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ABSTRAK
RANCANG BANGUN ALAT PERMAINAN MENGGUNAKAN POWER
WINDOW MOTOR BERBASIS PROGRAMMABLE LOGIC CONTROLLER

(2017 : xvi + 80 Halaman + Daftar Pustaka + Daftar |s + Daftar Gambar + Daftar Tabel + Lampiran)

Afif Saefullah Program Studi Teknik Listrik
061430310169 Politeknik Negeri Sriwijaya

Rancang bangun alat permainan yang diberi nama ”’Space Aeroship
Project” dan dikenal dengan akronim SAe-Pro, merupakan sebuah permainan
perang pesawat di ruang angkasa. Alat permainan tersebut dibuat menggunakan
Power Window Motor dengan sistem kendali berbasis Programmable Logic
Controller yang menerapkan prinsip kendali manual dan otomatis. Power Window
Motor terhubung pada plant yang membawa pesawat. Pada kendali manual,
pemain menggunakan Monolever Joystick Switch untuk menggerakkan pesawat
pemain ke kiri dan ke kanan. Juga terdapat sebuah tombol tekan untuk
menembakkan cahaya melalui Photoelectric Sensor yang terdapat pada pesawat
pemain. Apabila cahaya tersebut menyentuh pesawat musuh, maka pemain akan
memperoleh nila yang ditunjukkan oleh lampu nilai. Sedangkan pada kendali
otomatis, pergerakan dan tembakan pesawat dikendalikan oleh Programmable
Logic Controller. Di kedua ujung lintasan terdapat sebuah Inductive Proximity
Sensor yang berfungsi untuk menggerakkan pesawat ke arah berlawanan. Apabila
cahaya tembakan pesawat musuh menyentuh pesawat pemain, makalampu nyawa
akan padam. Apabila semua lampu nyawa padam, maka permainan selesal.
Pemain dapat memulai kembali permainan dari awa dengan memasukkan tiga
koin ke dalam lubang koin. Pada saat pemain memasukkan koin ke dalam lubang
koin, Inductive Proximity Sensor akan mendeteksi koin tersebut. Koin yang
terdeteksi akan mengaktifkan sistem kendali otomatis pada Programmable Logic
Controller.

Kata Kunci : SAe-Pro, Power Window Motor, Monolever Joystick Switch,

Photoelectric Sensor, I nductive Proximity Sensor, Pilot Lamp & Programmable
Logic Controller



ABSTRACT

DESIGNING A GAME TOOL WHICH ISUSING POWER WINDOW
MOTOR BASED ON PROGRAMMABLE LOGIC CONTROLLER

(2017 : xvi + 80 Pages + Bibliography + List of Contents+ List of Pictures+ List of Tables+

Attachment)
Afif Saefullah Majoring in Electrical Engineering
061430310169 State Polytechnic of Sriwijaya

Designing a game tool that was named ““Space Aeroship Project” and also
known as SAe-Pro, is an aeroship war in the space. This game tool was made by
using Power Window Motor with control system based on Programmable Logic
Controller which is apply manual and automatic control. In manual control,
player use Monolever Joystick Switch to move the player’s aeroship left and right.
The Inductive Proximity Sensor is used for disconnect the connection of rotor’s
rotation control on Power Window Motor 1 to direction of that inductive sensor
for player’s aeroship. So the movement of player’s aeroship can be confined.
There is also a Push Button which serves to shoot the light by player’s aeroship.
And in principle, this push button active the Photoelectric Sensor contained on
player’s aeroship. Then when the light hit the enemy’s aeroship, player will get
the score which is shown by score lamp.. The series of Pilot Lamps arranged and
form a digital number. Control system on enemy’s aeroship are controlled
automatically. The Inductive Proximity Sensor is used for change the direction of
rotor rotation on Power Window Motor 2. So the enemy’s aeroship move
alternately left and right continuously. Then the enemy’s aeroship will shoot the
light in a certain time delay. Interlude shooting and length of shooting time is set
through timer in Programmable Logic Controller. When the light hit the player’s
aeroship, then light of life will off. If all of the Lights of life are off, so the game
ends. Player can restart the game from beginning with insert three coins to the
coin hole. When the player insert the coin to the coin hole, Inductive Proximity
Sensor will detect the coin. The detected coin will activate the automatic control
systemon Programmable Logic Controller.

Keywords: SAe-Pro, Power Window Motor, Monolever Joystick Switch,
Photoelectric Sensor, I nductive Proximity Sensor, Pilot Lamp & Programmable
Logic Controller
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