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MOTTO HIDUP 

“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.” 

 

“Don’t be afraid to move, because the distance of 1000 miles starts by a single 

step.” 

 

“Happiness is not money, but a peace of mind and soul.” 

 

“Do your best at any moment that you have.” 

 

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

 

“Believe me, after your failure there is a sign of your success.” 

 

“Learn from the mistakes in the past, try by using a different way, and always 

hope for a successful future.” 

 

“The Intelligent people can lose because of the tenacity of the fools.” 

 

“Our parents are the greatest gift in a life.” 

 

“A wealth without a religion is a blind.” 

 

“The more you give, the more you will get.” 

 

“God is never wrong in giving the sustenance.” 

 

“Tomorrow is a mystery and today is a gift.” 
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INTISARI 

 Analisis dan Perancangan Game “Assembly of Computer” 

Menggunakan Flash CS5 ini merupakan game edukasi untuk mempermudah kita 

dalam mempelajari perangkat komputer. Banyak orang yang hanya bisa 

mengoperasikan komputer tetapi belum tentu tahu perangkat komputer itu sendiri. 

Aplikasi ini akan mengenalkan kita tentang fungsi – fungsi dari perangkat 

komputer, cara merangkai dan mengetahui dimana seharusnya perangkat 

komputer itu di letakan. 

Aplikasi ini diharapkan mampu memberikan manfaat bagi penggunanya. 

Selain itu permainan-permainan yang ada nantinya akan mampu membantu kita 

ketika kita menghadapi kesulitan saat merangkai perangkat komputer di dunia 

nyata.  

Dalam pembuatan aplikasi ini penyusun memilih software Adobe Flash 

CS5, Adobe Photoshop CS5, Audacity, dan Adobe Ilustrator CS5. Dengan 

menggunakan software tersebut diharapkan mampu meningkatkan ilmu 

pengetahuan baik dari sisi konten maupun teknologi software yang digunakan 

secara umumnya. 

   

Kata Kunci : Flash, Game, Merakit Komputer, Edukasi 
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ABSRACT 

 Analysis and Design of Games "Assembly of the Computer" Using Flash 

CS5 is an educational game to facilitate our study of computer devices. Many 

people are only able to operate the computer but do not necessarily know the 

computer itself. This application will introduce us about the function - the 

function of the computer, and find out how to assemble a computer device which 

should put it on. 

This application is expected to provide benefits to its users. In addition 

there are the games that will be able to help us when we face difficulties when 

assembling computers in the real world. 

In making this application authors choose software Adobe Flash CS5, 

Adobe Photoshop CS5, Audacity, and Adobe Illustrator. By using the software is 

expected to improve both knowledge of the content and software technology that 

is used in general. 

   

Keywords : Flash, Games, Computer Assembling, Education 

 

 

 

 

 

 


