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INTISARI 

Peta Buta adalah sebuah peta gambar dunia, Negara atau wilayah tertentu 

yang tidak di sertai dengan tulisan keterangan nama-nama daerahnya, Siswa 

sekolah biasanya  mempelajari Peta Buta pada pelajaran ilmu pengetahuan social 

atau geografi. Selain peta buta, para siswa-siswi sekolahpun di bekali dengan 

pelajaran tentang peta umum  seperti cara membaca peta yang benar,cara 

membuat peta yang baik,arah mata air,dll. 

 Peta Buta memiliki manfaat melatih daya ingat anak-anak dari melihat 

suatu bentuk gambar,mengetahui letak kota-kota di Indonesia, memahami betapa 

luasnya Negara kita dan juga dunia. Dari beberapa manfaat  yang telah di 

sampaikan di atas maka di perlukan suatu media pendukung agar siswa dapat 

mempelajari peta buta dengan cara yang lebih menyenangkan.Salah satu solusi 

yang di tawarkan yaitu pembuatan Game Peta Buta Dunia . 

Banyak siswa yang tidak menyukai dengan pelajaran peta buta,padahal 

pelajaran peta buta sangat baik bagi semua orang. Adapula orang yang 

menyarankan agar pelajaran peta buta di hapus saja dari kurikulum pendidikan di 

sekolah-sekolah saja karena di anggap tidak bermanfaat atau tidak berguna bagi 

masa depan seorang anak.  

Kata Kunci: Adobe Flash CS3,Game Peta Buta Dunia,Android,Animasi 
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ABSTRACT 

Blind map is a map image of the world, countries or regions that are not 

accompanied by written description of region names, school students usually 

study the Blind Map in the subject of social science or geography. In addition to 

the map blind, the students in the school does Arm with lessons on common map 

like the right way to read a map, how to make a good map, the direction of the 

water, etc..  

Blind train map has the benefit of children's memory of seeing a form of 

image, locate the cities in Indonesia, understand the breadth of our country and 

the world. From some of the benefits that have been conveyed above then in need 

of a supporting medium for students to study the map blind in more ways than one 

solution menyenangkan.Salah in the offer that is making the World Blind Game 

Map.  

Many students do not like the map blind subjects, whereas subjects blind 

map is very good for everyone. There is also the person who suggested that 

subjects in the blind delete maps of the educational curriculum in schools is 

considered not only as useful or not useful to the future of a child.  

Keywords: Adobe Flash CS3, the World Blind Game Map, Android, Animation 

 

 



xvi 

 

 

 

 

 

 

 

 

DAFTAR GAMBAR 

Gambar 2. 1 Tahap Pengembangan Multimedia ................................................... 15 

Gambar 2. 2 Tampilan Adobe Flash CS3 ............................................................. 23 

Gambar 2. 3 Tampilan Panel Action ..................................................................... 24 

Gambar 4.  1 Flowchart Game Peta Buta Dunia Level 1 ...................................... 35 

Gambar 4.  2 Flowchart Game Peta Buta Dunia level II ...................................... 36 

Gambar 4.  3 Flowchart Game Peta Buta Dunia level III ..................................... 37 

Gambar 4.  4 Baground ......................................................................................... 40 

Gambar 4.  5 Karakter ........................................................................................... 40 

Gambar 4.  6 animasi tombol ................................................................................ 41 

Gambar 4.  7 Animasi loading .............................................................................. 42 

Gambar 4.  8  Membuat tombol ............................................................................ 42 

Gambar 4.  9  import Suara ................................................................................... 43 



xvii 

 

Gambar 4.  10  Publishing ..................................................................................... 44 

Gambar 4.  11 Menu Utama ................................... Error! Bookmark not defined. 

Gambar 4.  12 Halaman Pengaturan ...................... Error! Bookmark not defined. 

Gambar 4.  13 Halaman menang level 1 dan lanjut level II . Error! Bookmark not 

defined. 

Gambar 4.  14  Level 1 ........................................... Error! Bookmark not defined. 

Gambar 4.  15 Level 2 ............................................ Error! Bookmark not defined. 

Gambar 4.  16 Level 3 ............................................ Error! Bookmark not defined. 

Gambar 4.  17 Halaman Top Skor ......................... Error! Bookmark not defined.


