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Halaman Persembahan / Motto

”A good name is to be more desired than great wealth, Favor is better
than silver and gold.”

Proverbs 22:1 (NASB)
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RANCANG BANGUN GAME RPG SEBAGAI MEDIA PEMBELAJARAN
CLOUD COMPUTING MENGGUNAKAN ALGORITMA BINARY SPACE

PARTITIONING DAN RANDOM WALK

Albert Putratama Hankho

ABSTRAK

Cloud Computing merupakan suatu bentuk evolusi teknologi informasi serta model
bisnis untuk menyediakan sumber daya teknologi informasi. Dengan Cloud
Computing, seseorang mampu memperoleh akses jaringan sesuai permintaan ke
kumpulan sumber data teknologi informasi yang sudah terkelola dan terskala,
seperti melalui sebuah server, storage, atau aplikasi. Penerapan cloud
computing memerlukan pemahaman mendalam terhadap berbagai aspek, termasuk
keamanan, sistem penagihan, dan kinerja layanan. Maka dari itu, untuk
mengimplementasikan cloud computing diperlukan pengetahuan yang diperoleh
melalui proses pembelajaran terkait cloud computing. Salah satu variasi media
pembelajaran yang dapat digunakan untuk membantu proses pembelajaran cloud
computing adalah game edukasi dengan genre RPG. Penelitian ini berhasil
menerapkan algoritma Binary Space Partitioning dan Random Walk dalam
membantu menciptakan level dungeon pada game RPG untuk pembelajaran cloud
computing. Hasil evaluasi pengguna terhadap game yang telah dirancang dan
dibangun mendapatkan rata-rata kepuasan secara keseluruhan sebesar 76.94% yang
hasilnya berdasarkan GUESS masuk ke dalam kriteria baik dengan persentase
tertinggi pada aspek audio aesthetics dengan persentase rata-rata 79.44% dan
persentase terendah terdapat pada aspek player engrossment dengan rata-rata
73.76%.

Kata kunci: Binary Space Partitioning, Cloud computing, game edukasi, game
RPG, Random Walk
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Design and Development of RPG Game as Cloud Computing Learning Media
using Binary Space Partitioning Algorithm and Random Walk

Albert Putratama Hankho

ABSTRACT

Cloud Computing is an evolutionary form of information technology and a business
model for providing information technology resources. With Cloud Computing, a
person is able to obtain on-demand network access to a collection of managed and
scalable information technology data sources, such as through a server, storage, or
application. The implementation of cloud computing requires a deep understanding
of various aspects, including security, billing systems, and service performance.
service performance. Therefore, to implement cloud computing requires knowledge
obtained through the learning process related to cloud computing. One variation of
learning media that can be used to assist the cloud computing learning process is an
educational game with RPG genre. This research successfully applies Binary Space
Partitioning and Random Walk algorithms in helping to create dungeon levels in
RPG games for cloud computing learning. The results of user evaluation of games
that have been designed and built get an overall average satisfaction of 76.94%,
the results based on GUESS fall into good criteria with the highest percentage in
the audio aesthetics aspect with an average percentage of 79.44% and the lowest
percentage is in the aspect of player engrossment with an average of 73.76%.

Keywords: Binary Space Partitioning, Cloud Computing, educational game,
Random Walk, RPG games
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