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RINGKASAN 

Kesulitan dalam belajar seringkali menjadi suatu permasalahan pada 
pelajar. Salah satu bidang yang sulit dipelajari oleh pelajar adalah jaringan 
komputer, jaringan komputer adalah hal yang penting dalam pekerjaan, karena 
diperlukan komunikasi antara komputer dengan komputer lain untuk 
menyelesaikan pekerjaan. Namun belajar jaringan komputer bukanlah 
mudah.Terbatasnya peralatan jaringan komputer yang ada membuat pelajar 
kesulitan belajar jaringan komputer. Di perlukan suatu inovasi yang memudahkan 
pelajar dalam belajar jaringan komputer, tanpa harus memerlukan peralatan 
jaringan komputer. Game sudah banyak di kembangkan, namun game edukasi 
bertema jaringan komputer masih jarang ditemukan. Perlu dikembangkan sebuah 
game edukasi jaringan komputer, dengan adanya game tersebut pelajar dapat 
belajar jaringan komputer tanpa memerlukan peralatan jaringan komputer. 

Berdasarkan uraian diatas maka perlu dibuat aplikasi game jaringan 
komputer berbasis android, agar memudahkan pelajar untuk memahami jaringan 
komputer. Pelajar juga dapat belajar jaringan komputer hanya dengan smartphone, 
tidak diperlukan perangkat jaringan komputer seperti komputer, router dan hub.  

Kata kunci: jaringan komputer, android, smartphone, komputer 
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ABSTRACT 

Difficulties in learning often become a problem for the learner. One area 
that is difficult to learn by the student is a computer network, computer network is 
important in the work, because it requires communication between computers 
with other computers to complete the work. But learning computer network is not 
easy. Limitations of existing computer network equipment makes the students 
difficulty learning computer network. In need of an innovation that allows 
learners in learning computer networks, without having to require computer 
network equipment. Games have been widely developed, but educational games 
themed computer networks are still rare. Need to develop an educational game 
computer network, with the game students can learn computer network without 
the need for computer network equipment. 

Based on the description above it is necessary to create an application 
based computer game android, in order to facilitate learners to understand the 
computer network. Students can also learn computer networks only with 
smartphones, no computer networking devices such as computers, routers and 
hubs are required.  

Keywords : Computer Networks, Android, Smartphone, Computer 
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