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ABSTRAKSI 

Saat sekarang ini game mobile merupakan suatu yang dekat dengan setiap 

orang pada abad 21 ini. Melalui game mobile sebenarnya ada hal lain yang bisa 

dilakukan untuk meningkatkan hal yang baik disisi user yaitu melatih kecerdasan. 

Kecerdasan seseorang tentu saja perlu dilatih agar terus meningkat, tidak hanya 

melalui pendidikan formal tapi juga melalui fasilitas yang informal seperti media 

game mobile ini.  

Melalui skripsi ini penulis mencoba mengembangkan sebuah game yang 

melatih strategi dan konsentrasi guna melatih kecerdasan user itu sendiri. Game 

yang pembuatannya menggunakan software java ini diharapkan mampu 

diaplikasikan pada banyak tipe handphone yang telah mendukung fasilitas 

minimal java MIDP 2.0. Game yang penulis beri nama “PARKING GAME” ini 

memang secara khusus ditujukan kepada para juru parkir agar waktu luang 

mereka saat menunggu motor dapat digunakan untuk hal lain yang dapat 

meningkatkan keahlian mereka dalam melayani para pengguna jasa parkir tetapi 

tidak menutup kemungkinan pula secara umum dimainkan oleh selain juru parkir. 

Game ini dirancang secara sederhana dalam segi tampilannya tetapi dalam 

memainkannya tidak sesederhana kelihatannya, dibutuhkan strategi dan rencana 

matang untuk menyelesaikannya seperti pada kenyataanya dibutuhkan strategi dan 

rencana pula dalam mengatur kendaraan saat parkir agar kendaraan mudah masuk 

dan keluarnya. 

Game ini dibangun sebagai salah satu solusi penanganan masalah 

kejenuhan dan pengurangan waktu  luang yang kurang bermanfaat yang terjadi 

pada juru parkir kebanyakan. Game ini diharapkan mampu sebagai alat untuk 

mengatasi masalah diatas dan membantu meningkatkan kinerja para juru parkir 

dalam melayani pengguna jasa parkir. 

 

Kata Kunci : Tekhnologi Informasi, Game Mobile, Parking Game. 



 

xi 
 

ABSTRACT 

Nowadays mobile game is a close with everyone in the 21st century. In 

almost all of their mobile phone attached mobile gaming features, either by 

default given by the vendor or independently added by the user. Lots and even 

already countless game titles that circulate in the community that aims to simply 

relieving stress or boredom busting when his quiet that certainly makes a person 

more or less a waste of time for things that are less useful. Through the mobile 

game actually there are other things you can do to improve things either side of a 

user that is trained intelligence. Intelligence person of course needs to be trained 

to continue to increase, not only through formal education but also through 

informal facilities such as mobile gaming media.  

 

Through this paper the author tries to develop a training game of strategy and 

concentration in order to train the user's own intelligence. The gameplay is 

making use java software is expected to be applied to many types of mobile 

phones that support minimal facilities java MIDP 2.0. Game of the authors give 

the name "PARKING GAME" This is specifically addressed to the interpreter 

parking for their spare time while waiting for the motor can be used for other 

things that can enhance their expertise in serving the users of parking services but 

did not rule in general also played by other than parking interpreter. This game is 

designed simply in terms of appearance but in play it is not as simple as it seems, 

needed a strategy and plan to finish it as ripe in fact needed a strategy and plan 

well in regulating the vehicle when parking the vehicle for easy entry and exit.  

This game is built as one solution to handling the problem of saturation and 

reduction in free time which is less useful that occurs in most park interpreter. The 

game is expected to be able as a means to overcome the above problems and help 

improve the performance of the interpreter in the service parking parking service 

users.  

 

Keywords: Information Technology, Game Mobile, Parking Game.  
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