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INTISARI

Video game platformer 2D merupakan salah satu bentuk hiburan interaktif
yang dirancang untuk memberikan pengalaman bermain yang menarik melalui
tantangan di setiap tingkatannya. Penelitian ini bertujuan untuk mengembangkan
video game platformer 2D dengan menerapkan Finite State Machine (FSM) untuk
mengatur perilaku Non Playable Character (NPC) menggunakan Godot Engine.
FSM diterapkan untuk mendefinisikan state NPC seperti idle, wander, dan attack,
serta mengelola transisi antar state.

Prosedur penelitian meliputi perancangan konsep game, implementasi FSM
menggunakan GDScript, serta pengujian perilaku NPC dalam berbagai skenario.
Godot Engine dipilih karena sifatnya yang open-source, ringan, dan tidak
memerlukan biaya lisensi. Pengumpulan data dilakukan melalui simulasi perilaku
NPC yang ditampilkan melalui console log dan label pada antarmuka game.

Hasil pengujian menunjukkan bahwa FSM berhasil diterapkan untuk
mengatur perilaku NPC sesuai dengan desain awal. NPC mampu menunjukkan
perilaku yang berbeda berdasarkan jenis dan situasi yang dihadapi. Meskipun
demikian, terdapat kendala dalam merancang transisi antar state dan mengelola
perilaku kompleks. Penelitian ini menyimpulkan bahwa FSM adalah metode yang
efektif dalam pengelolaan perilaku NPC pada game platformer 2D.

Kata Kunci: Video Game, Platformer 2D, Finite State Machine, Non Playable
Character, Godot Engine, GDScript
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ABSTRACT

A 2D platformer video game is a form of interactive entertainment designed
to provide engaging gameplay experiences through challenges at every level. This
study aims to develop a 2D platformer video game by implementing a Finite State
Machine (FSM) to control the behavior of Non Playable Characters (NPCs) using
the Godot Engine. FSM is applied to define NPC states such as idle, wander, and
attack, as well as to manage transitions between states.

The research procedure includes game concept design, FSM implementation
using GDScript, and testing NPC behavior in various scenarios. The Godot Engine
was chosen for its open-source nature, lightweight performance, and absence of
licensing costs. Data collection was conducted through simulations of NPC
behavior, displayed via the console log and labels in the game interface.

The results indicate that FSM was successfully implemented to manage NPC
behavior as designed. NPCs exhibited distinct behaviors based on their type and the
situations encountered. However, challenges were faced in designing state
transitions and managing complex behaviors. This study concludes that FSM is an
effective method for managing NPC behavior in 2D platformer games.

Keywords: Video game, 2D platformer, Finite State Machine, Non Playable
Character, Godot Engine, GDScript.
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