aneenanaaans 111
Gambar 4.18 Level Pertama Gim............coooiiiiiiiiiiiieeeeeeeee, 112
Gambar 4.19 Peta GIM.... ..ot e 112
Gambar 4.20 Level Kedua GIm.......oviieri i 113
Gambar4.21 Level Ketiga Gim..........ooiiiiiiiiiiiie e 113
Gambar 4.22 Proses Pencarian Style Environment.................ccooiivienn.n. 113
Gambar 4.23 Salah Satu Environment In-Game.............c..coeviiiiiiiiinnnnn. 114
Gambar 4.24 Aset Perhentian BuUS..............ccooiiiiiiiii i 114
Gambar 4.25 Aset Pembangkit Energi.............c.ocoiiiiiiiiiiiiiiiiiiiia, 115
Gambar 4.26 Aset Bangunan................ocouiiiiiiiiie e 115
Gambar 4.27 Aset Dekorasi Kecil...........ooooiiiiiiiiiiiii 116
Xiii

Perancangan Gim Mengenai..., Alifah Siti Amalia, Universitas Multimedia Nusantara



Gambar 4.28 Contoh Peletakan Aset GIm......oooueeeeeeeeeeeiie e 116

Gambar 4.29 Referensi Perancangan Environment..........................coooeee. 116
Gambar 4.30 Lingkungan pada Gim.............ooeeiiiieeniiiiniiiiieieaannenenn 117
Gambar 4.31 User Interface Earth’s Guardian..............cco.ooovviiiiiiinnnnn 117
Gambar 4.32 Salah Satu Icon Earth’s Guardian.................ccooviiiiiinan 117
Gambar 4.33 Prototype Giml..........o.viuiieie ettt eee e, 118
Gambar 4.34 Instagram Feeds Earth’s Guardian........................ccc......... 118
Gambar 4.35 Mockup Instagram Feeds...............oooiiiiiiiiiiiiieiia, 119
Gambar 4.36 Instagram Story Earth’s Guardian...................cccooeviiiiinin.in. 119
Gambar 4.37 Laman Google Playstore Earth’s Guardian........................... 120
Gambar 4.38 Game Ads Earth’s Guardian...................ccooiiiiiiieiineennannnnn. 120
Gambar 4.39 Totebag Earth’s Guardian.................ccoeeiiiiiiiiiniiienne, 121
Gambar 4.40 Sebelum dan Sesudah Perbaikan Alpha Test......................... 126
Gambar 4.41 Sebelum Perbaikan Alpha Test .............cccooiiiiiiiiiiiiinn, 127
Gambar 4.42 Setelah Perbaikan Alpha Test...........ccooiiiiiiiiiiiiiiinnnne... 127
Gambar 4.43 Hasil Final Desain Gim................c.coiiiiiiiiiiiiiii i, 129
Gambar 4.44 Karakter GIm Tuna. ...........oooiiiiiiiiiiiii i i, 130
Gambar 4.45 Karakter Anjing.........ooeeueiuiniiiiiiii i, 130
Gambar 4.46 Level dalam Gim.............cooeiuiiiiitiiiiiiiieieieeeeae, 131
Gambar 4.47 EnVIironment Gim...........c.oueuiniiirenineereieieeneeeeaeeneenanensn 132
Gambar 4.48 Layout User Interface..........ccooeiiiiiiiiiiiiiiiiiiieeas 132
Gambar 4.49 Grid ICON. ... ...t e e 133
Gambar 4.50 Spritesheet User Interface................coooviiiiiiiiiiiiiiiii, 135
Gambar 4.51 User Interface Earth's Guardian.......................coeeveinnnn. 136
Xiv

Perancangan Gim Mengenai..., Alifah Siti Amalia, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran A Wawancara dengan Alexander Birzanu.. .............................. Xvii
Lampiran B Wawancara dengan Daniel Hartono....................................... XX
Lampiran C Wawancara dengan Tyasiwi Ramdhani................................. XXV
Lampiran D Hasil KUESIONET . .........o.viuiitiieit i, XXX1V
Lampiran E Hasil Turnitin. ........o.ooiiiiiiiiietiniatenteat it eieeieeeeneenaen x1
Lampiran F Hasil Kuesioner Alpha Test............coooiiiiiiiiiiiiiiiii e, xli
Lampiran G Hasil Kuesioner Beta Test...........coeiviiiiiiiiiiiiiiiiiiiiennen.n xlviii
Lampiran HForm BAP. ... e, v
XV

Perancangan Gim Mengenai..., Alifah Siti Amalia, Universitas Multimedia Nusantara



