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PERANCANGAN BOARD GAME MENGENAI TRADISI
PERANG KETUPAT DI DESA TEMPILANG

BAGI REMAJA

(Cindy Amelia Putri)

ABSTRAK

Tradisi Perang Ketupat merupakan tradisi yang telah dilakukan sejak tahun 1800
oleh penduduk di Desa Tempilang, Bangka Belitung. Tradisi ini dilakukan atas
dasar kegembiraan dan dipercaya dapat membawa kebahagiaan bagi seluruh
golongan masyarakat. Saat ini, para remaja yang berasal dari Pulau Bangka,
khususnya Kota Pangkalpinang, banyak yang belum mengetahui keberadaan tradisi
Perang Ketupat. Berdasarkan pra-kuesioner yang dilakukan, 8 dari 10 remaja yang
berasal dari Kota Pangkalpinang tidak mengetahui adanya tradisi tersebut. Tradisi
Perang Ketupat ini perlu diperkenalkan kepada mereka agar nilai-nilai budaya dapat
dipertahankan. Oleh karena itu, penulis melakukan perancangan media interaktif
berupa board game untuk memperkenalkan tradisi Perang Ketupat kepada mereka.
Metode perancangan yang digunakan adalah metode perancangan game oleh Tracy
Fullerton dalam bukunya yang berjudul Game Design Workshop: A Playcentric
Approach to Creating Innovative Games. Pengumpulan data dilakukan berdasarkan
Creswell & Creswell yang berupa observasi, wawancara, FGD, dan kuesioner, serta
dilengkapi dengan studi eksisting dan studi referensi. Setelah perancangan
dilakukan, board game divalidasi dengan melakukan user test ke target audiens,
yang merupakan para remaja asal Kota Pangkalpinang. Hasil yang diperoleh dari
user test tersebut menyatakan bahwa perancangan board game ini dapat membantu
mengenalkan tradisi Perang Ketupat ke target audiens.

Kata kunci: Perang Ketupat, Remaja, Board Game

vii
Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



BOARD GAME DESIGN ABOUT PERANG KETUPAT
TRADITION IN TEMPILANG VILLAGE

FOR ADOLESCENT

(Cindy Amelia Putri)

ABSTRACT (English)

Perang Ketupat tradition is a tradition that has been implemented since 1800 by
Tempilang Village locals in Bangka Belitung. This tradition is performed out of joy
and is believed to bring happiness to all groups of society. Currently, many
adolescents from Bangka Island, especially Pangkalpinang City, don 't know about
the existence of Perang Ketupat tradition. Based on the pre-questionnaire that has
beed conducted, 8 out of 10 adolescents from Pangkalpinang City were not aware
of this tradition. This Perang Ketupat tradition needs to be introduced to them so
that cultural values can be maintained. Therefore, the author designed an
interactive media in the form of a board game to introduce Perang Ketupat
tradition to them. The design method used is Tracy Fullerton's method in her book
entitled Game Design Workshop: A Playcentric Approach to Creating Innovative
Games. Data collection was carried out based on Creswell & Creswell in the form
of observations, interview, FGD and questionnaire, and was complemented by
existing study and reference studies. Once the design was complete, the board game
was validated by conducting a user test on the target audience, which were the
adolescents from Pangkalpinang City. The results obtained from the user test stated
that the board game that has been designed could help introduce Perang Ketupat
tradition to the target audience.

Keywords: Perang Ketupat, Adolescent, Board Game

viii
Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



DAFTAR ISI

HALAMAN JUDUL ..ottt e e I
HALAMAN PERNYATAAN TIDAK PLAGIAT ... i
HALAMAN PENGESAHAN ..ottt iii
HALAMAN PERSETUJUAN PUBLIKASI KARYA ILMIAH ..................... iv
KATA PENGANTAR ...ttt Vv
ABSTRAK ...ttt bbbt b ettt vii
ABSTRACT (ENGHISN) ...ttt viii
DAFTAR ISttt iX
DAFTAR TABEL ..ottt e Xi
DAFTAR GAMBAR ...ttt sne e e snre e s nneeeans Xii
DAFTAR LAMPIRAN ..ottt XV
BAB | PENDAHULUAN ...ttt 1
1.1 Latar BelaKang ... 1

1.2 Rumusan Masalah............c.ccooiiiiiiii 2

1.3 Batasan Masalah ... 3

1.4 Tujuan Tugas AKNIK ..o 3

1.5 Manfaat Tugas AKNIT ..o 3

BAB Il TINJAUAN PUSTAKA ...ttt 5
2.1 BOAId GAME...eiiuiiiiiiieiiie ittt sttt 5

2.1.1 Elemen Board Game.........ccccoveieiieneniienieiee e 5

2.1.2 Prinsip Board Game ..........ccccueiieieeiie i 30

2.2 Perang KetUPAL .........c.cooiiiiiiiieiieie e 32

2.2.1 Prosesi Perang Ketupat ............ccocveiiiiiniiieienenc e 33

2.2.2 Simbol dalam Perang Ketupat...........ccccooviviiiencieneninins 34

2.2.3 Pantangan dalam Perang Ketupat ...........ccccocevenciincnnninns 34

2.3 Penelitian yang Relevan...........cccooviiiiiiiiiece e 35

BAB 11l METODOLOGI PERANCANGAN ......ccotiiirreeriee e 37
3.1 Subjek Perancangan ..........ccoceveierenenenesesieeee e 37

3.2 Metode dan Prosedur Perancangan ...........cccceevevenerenenenesennnns 38

3.3 Teknik dan Prosedur Perancangan ............cccceoerenenenesesesennnns 39

3.3.1 ODSEIVASI....ccuviiiiiiiieiieie ettt 40

IX

Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



BB 2 WAWANCAIA ... oot e e e e e 40

3.3.3 FOCUS Group DISCUSSION.......cc.eivirieriiriiniisiieeeie e 41

3.3 KUBSIONEL ...ttt 41

3.3.5 Studi EKSISTING......ccciiiiiieiiee e 42

3.3.6 StUdi RETEIENSI ..o 43

BAB IV HASIL DAN PEMBAHASAN PERANCANGAN ......cccccocvvvriniennn. 44
4.1 Hasil PEranCanQan ..........cceoeeiierieiieeieeie e e eeeseesse e ssee e 44

4.1.1 Conceptualization...........cccecvveieeiieieeiieie e 44

O o ) (0] 1Y/ o1 1 o OSSR 88

4.1.3 PIAYIESTING ...ccvveiieiecc et 109

4.1.4 Functionality, Completeness, Balance, Fun, Accessibility 117

4.1.5 Kesimpulan Perancangan.............ccoceverieiienenenenesenennnns 121

4.2 Pembahasan Perancangan............ccocooeieienininiienenene e 122

4.2.1 ANAliSiS Beta TEeSL......ciiveiieeieiiesie e 122

4.2.2 Analisis Desain Kartu ..........ccccoocvereiiienieeneiie e sie e 126

4.2.3 Analisis Desain TOKEN........cccovereriiiiinieieieee e 129

4.2.4 Analisis Desain Badge ............cccovevveiieieeieiie e 130

4.2.5 Analisis Desain Papan Permainan..............ccccoceeeeiveieennnne 131

4.2.6 Analisis Desain RulebooK..............ccocvoiviiiiiiniiicics 132

4.2.7 Analisis Desain Packaging ..........ccccooevvviiiiniennncicncienins 134

4.2.8 Analisis Desain Pelengkap dan Media Sekunder ............. 135

4.2.9 ANQGOATAN......ctiitieiiiiesieesie ettt 139

BAB YV PENUTUP ...ttt e 141
5.1 SIMPUIBEL . - s b - Tk s o S~ T+ TR+ o+ ew v vre e 141

5.2 SANAN ..o e 142
DAFTAR PUSTAKALL... L. L. L. ML . L2 L M, 144
LAMPIRAN...AL. . LL.. Q.. . A AL . T A . .D. . A 149

X

Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



DAFTAR TABEL

Tabel 2.1 Penelitian yang REIEVAN ..........ccoviiiiiiii e 35
Tabel 4.1 Alasan tidak mengetahui Perang Ketupat...........ccccoovvenencieniiinnnn. 53
Tabel 4.2 Pandangan terhadap Perang Ketupat............ccocooviinieienencicncscen 53
Tabel 4.3 Ketertarikan terhadap Perang Ketupat ...........c.ccoovveiieienencneninesee 54
Tabel 4.4 Alasan Tertarik terhadap Perang Ketupat ..........cccccoovieieiciniiinnne. 54
Tabel 4.5 Pertama Kali mengetahui Perang Ketupat .............ccooeveveniieniinnnnn. 54
Tabel 4.6 Kesukaan terhadap Perang Ketupat ...........ccccovvriiininienenc i 55
Tabel 4.7 Alasan menyukai Perang Ketupat...........ccocvvrinininiiienec e 55
Tabel 4.8 Frekuensi Membaca Berita atau Artikel Pemerintah ..............c.ccocooveeee. 55
Tabel 4.9 Media Informasi yang DiakSeS ..........cccceeriririniiiinieeienee s 56
Tabel 4.10 Kesukaan terhadap Board Game...........ccceverireniinienenene e 56
Tabel 4.11 Aspek yang Dicari dalam Board Game ...........c.ccceevvevvereiiieieesieennenn, 56
Tabel 4.12 Pilihan Gaya Visual ...........ccccoeiiiiiiiieiecie e 57
Tabel 4.13 Analisis SWOT Semarak Perang Ketupat............c.ccccovevviiivneieennenn, 59
Tabel 4.14 Game RUIES ......o.veiiieie e 109
Tabel 4.15 Tujuan PerMAINaN ..........c.coveiiiieieeie e s e s seesreesee e se e se e 109
TaDEI 4.16 WAKIU ......ooviiiiiiieieiiecie sttt bttt eneas 110
Tabel 4.17 Keseimbangan Permainan............ccccoceevieieeiesieieese e seene s 110
Tabel 4.18 Keseruan dalam Bermain..........cccceoereiiiienininenieiee e 110
Tabel 4.19 Pemberian ReKOMENaSi.........cceveieriiiiiieiieeeeee e 110
Tabel 4.20 DeSAIN UNIK.......ccoiiiiiiiiiicisieiee e 111
Tabel 4.21 DeSAIN PAPAN........ciuiiiiiiiitieiiieeiee e 111
Tabel 4.22 UKUIan Papan ..ot 111
Tabel 4.23 KeseSualan HUSLIASI.........civeiriieieeie e see e snee e 111
Tabel 4.24 KOMDINAST WAINA ......cooiiiieiieciee et 111
Tabel 4.25 KeJelasan FONT .........coiiiriieiieie et 112
Tabel 4.26 JENIS FONT ......coiiiieiiciece sttt ne e 112
Tabel 4.27 Layout DESAIN .......ccveiieieiieie e sieese e s sie et nee e e neesneesreenae s 112
Tabel 4.28 Kelengkapan KOMPONEN .......ccocuviiiiiiiiienieiseeeeieie e 112
Tabel 4.29 KonSiStensi DESAIN..........ccicveiiiieiieieiie e se e 112
Tabel 4.30 Budgeting Media Utama ...........ccoooveriiieiiienieee e 140
Tabel 4.31 Budgeting Media SEKUNET ...........cevviieiiiere e 140
Xi

Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



DAFTAR GAMBAR

Gambar 2.1 BOArd GaAIME ........ccoieieieieiie ettt 5
Gambar 2.2 Warna Aditif dan Subtraktif............ccocoriiniiiiie 8
Gambar 2.3 Warna ANAIOQ ........ccveieiieieeie et 9
Gambar 2.4 Warna KOmMPIEMENTET ..........ccveieiieiecic e 10
Gambar 2.5 Warna Hampir KONEIaS .........ccceevveiieiiiiieieeseeie e 10
Gambar 2.6 Warna THa........ccoiiieiiiiiinieie e 10
Gambar 2.7 Kategori Estetika Warna ...........cccccvevviieiieni e 11
Gambar 2.8 Lively, Morning Vegetable Market............c.ccoovoeiiiiniienincicicns 12
Gambar 2.9 Throbbing Heart............ccoiiiiiii e 12
Gambar 2.10 FeSHIVAL ........uoiiieiieiieie s 12
Gambar 2.11 SEA-SNOKE.......coiiiiiieceee s 13
Gambar 2.12 Hustrasi SEderNana ............ccecvereiiereeieesieseesie s 14
Gambar 2.13 Ciri Khas Kartun ..........cccooveriiieiieie e 15
Gambar 2.14 Prinsip FUICIUM-LEVET .......cooiiiiiieiiiisinese e 16
Gambar 2.15 SUdUt Pandang..........cccueeiiiieieiiie s 17
Gambar 2.16 Arah PaN0ang ..........ccocueeiieieiieieie st 18
Gambar 2.17 ANAtOMI GG ....c.ooiieiicieceeseeie e 21
Gambar 2.18 Single-Column Grid ..........ccooiiieiieie e 22
Gambar 2.19 TWO-COolUMN G ......cooviiiiiieieiie e 22
Gambar 2.20 MUulticolumn Grid ... 23
Gambar 2.21 Tampilan HUrUF ..o 25
Gambar 2.22 KotaK Jadi........cccooiiiiiiiiieieieesie e 27
Gambar 2.23 Pola Kemasan Kotak Jadi..........cccocoveiiiiiiiiiiiiieiene s 28
Gambar 2.24 Piramida MaslOW...........cccueieiiiiieie s 31
Gambar 2.25 Perang Ketupat di Tempilang...........cccccoviiiiieiieiecccccececee 32
Gambar 4.1 Observasi Video Perang Ketupat ..........cccccoevveveiieieeic e 45
Gambar 4.2 Observasi Siaran Ulang Perancangan Board Game..............c.......... 46
Gambar 4.3 Wawancara dengan Keman ............cccoveviieeieiiieiee s 49
Gambar 4.4 Buku Semarak Perang Ketupat ..........ccoorvererininiiiieie s 57
Gambar 4.5 Buku Semarak Perang Ketupat ..........cccoovereiiniieiiiiie s 58
Gambar 4.6 Buku Semarak Perang Ketupat ...........cccovoiieriiinieieie s 58
Gambar 4.7 Studi Referensi RamMen FUIY ... 60
Gambar 4.8 Studi Referensi EXploding Kittens...........ccoocviiiiiiiiiieniieseneins 62
Gambar 4.9 Gameplay Throw Throw BUITITO.........cccooiiiiiniiieieie e 63
Gambar 4.10 What's the Shape Of LOVE ..........cccccociiciiiiiiiiiiiiiieieie e 64
Gambar 4.11 Dashan Hawan .............cccooveriiieiiieie e 65
Gambar 4.12 MONOPOIY .....cvoiiiiiiiiiiiiee e 66
Gambar 4.13 MONSEEr MaSh.........c.coieieiieiieie e 67
Gambar 4.14 Dead Below DeCK.........cccoiiiiiiiiiiiiiccee e 68
Gambar 4.15 POtato PIratesS........cocueiiiieiiiiiie s 69
Xii

Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



GamDbAr 4.16 USEE PEISONA L......eueeeeeeeee e eeeeeeeeeeeeeeeeneneeenneneenne 70

Gambar 4.17 USEr PEISONA 2........cccueieieerieiiesieesieeeesiee st eie et ssee st sse e sneeneas 70
Gambar 4.18 Mind Map PeranCangan............cceeererererenesieeieesenie e 71
Gambar 4.19 STYIESCAPES ......ccveiviriiiieieiiee e 73
Gambar 4.20 Lively, Morning Vegetable Market............ccooooeieiiinniiiine 75
Gambar 4.21 Throbbing HEAI..........ccoo i 75
Gambar 4.22 FESHIVAL ..o 76
GaMDBAr 4.23 SEA-SNOTE......cviiiieiiiiiiieeeieie ettt 76
Gambar 4.24 Pantai Pasir Kuning, Tempilang..........ccccccoovvevvnieiiecciecece e, 77
Gambar 4.25 ReMAja DESA........ccveriieieiieiieie st sie ettt 77
Gambar 4.26 Sketsa Gaya dan Komposisi HUSErasi...........ccccccvveviveiciieieccecene, 78
Gambar 4.27 Sketsa Komprehensif ASel .........cccvevveieieeiecie i 80
Gambar 4.28 Color BIOCKING .........covv i 80
Gambar 4.29 Warna DaSar..........c.cuiiiiiieieierienie e sie s sesses s seesee e see e seessessessens 81
Gambar 4.30 Shading dan Lighting ..........cccoveiiiiiiiiieceee e 81
Gambar 4.31 RENUEIING .....eoiveiieieieiie ettt te e ste et e e st e e e e sneennas 82
Gambar 4.32 KUmMpPUIAN ASEL.........coouiiiiiieieieiie s 82
Gambar 4.33 Referensi Tipografi Board Game...........ccocvvvveieieieienencseseine 83
Gambar 4.34 Pilihan Tipografi DISPIaY .........cccooiiiiiiiiniiiiniecce s 84
Gambar 4.35 Pilihan Tipografi SEKUNET ...........ccocoiiiiiiiiiiiiieec s 85
Gambar 4.36 Referensi Layout Kartu .........cccooeieieieiinenineecse e 86
Gambar 4.37 LayOut KartU.........cooceiiiiiieieieiesie s 87
Gambar 4.38 Layout PacCKaging..........ccccuereiererierienieseseses e 87
Gambar 4.39 PIAYLESE 1......cuoiuiiiiiiiiiiieie et 88
Gambar 4.40 PIAYLESE 2......c.voiviiiiieiiseeieiee e 90
Gambar 4.41 PIAYLESE 3 ......oeiiiieiiiii et 91
Gambar 4.42 Proses Kartu KarakLer ...........ccoeieieiieesieneee e seee e e 95
Gambar 4.43 Kartu KarakLer.........ccocviiiaieeiee e ses e 95
Gambar 4.44 Kartu BErMaiN .........ccoviiiiiieieiesie e 96
Gambar 4.45 Kumpulan Kartu Bermain ..........c.ccocceeveiieiecis e 96
Gambar 4.46 Kartu PErang..........cccccveieiieiecie e 97
Gambar 4.47 Bagian Belakang Kartu ...........ccccocveviviiiiiiececie e 98
GaMDBAr 4.48 TOKEN......ciiiiieiieie ettt sttt eneas 98
Gambar 4.49 Kumpulan TOKEN ..........cceiieiieie st 99
Gambar 4.50 Badge PEMENANG .........coviiiiiiiiecie et 99
Gambar 4.51 Papan Permainan ..........ccc.eeiieeiiuiaiieiiieesiee e siee e see e sieeasiee s 100
Gambar 4.52 Cover RUIEDOOK ...........cooiiiiiieiiee e 100
Gambar 4.53 Layout RUIEDOOK............ccoiiiiiiieieicsceeee e 101
Gambar 4.54 Layout RUIEDOOK............ccciiiiiiieieiessee e 101
Gambar 4.55 Spread RUIEDOOK ... 102
Gambar 4.56 COVEN DEPAN..........ciiiiiiiieieiere sttt 102
Gambar 4.57 PACKagiNg ........cccoiiriiiiiiieiee e 103
Gambar 4.58 Dadu KEIUPAL...........cuiiiiiieieieiesie st 104
Xiii

Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



Gambar 4.59 Proses Kartu UCaPaN ..........cccooeieiiriniiinisieeeeee e 104

Gambar 4.60 Kartu UCAPAN. ........c.coiiiiiieieieiesie et 105
Gambar 4.61 SHICKEr SNEEL..........oviiiiiiiie e 106
Gambar 4.62 SHICKEr PaACK........cuuiiiiiiiiii e 106
Gambar 4.63 KEYCHaAIN ..........ociiiiiiiieee e 107
Gambar 4.64 Stacked W0OUEN PiN.......ccviiiiiiiiiee e 107
Gambar 4.65 Gimmick Kartu KaraKLer ..........ccoveicvieivie e 108
Gambar 4.66 Gimmick Tatakan Kartu ........ccccceeeeieeeeiiiecciies e 108
Gambar 4.67 AlPNA TESL......ciiiiiiieii e 109
Gambar 4.68 Perbaikan Papan Permainan .............ccccveveieeneeieiieese e see e 114
Gambar 4.69 Perbaikan Bagian Belakang Kartu ............cccccocveviiiiciievesicieee 115
Gambar 4.70 Perbaikan Layout Kartu Bermain............ccccocevvveveiieeve e sicceenns 115
Gambar 4.71 Perbaikan Kartu PErang..........cccceeveieeieiieeieeseeie e eseseeseene s 116
Gambar 4.72 Perbaikan TOKEN...........coiviiiiiii et 116
Gambar 4.73 TataKan KartU.........ccoveeiiiie it 117
Gambar 4.74 TOKEN SKill.........covviiiiiiiiie s 117
(€T L] o L AT =T o= T =) A 118
(€T L] o L A I =T o= I =TS) S 119
Gambar 4.77 Perbaikan TOKEN .........ccuuiiiiiiiiiee i 121
(€T L] o L S =T o= =) A 122
(T L] o L A I T = T =T A 123
Gambar 4.80 Perbaikan Token Gabut............ccccveieiveeiiie e 125
Gambar 4.81 Analisis Kartu Karakter.........oc.eeiveveieeiiiiiie e eives e 126
Gambar 4.82 Analisis Kartu Bermain............ccoveveeeeiiiieie e eveee e 127
Gambar 4.83 Analisis Kartu PErang .........ccocooererineiininieeese e 128
Gambar 4.84 Analisis Bagian Belakang Kartu ............ccocooviiiiencicncicneen 128
Gambar 4.85 Analisis TOKEN POIN ......eeviiiiiiiei i 129
Gambar 4.86 Analisis TOKEN POIN ......ccuiiiiiiiiiiee et 129
Gambar 4.87 Analisis TOKEN SKill .......ccooooviiiiiiiiie e 130
Gambar 4.88 AnalisisS BAUQE..........ccccveiviiiiiiieeiieie et 131
Gambar 4.89 Analisis Papan Permainan ............ccccceevveveeiieieenie e 132
Gambar 4.90 Analisis RUIEDOOK...........cceiiiiiiiiiii it 133
Gambar 4.91 Analisis RUIEDOOK...........ccveiiiiiiiiiiiiiie e 133
Gambar 4.92 Analisis RUIEDOOK...........cceeiiiiiiiiiiiirii e 134
Gambar 4.93 Analisis Packaging.........ccecvveiiiieiieiieesie e 134
Gambar 4.94 Analisis Dadu Ketupat ..........cccoiveiieiiiee i 135
Gambar 4.95 Analisis Tatakan KartU.........c.ccccovcveeieiiiiiee e 136
Gambar 4.96 Analisis Kartu UCapan ..........cccooeieriniiiiinieieeeesee e 136
Gambar 4.97 Analisis StCKEN SNEEL .......coccveiii i 137
Gambar 4.98 Analisis StCKEN PACK..........cccuiiiiiiiiii e 137
Gambar 4.99 Analisis KeYChaIN ..o 138
Gambar 4.100 AnalisiS WOOAEN PN ......cooeieiiiiiiiiee e 138
Gambar 4.101 AnaliSiS GIMMICK .....c..evviiiiiiiic i 139
Xiv

Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



DAFTAR LAMPIRAN

Lampiran A Hasil Persentase TUMItiN........cccccooiiiiiiinineieeeec s 149
Lampiran B FOrm Bimbingan ............cooviiiiiiiiiceeeeeee s 153
Lampiran C Hasil KUBSIONET ...........cocoviiiiiieieeic s 154
Lampiran D HaSil FGD ........cooiiiiiieeee s 161
Lampiran E Hasil Survei Alpha Test.......cccooeieiiiiiiiiieee e 165
Lampiran F Hasil Wawancara 1 Beta TeSt.........ccccoiveririniiiiiiiieec e 176
Lampiran G Hasil Wawancara 2 Beta TeSt.........cccooeiiiiniiiinieieec e 178
Lampiran H Hasil Wawancara 3 Beta TeSt.........cccovviiriniiiiinieieec e 179
Lampiran | Hasil Wawancara 4 Beta TeSt..........ccoceverinininiinieieec s 180
Lampiran J FOrM NDA ... 182
Lampiran K FOrmM NDS ..o s 183
XV

Perancangan Board Game..., Cindy Amelia Putri, Universitas Multimedia Nusantara



	d9ae1b83d941e4d8fe226710dd06c25d3b7cf15ee58132c93298b010e5260ef6.pdf
	3ab1716f10e95de397c7a49cf863e771afb0cdd13fafae055dd22e1e03f7a5f0.pdf
	7a1352f6ad65a94e338ba154e775d69cf583b9eeaf97f01c76297b494f0de61a.pdf
	d9ae1b83d941e4d8fe226710dd06c25d3b7cf15ee58132c93298b010e5260ef6.pdf

