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INTISARI 

 

Perkembangan industri game yang pesat mendorong munculnya berbagai 

genre dan gaya visual, salah satunya adalah game 2D dengan style pixel art yang 

masih diminati hingga saat ini. Game platformer merupakan genre yang menuntut 

pemain untuk menghindari rintangan, melompat, mengalahkan musuh, serta 

menyelesaikan tantangan pada setiap level. Namun, masih diperlukan game 

platformer yang tidak hanya menghibur, tetapi juga memiliki kontrol yang mudah 

dipahami dan tingkat kesulitan yang seimbang. Oleh karena itu, penelitian ini 

berfokus pada perancangan dan pembuatan game platformer 2D berjudul Cat Bros 

menggunakan style pixel art sebagai media hiburan. 

 

Metode pengembangan yang digunakan adalah metode Waterfall yang 

meliputi analisis kebutuhan, perancangan, implementasi, pengujian, dan 

pemeliharaan. Game dikembangkan menggunakan Godot Engine dengan bahasa 

pemrograman GDScript serta menerapkan metode Finite State Machine (FSM) 

untuk mengatur perilaku karakter dan musuh. Pengujian fungsional dilakukan 

menggunakan metode Black Box Testing, sedangkan evaluasi pengguna dilakukan 

melalui kuesioner kepada 30 responden. 

 

Hasil penelitian menunjukkan bahwa sebagian besar fitur utama seperti 

pergerakan karakter, pengambilan koin, perpindahan level, dan interaksi dengan 

musuh dapat berjalan dengan baik, meskipun sistem serangan karakter masih perlu 

disempurnakan. Berdasarkan hasil kuesioner, game Cat Bros dinilai memiliki 

kontrol yang mudah, visual yang cukup menarik, serta tingkat kesulitan yang 

seimbang, sehingga layak dimainkan dan dikembangkan lebih lanjut. 

 

Kata kunci: Game 2D, Platformer, Pixel Art, Godot Engine, Finite State 

Machine. 
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ABSTRACT 

 

The rapid development of the game industry has encouraged the emergence 

of various genres and visual styles, one of which is 2D games with a pixel art style 

that remain popular today. Platformer games are a genre that requires players to 

avoid obstacles, jump, defeat enemies, and complete challenges in each level. 

However, there is still a need for platformer games that are not only entertaining 

but also provide easy-to-understand controls and balanced difficulty levels. 

Therefore, this research focuses on designing and developing a 2D platformer game 

entitled Cat Bros using a pixel art style as an entertainment medium. 

The development method used in this research is the Waterfall method, 

which consists of requirement analysis, design, implementation, testing, and 

maintenance stages. The game is developed using the Godot Engine with the 

GDScript programming language and applies the Finite State Machine (FSM) 

method to control character and enemy behaviors. Functional testing is conducted 

using the Black Box Testing method, while user evaluation is carried out through 

questionnaires distributed to 30 respondents. 

The results show that most of the main features such as character movement, 

coin collection, level transitions, and enemy interactions function properly, 

although the character attack system still requires improvement. Based on the 

questionnaire results, Cat Bros is considered to have easy controls, fairly attractive 

visuals, and balanced difficulty, making it suitable to be played and further 

developed. 

. 

 

Keyword: 2D Game, Platformer, Pixel Art, Godot Engine, Finite State Machine.


