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INTISARI

Seiring berkembangannya teknologi Tablet, game tak kalah bersaing nya di
system operasi mobile. Mulai dari game anak anak. remaja, dewasa, bahkan orang
tua. Penulis disini akan membangun sebuah buku tematik digital bertema "Bermain
Di  Lingkuangan  Sekolah"  berbasis  Android,  yang berisikan  semua  materi  buku
kelas 2 SD Tema 2 yang dapat melatih anak anak secara lebih cepat dan interaktif
yang dapat berjalan di tablet android.

Pada   Skripsi   ini,   peneliti   mencoba   untuk   menganalisis   pokok-pokok
permasalahan yang ada, peneliti menggunakan metode perkembangan multimedia
dan pengumpulan data melalui wawancara dan   study pustaka.  Pada perancangan
penulis  menggunakan  analisis  kebutuhan  fungsiona,non  fungsional,  kelayakan,
diagram hierarki dan Unified Modeling Language.

Aplikasi yang dihasilkan berupa aplikasi android yang berisi buku tematik
dalam  bentuk  buku  digital  dengan  menonjolkan animasi  dan  narasi  serta latihan
soal.  Aplikasi  ini  diharapkan  membantu  siswa untuk  lebih  mudah  belajar  fokus
sesuai   tema   di    sekolah   dan   diharapkan   membantu   para   orang   tua   untuk
mendampingi anaknya belajar di rumah.

Kata Kunci : buku tematik, analisis, multimedia, uml, android, flash



ABSTRACT

Along with the development Of technology Tablet, his game did not
compete in the mobile operating system. Ranging from games children,
adolesceuts, adults, even parents. Author here will build a digital thematic book
entitled "Play ln Lingkuangan Schools" based on Android. which contains all the
material grade book 2 SD Theme 2 that can train children more quickly and
interactively that can run on android tablet.

In this thesis, the researcher tried to analyze the main points Of the
existing problems, researchers used a method Of development Of multimedia and
data collection through interviews and literature study. In designing the c"thors
use f ungsiona needs analysi s, nan-f unctional, f easibi lily, hierarchical diagran
and Unified Modeling Language.

The re sulting application f arm android application which contains
thematic books in the form Of digital books with fearfure al'timation and narration
and exercises. This application is expected to help students to more easily learn to

focus on the appropriate theme in the school and is expected to help parents to
accompany their children learn at home.

Keywords: thematic books, analysis, multimedia, uml, android, foash


