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ABSTRAK

Feggy Nurwindi “Rancang Bangun Virtual Reality Games House Of Horror
Berbasis Android” diBimbing Oleh Wahyuddin dan Untung Suwardoyo.

Game House of Horror merupakan permainan bergenre horor berbasis eksplorasi
yang dirancang untuk memberikan pengalaman bermain melalui mekanisme
penjelajahan lingkungan, interaksi objek, penyelesaian puzzle, dan elemen kejutan
berupa jump scare. Penelitian ini bertujuan untuk menganalisis perancangan
sistem permainan serta melakukan pengujian terhadap fungsi dan alur kerja sistem
menggunakan metode pengujian perangkat lunak. Perancangan sistem dilakukan
menggunakan beberapa pemodelan Unified Modeling Language (UML), yaitu
Use Case Diagram, Activity Diagram, dan Sequence Diagram untuk
menggambarkan interaksi pengguna dengan sistem. Pengujian sistem dilakukan
menggunakan metode Black Box Testing untuk mengevaluasi kesesuaian fungsi
berdasarkan input dan output pengguna, serta White Box Testing untuk
menganalisis struktur logika program melalui flowchart, flowgraph, flowmap,
perhitungan Cyclomatic Complexity, dan matrix jalur independen. Hasil pengujian
Black Box menunjukkan bahwa seluruh fitur utama permainan, seperti memulai
permainan, eksplorasi rumah, interaksi objek, penggunaan item, penyelesaian
puzzle, mekanisme jump scare, dan keluar dari permainan dapat berjalan sesuai
dengan rancangan. Sementara itu, hasil pengujian White Box menghasilkan nilai
Cyclomatic Complexity sebesar 4, yang menunjukkan terdapat empat jalur
independen yang perlu diuji dalam sistem. Berdasarkan hasil analisis tersebut,
dapat disimpulkan bahwa sistem Game House of Horror memiliki struktur alur
permainan yang baik dan seluruh fungsi utama telah berjalan sesuai dengan
kebutuhan sistem.

Kata kunci: Game Horor, UML, Black Box Testing, White Box Testing,
Cyclomatic Complexity, Sistem Permainan.



ABSTRACT

Feggy Nurwindi, "Design and Development of an Android-Based Virtual Reality
Horror Game," supervised by Wahyuddin and Untung Suwardoyo.

House of Horror Game is an exploration-based horror game designed to provide
an immersive gaming experience through environmental exploration, object
interaction, puzzle-solving mechanisms, and surprise elements such as jump
scares. This study aims to analyze the game system design and evaluate the
functionality and workflow of the system using software testing methods. The
system design was developed using several Unified Modeling Language (UML)
models, including Use Case Diagram, Activity Diagram, and Sequence Diagram,
to describe the interaction between users and the game system. System testing was
conducted using Black Box Testing to evaluate functional suitability based on
user inputs and expected outputs, and White Box Testing to analyze the internal
program logic through flowcharts, flowgraphs, flowmaps, Cyclomatic Complexity
calculations, and independent path matrices. The Black Box Testing results
indicate that all major game features, including starting the game, exploring the
house, interacting with objects, using items, solving puzzles, triggering jump scare
events, and exiting the game, function properly according to the system design.
Meanwhile, the White Box Testing results show a Cyclomatic Complexity value of
4, indicating that four independent paths need to be tested within the system.
Based on these results, it can be concluded that the House of Horror Game system
has a well-structured gameplay flow and that its main functionalities operate
according to the defined requirements.

Keywords: Horror Game, UML, Black Box Testing, White Box Testing,
Cyclomatic Complexity, Game System.
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