DAFTAR GAMBAR

Gambar 11.1 Kerangka Berpikir .......ccccccooeiiieiiiiieieeie e 22
Gambar IV.1 Tampilan Halaman Mulai Permainan .............ccccoveveviieiieciiecnennn, 44
Gambar V.2 Tampilan Halaman MiSi..........ccociiiiiiiiiiiiec e 44
Gambar 1.3 Tampilan Halaman KoleKsi .. ..o 45
Gambar V.4 Tampilan Halaman Beli ...ttt 45
Gambar V.5 Tampilan Halaman Pengaturan............ccccocveiiieiieiiciiie e, 46
Gambar 1V.6 Fitur Peta PUIAU..........ccooviieriee e et 46
GaAMDAr TV.7 FIIUF (.t 47
Gambar 1V.8 Fitur Informasi AtribUL..........cooviiiiieeceee e 47
Gambar V.9 Fitur Informasi AtribUL...........ccooiiiiiii e 47
Gambar 1V.10 FITUF VST ...coveeiiiie et 48
Gambar V.11 Fitur Cerita EAUKASH ......cocorvirviiiniiiniiiieeie s 49
Gambar V.12 Fitur Penyelamatan Burung ...........ccocoeiieieiineine e, 49
Gambar 1V.13 Fitur BUKU KOIEKSI........cocoiiiiiiiiiesiiiiseee e 50
Gambar 1V.14 FItur Beli .....o.ooi e 51
Gambar V.15 Moodboard REFEreNSi..........cceveiiiiniiiiniciieie e 51
Gambar 1V.16 Color Palette.........c.coveeiieiieie e 52
Gambar 1V.17 Hustrasi KarakLer. ... 52
Gambar 1V.18 HUSLrasi BUIUNG ......ccueieririieiiiie e 53
Gambar 1V.19 FONt RUAAY .......c.covueiieeiieceee e 53
Gambar 1V.20 FONE FOIMA........c.cooiiiieieiiesiee et 53
Gambar V.21 Hustrasi Cerita Karakter ...t 55
Gambar 1V.22 lustrasi Cerita Jalak Bali ...........ccceiieiineiiiioniti e 56
Gambar 1V.23 Referensi Perancangan Karakter ........cc.coccooeveninenenieninesieeenn, 57
Gambar 1V.24 Slayer Pecinta Alam Sumber: (KPA SPALA GOWA, 2017) ...... 58
Gambar 1V.25 SKEetSa NUSA........cccueireieiierierie e nns 59
Gambar 1V.26 SKEtSA SANU ........eiiiieieieieie et 59
Gambar 1V.27 Finalisasi Karakter NUSa ...........cccovvereiienieenienie e ee e 60
Gambar 1V.28 Finalisasi Karakter SanU ...........ccccoceviiiininieienese s 60

Xii



Gambar 1V.29 Karakter NUSa & ALMTDUL.........eee e 61

Gambar 1V.30 Karakter Sanu & AriDUL ... 61
Gambar 1V.31 Referensi Jalak Bali Sumber: (Jenis.net, 2021) ........ccccccvevveennnne 63
Gambar 1V.32 Sketsa ilustrasi Jalak Bali...........cccccevviieiiieniieiciieceee e 64
Gambar 1V.33 Finalisasi Hustrasi Jalak Bali ............cccocovevivininiiciiicisicen, 64
Gambar 1V.34 Referensi Ekek Geling Jawa Sumber: (WordPress.com, 2012).... 65
Gambar 1V.35 Sketsa ilustrasi Ekek Geling Jawa ............ccccieevevveiicccic e, 65
Gambar 1V.36 Finalisasi lustrasi Ekek Geling Jawa ..........cccocveiciiiniinniicienn, 66
Gambar 1V.37 Referensi Tokhtor Sumatera Sumber: (goodnewsfromindonesia.id,
2023) ettt et a et et b te b et e e re s et ene e 67
Gambar 1V.38 Sketsa llustrasi TOKNtOr SUMAtera ...........ccccevevereneiesenisieinns 67
Gambar 1V.39 Finalisasi lustrasi Tokhtor Sumatera .............cccooceveiinineeieniie, 68
Gambar 1V.40 Referensi Kuau Kerdil Kalimantan Sumber: (IDN TIMES, 2024)
............................................................................................................................... 68
Gambar V.41 Sketsa Kuau Kerdil Kalimantan............c.ccoocevvniiineniniiiniennn. 69
Gambar 1V.42 Finalisasi Hustrasi Kuau Kerdil...........ccccoooeiiiiiiiniineie e 70
Gambar 1V.43 Referensi Julang Sulawesi Sumber: (IDN TIMES, 2018)............ 70
Gambar 1V.44 Sketsa llustrasi Julang SUIAWESI ...........cooeeviiiiiiieniece 71
Gambar 1V.45 Finalisasi Hustrasi Julang SUIQWESI ..........cccccvevvviveieiieiie s 71
Gambar 1V.46 Referensi Ciri Khas Daerah Bali...........ccccocoviiiiiiiniiiiicie, 73
Gambar V.47 Hustrasi Pohon Kamboja..........ccccviiiiiiiiiiceseseees 74
Gambar 1V.48 llustrasi Janur Bali ... 74
Gambar 1V.49 llustrasi Pura Tanah LOt.........cccoccovieiinieniesree e 75
Gambar 1V.50 Hustrasi Pura UlUN ..ot 75
Gambar 1V.51 Hasil AKhir ENVIFONMENT .........ccirieiiraieseeisie i 76
Gambar 1V.52 BULEON GAME ... ....coiiiiiiiiieie st 79
Gambar 1V.53 Media Pendukung Video IKIan ............ccooeveiininininiiiciee, 80
Gambar 1V.54 Media Pendukung BoOth............c.ccoeiiiieiieiicc e 81
Gambar V.55 Media Pendukung ROMPI ......cceiiriiiiiniieienesc e 82
Gambar 1V.56 Media Pendukung Scarf..........cccccovveviiieiiieiiec e 82
Gambar V.57 Media Pendukung Spinwheel ............coooiiiinnice, 83



Gambar 1VV.58 Media Pendukung StICKer ...........cccoeiiiiiii i 84

Gambar 1V.59 Media Pendukung Gantungan KunCi ..........ccccooeveniienineniinnnnnn, 84
Gambar 1V.60 Media Pendukung TOPI.......ccveiiiiiiieiiiciie e 84
Gambar 1V.61 AMDIENT BUS ......cccoeiieiecieciee e 85
Gambar 1V.62 Alternatif LOGO........ccoeieiieiieiecic e 86
Gambar V.63 Proses Perancangan LOgO ....cc..covviiiiiivnieienene s 87
Gambar 1V.64 Hasil AKNIr LOGO ciiiiuriieiiccicie st e e 87
Gambar V.65 Tampilan Halaman Awal ............ccccooiiiiiiii e, 88
Gambar 1V.66 Tampilan Scene Cerita........ccocvviieiieiiiiie it 88
Gambar V.67 Tampilan Halaman Utama ...........c.ccooeiiiiniininse s 89
Gambar 1V.68 Tampilan Peta LeVEl ..........cccooviviiieiieceeeceeee s 89
Gambar V.69 Tampilan Pilih level ..., 90
Gambar V.70 Tampilan Permaian .........ccccceevviieeieeiesiiciieese e 90
Gambar V.71 Tampilan Tindakan Penyelamatan............cccoceveieninenininicienn, 91
Gambar 1VV.72 Tampilan Pilih Cara Penyelamatan...............cccccooeviviieiiveivenenne, 91
Gambar 1V.73 Tampilan Permaian Berakhir ...........ccccoovieiiiiiiinie e 92
Gambar 1V.74 Game Sayap NUSANTAIA ......ccuerureieieeieaieieesieeiesieesieeseeseeseeeesns 92

Xiv



	SURAT PERNYATAAN
	KATA PENGANTAR
	ABSTRAK
	ABTRACT
	DAFTAR ISI
	DAFTAR GAMBAR
	DAFTAR TABEL
	DAFTAR LAMPIRAN
	BAB I  PENDAHULUAN
	1.1 Latar Belakang
	1.2 Identifikasi Masalah
	1.3 Rumusan Masalah
	1.4 Tujuan Penelitian
	1.5 Manfaat Penelitian
	1.6 Sistematika Penulisan

	BAB II  TINJAUAN UMUM
	2.1 Tinjauan Teori
	2.2 Teori Utama
	2.2.1 Teori Warna
	2.2.2 Teori Tipografi
	2.2.3 Teori Ilustrasi
	2.2.4 Teori Tata Letak
	2.2.5 Gameplay dan Game Mechanic
	1. Gameplay
	2.  Game Mechanic
	2.2.6 Game Design Document

	2.3 Teori Pendukung
	2.3.1 Burung Endemik Indonesia
	2.3.2 Anak- Anak
	2.3.3 Game Edukasi

	2.4 Ringkasan Kesimpulan Teori
	2.5 Kerangka Berpikir

	BAB III  METODOLOGI DESAIN
	3.1 Sistematika Perancangan
	3.2 Metode Pencarian Data
	3.3 Analisis Data
	3.3.1 Observasi di Gramedia Bintaro
	3.3.2 Observasi di Birdland Ancol
	3.3.3 Wawancara
	3.3.4 Studi Literatur

	3.4 Kesimpulan Hasil Analisis
	3.5 Pemecahan Masalah

	BAB IV  STRATEGI KREATIF
	4.1 Strategi Komunikasi
	4.2 Strategi Media
	4.3 Analisis Segmentasi, Targeting dan Positioning
	4.3.1 Segmentasi
	4.3.2 Targeting
	4.3.3 Positioning

	4.4 Analisis SWOT
	4.4.1 Kesimpulan Analisis SWOT

	4.5 Analisis 5W+1H
	4.5.1 What (Apa)
	4.5.2 Why (Mengapa)
	4.5.3 Who (Siapa)
	4.5.4 When (Kapan)
	4.5.5 Where (Dimana)

	4.6 Analisis Pesaing
	4.7 Proses Tahapan Perancangan Game
	4.7.1 Konsep Karya
	4.7.2 Menu Utama
	4.7.3 Fitur Pemain

	4.8 Konsep Visual
	4.8.1 Warna
	4.8.2 Gaya Ilustrasi
	4.8.3 Tipografi

	4.9 Concept Stage
	4.9.1 Gameplay
	4.9.2 Cerita
	4.9.3 Desain Karakter Utama
	4.9.4 Ilustrasi Burung Endemik Indonesia
	4.9.5 Environment
	4.9.6 Level Game
	4.9.7 Misi Game
	4.9.8 Desain Audio
	4.9.9 User Interface

	4.10 Media Pendukung
	4.11 Final Art
	4.11.1 Logo Game
	4.11.2 Interface Game
	4.11.3 Hasil Final Karya


	BAB V  PENUTUP
	5.1 Kesimpulan
	5.2 Saran

	DAFTAR PUSTAKA
	LAMPIRAN



