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Motto 

 

“TIADA YANG KEBETULAN HANYA HAL YANG TAK DAPAT DIHINDARI” 

 “TO GET SOMETHING REQUIRED SOMETHING EQUAL” 

“YOU BECOME AN ADULT WHEN YOU GIVE UP ON A LOT OF THINGS” 

“PEACE, LOVE AND ICE CREAM” 

“I’M PROGRAMMER I MUST HAVE A SWEET LIFE” 
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INTISARI 

 
Smartphone android sebagaimana kita ketahui sudah menjadi kebutuhan 

orang banyak dalam membantu aktivitas mereka sehari-hari di zaman yang 

semakin canggih sekarang ini, begitu pula dengan game sebagai sarana hiburan 

yang semakin berkembang jenis dan model permainannya sebgaiamana telah 

diciptakan oleh banyak developer game, mulai dari individu hingga studio game. 

Stardewvalley adalah game simulasi berbasis multiplatform dimana pemain 

mewarisi tanah pertanian milik kakek. Berbagai aktifitas dan quest yang terdapat 

di dalam game membuat kebutuhan pengguna dalam mendapatkan informasi 

maupun guide sangat tinggi.  

Ketika seseorang sedang bermain Stardew valley di pc maupun di game 

console game terkadang akan membutuhkan informasi maupun guide untuk 

menunjang proses bermain game. Namun dikarenakan proses pencarian informasi 

yang menggunakan media website dapat menggangu kenyaman karena harus 

berpindah layar tampilan dan dapat menimbulkan masalah seperti pencarian tidak 

ditemukan ataupun layanan internet tergangu diperlukan aplikasi yang memuat 

informasi dan panduan mengenai game stardewvalley. 

Aplikasi media interaktif Panduan game stardewvalley berbasis android 

dirancang untuk menyediakan  informasi dan panduan yang akurat serta 

diharapkan mampu memberikan kenyamanan dan kemudahan dalam memenuhi 

kebutuhan informasi pemain stardewvalley 

 

 

Kata Kunci:    Android, Media Interaktif, StardewValley, Guide, Smartphone 
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ABSTRACT 
 

 

Android smartphones as we know them have become the needs of many 

people in helping their daily activities in today's increasingly technology era, as 

well as games as entertainment facilities that are increasingly developing types 

and models of games that have been created by many game developers, ranging 

from individuals to game studios. Stardewvalley is a multiplatform based 

simulation game where players inherit grandfather's farm. Various activities and 

quests found in the game make the user needs in getting information and guides 

very high. 

When someone is playing Stardewvalley on a PC or in game console 

games, sometimes it will require information and guides to support the process of 

playing the game. However, because the process of finding information that uses 

media websites can interfere with comfort because it has to change the display 

screen and can cause problems such as search not found or interrupted internet 

services, an application that contains information and guidelines regarding the 

Stardewvalley game is needed. 

Interactive media application stardewvalley game guide Android-based is 

designed to provide accurate information and guidance and is expected to provide 

comfort and convenience in meeting the Stewardvalley player's information needs 

 

 

Keyword : Android, Interactive Media, StardewValley, Guide, Smartphone 
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