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HALAMAN MOTO

Always be yourself and never be anyone else even if they look
better than you.

“Success is always accompanied with failure.”

“To get a success, your courage must be greater than your
fear.”

“Success is not a final and failure is not an initial.”

“Do whatever you like, be consistent, and success will come
naturally.”

“Success is not measured by wealth, success is an achievement

that we want.”

“The formulas of a success are a hard work and never give

»»

up.
“Intelligence is not the determinant of success, but hard work is
the real determinant of your success.

“Learn from the mistakes in the past, try by using a different
way, and always hope for a successful future.”

“When you have never made a mistake, it means you have not

tried anything.”
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INTISARI

Melalui media game akan diperkenalkan dan dipromosikam tempat wisata
bahari yang ada di Kab.Berau Kaltim, agar masyarakat dapat mengenal wisata
bahari yang ada dengan lebih mudah dan menyenangkan. Dalam game ini pemain
akan dibawa untuk lebih mehami dan mengenal lebih jauh pulau-pulau yang ada
di Kab. Berau Kaltim.

Pada Skripsi ini, peneliti mencoba untuk menganalisis pokok-pokok
permasalahan yang ada, dan mecoba merangkum permasalah tersebut menjadi
satu. Untuk menyelesaikan permasalaha yang ada penulis melakukan penelitian
menggunakan metode pengumpulan data, Metode Observasi / Survey, Metode
Studi Pustaka, Metode \Wawancara, Metode Analisis, Metode Pengembangan.

Apikasi yang di hasilkan berbentuk Game Berbasis Mobile Phone yang di
tunjukan untuk mengenal wisata bahari yang ada di Kab.Berau dengan lebih
mudah dan menyenangkan. Dan di harapkan sebagai salah satu sarana baru dalam
memajukan potensi wisata bahari yang ada di Kab.berau.

Kata-Kunci :Game, Platformer, Mobile phone, promosi wisata bahari.
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ABSTRACT

Through the medium of games will be introduced and a dipromosikam place
for marine tourism in East Kalimantan Kab.Berau, so that people can recognize
the existing marine tourism with greater ease and fun. In this game players will be
brought to more mehami and know more about the islands that exist in the
district. Berau Kaltim.

In this thesis, the researcher tried to.analyze the main points of the existing
problems, and tries summarizes these issues into one. To resolve the existing
permasalaha authors conducted a study using data collection methods, Methods
Observation / Survey, Methods Study Library, Interview Method, Methods of
Analysis, Method Development.

Applications which is derived in the form of Game-Based Mobile Phone that
is the show to know the marine tourism in Kab.Berau with greater ease and fun.
And is expected as one of the new tool in advancing the potential for marine
tourism in Kab.berau.

Keywords: Games, Platformer, Mobile phone, nautical tourism promotion.
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