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INTISARI 

 

Dalam game bergenre soulslike, perilaku musuh menjadi elemen krusial 

yang menentukan kualitas gameplay dan kepuasan pemain. Musuh dengan perilaku 

statis dan tidak responsif mengakibatkan pengalaman bermain yang monoton 

sehingga mengurangi daya tarik game secara keseluruhan. Pada game Braveheart 

yang terinspirasi dari Dark Souls series, diperlukan sistem pengaturan perilaku 

musuh yang mampu memberikan tantangan seimbang antara sulit namun tetap adil 

bagi pemain. 

Penelitian ini mengadopsi teknik Finite State Machine (FSM) sebagai 

solusinya, dengan alur penelitian meliputi analisis kebutuhan, perancangan, 

implementasi, dan pengujian. Diagram FSM dirancang untuk musuh biasa dengan 

state idle, patrol, chase, attack, dan dead, serta musuh boss dengan state idle, chase, 

attack, retreat, blocking, dan dead. Setiap rancangan divalidasi melalui uji logika 

sebelum dilanjutkan ke implementasi, dan dikembalikan untuk direvisi apabila 

ditemukan kesalahan transisi. Implementasi dilakukan menggunakan Unity Engine 

versi 6000.0.40f1 LTS dan bahasa pemrograman C#. 

Hasil black box testing menunjukkan keberhasilan 100% pada seluruh 

logika transisi state FSM. Pengujian performa menggunakan Unity Profiler 

menghasilkan FPS rata-rata di atas 30 pada semua skenario dengan standar deviasi 

rendah (maksimum 0,81). Variasi FPS dipengaruhi faktor di luar logika FSM, yakni 

beban rendering Universal Render Pipeline (URP) dari objek environment arena 

dan mekanisme instantiate-destroy proyektil tanpa object pooling, yang menjadi 

penyebab FPS rata-rata terendah pada skenario Boss Lily sebesar 38,8 FPS. 

Pengujian UAT terhadap 31 responden memberikan penilaian positif terhadap 

responsivitas perilaku musuh dan kualitas pengalaman bermain secara keseluruhan. 

Kata Kunci: FSM, Perilaku Musuh, Kecerdasan Buatan, Game, Unity, C# 
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ABSTRACT 

In soulslike genre games, enemy behavior is a crucial element that 

determines gameplay quality and player satisfaction. Enemies with static and 

unresponsive behavior result in a monotonous experience that reduces the overall 

appeal of the game. In Braveheart, a game inspired by the Dark Souls series, a 

structured enemy behavior system is needed to deliver a challenge that is both 

difficult and fair for players. 

This research adopts the Finite State Machine (FSM) technique as its 

solution, with a research workflow covering requirements analysis, design, 

implementation, and testing. FSM diagrams were designed for regular enemies 

with idle, patrol, chase, attack, and dead states, and boss enemies with idle, chase, 

attack, retreat, blocking, and dead states. Each design was validated through logic 

testing before proceeding to implementation, and returned for revision whenever 

transition errors were found. Implementation was carried out using Unity Engine 

version 6000.0.40f1 LTS and C#. 

Black box testing results showed a 100% pass rate across all FSM state 

transition logic. Performance testing using Unity Profiler produced average FPS 

above 30 in all scenarios with a low standard deviation (maximum 0.81). FPS 

variation was influenced by factors external to the FSM logic, namely the rendering 

load of the Universal Render Pipeline (URP) from arena environment objects and 

the instantiate-destroy projectile mechanism without object pooling, which caused 

the lowest average FPS of 38.8 in the Lily Boss scenario. UAT conducted with 35 

respondents yielded positive evaluations of enemy behavior responsiveness and 

overall gameplay experience. 

Keywords: FSM, Enemy Behavior, Artificial Intelligence,Game, Unity, C#

  


