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ABSTRAK 

Nama 

Program Studi 

Judul 

: 

: 

: 

Bramantyo Kusumo Jati 

Informatika 

Penerapan Finite State Mahine pada Game 3D “Virus 

Hunter” 

 

Masa pandemi membuat ruang gerak masyarakat menjadi terbatas. 

Pemerintah menerapkan aturan Work from Home yang mengharuskan setiap orang 

bekerja dengan gadget didalam rumah masing-masing. Keadaan seperti ini 

membuat sebagian besar masyarakat menjadi frustasi dengan keterbatasan yang 

ada. Salah satu hiburan yang dapat dilakukan adalah dengan bermain game. Selain 

untuk hiburan game juga dapat dijadikan media pembelajaran demi meningkatkan 

tingkat kewaspadaan terhadap virus atau penyakit. Game Virus Hunter ditujukan 

agar masyarakat tidak hanya dapat menghibur diri dengan bermain, tetapi juga 

mendapatkan wawasan mengenai berbagai macam virus. 

Penelitian ini dilakukan dengan tahapan Research and Development yang 

kemudian diuji secara fungsional dengan metode black box dan juga white box 

testing. Pengujian usabilitas dilakukan dengan metode SUS. Dalam perancangan 

game, pada Non-Player Character (NPC) menggunakan metode Finite State 

Machine terhadap perilaku terhadap pemain. Hasil uji game Virus Hunter 

menyatakan bahwa fungsional aplikasi dapat berjalan dengan baik dan 

mendapatkan skor usabilitas sebanyak 75,87% dengan kategori Acceptable dan 

Good dalam Adjective Range. 

Kata kunci: Game 3D, Third Person Shooter, Finite State Machine, Non-Player 

Characters, state, Unity 3D
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ABSTRACT 

Name 

Department 

Title 

: 

: 

: 

Bramantyo Kusumo Jati 

Informatics 

Application of Finite State Machine In “Virus Hunter” 3D 

Game 

 

During the pandemic, people's space for movement is limited. The 

government implements the Work from Home rule which requires everyone to 

work with gadgets in their respective homes. This situation makes most people 

frustrated with the existing limitations. One of the entertainment that can be done 

is by playing games. In addition to entertainment, games can also be used as 

learning media in order to increase the level of vigilance against viruses or 

diseases. The Virus Hunter game is intended so that people can not only entertain 

themselves by playing, but also gain insight into various kinds of viruses. 

This research was conducted with the stages of research and development 

which was then tested functionally using black box and white box testing methods. 

Usability testing was carried out using the SUS method. In game design, the Non-

Player Character (NPC) uses the Finite State Machine method to approach player 

behavior. The results of the virus hunter game test state that the functional 

application can run well and get a usability score of 75.87% in the Acceptable 

and Good categories in the Adjective Range. 

Keyword: Game 3D, Third Person Shooter, Finite State Machine, Non-Player 

Characters, state, Unity 3D 
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