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INTISARI 

Ada berbagai macam jenis genre game, salah satunya adalah game dengan 

genre Third Person Shooter (TPS). Game TPS sendiri adalah genre game tembak – 

tembakan dimana karakter utamanya terlihat di layar. Ciri utama dari game Third 

Person Shooter lebih mengutamakan ketangkasan dan reaksi pemainnya atau 

mengejar point (highscore) contoh: Call of Duty, PlayerUnknown’s Battleground  

dan Grand Theft Auto.  

Gameplay dari game Third Person Shooter dibuat sedemikian agar game 

tersebut memiliki ciri khas dan dapat dibedakan dengan game lain. Pembuatan 

gameplay game TPS menjadi pertimbangan penting karena dapat berpengaruh 

dengan motivasi pemain untuk memainkan atau menyelesaikan game tersebut. 

Maka dari itu diperlukan gameplay yang sederhana tapi berbeda dari yang lain. 

Dari latar belakang tersebut dapat diambil sebuah penelitian dengan judul 

“Rancang Bangun Game TPS (Third Person Shooter) Menggunakan game Engine 

Unity 3D”. Dengan menggunakan Unity 3D sebagai game engine diharapkan dapat 

menunjang pembuatan game agar memiliki gameplay yang sederhana dan mudah 

dipahami. 

Kata kunci: Third Person Shooters, Game 3D, Unity. 
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ABSTACT 

There are various types of game genres, one of which is the Third Person 

Shooter (TPS) genre. TPS games themselves are a genre of shooting games where 

the main character is visible on the screen. The main characteristics of Third Person 

Shooter games prioritize the agility and reaction of the player or the pursuit of points 

(highscore), for example: Call of Duty, PlayerUnknown's Battleground and Grand 

Theft Auto.  

The gameplay of Third Person Shooter games is made so that the game has 

characteristics and can be distinguished from other games. Making TPS game 

gameplay is an important consideration because it can affect the player's motivat ion 

to play or complete the game. Therefore, a gameplay that is simple but different 

from the others is needed. 

From this background, a research can be taken with the title "TPS (Third 

Person Shooter) Game Design Using Unity 3D Game Engine". By using Unity 3D 

as a game engine, it is hoped that it can support the creation of games so that they 

have simple and easy-to-understand gameplay. 

Keywords: Third Person Shooters, 3D Game, Unity. 

 

  


