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INTISARI 
 

Pengembangan system kontrol karakter player dalam game bergenre 

Action RPG menghadapi tantangan kompleks dalam mengelola berbagai aksi dan 

state aksi secara simultan, seperti movement, dash, attack, skill, dan respon saat 

terkena hit musuh (seperti stun maupun knockback). Permasalahan yang sering 

terjadi adalah adanya konflik antara logika dan inkonsistensi state, dalam artian, 

saat player terkena state stun seharusnya tidak dapat melakukan state attack 

maupun movement yang berdampak pada game feel yang buruk dan kurangnya 

responsivitas yang logis, sehingga mengurangi kualitas pengalaman dalam 

bermain game Action RPG. 

Penelitian ini bertujuan untuk menyelesaikan masalah inkonsistensi state 

tersebut dengan mengimplementasikan rancangan kontrol karakter yang kokoh 

melalui model Finite State Machine (FSM). FSM diterapkan sebagai kerangka 

kerja State Management dengan langkah-langkah penelitian permodelan, 

perancangan, dan implementasi pada script karakter player, memanfaatkan prinsip 

action lockout untuk memastikan hanya satu aksi utama yang aktif pada satu waktu. 

Hasil implementasi menunjukkan bahwa penggunaan FSM berhasil 

mengelola transisi aksi secara terstruktur dan mencegah konflik state secara 

efektif, khususnya dalam menangani kondisi interupsi seperti Hit Stun dan aktivasi 

Attack. Kontribusi penelitian ini adalah menyediakan model implementasi FSM 

yang terperinci sebagai solusi perancangan yang efisien dan skalabel untuk 

mengelola kompleksitas perilaku player. Hasil dari penelitian ini dapat 

dimanfaatkan oleh Game Developer yang berfokus pada game Action RPG dan 

tertarik pada penerapan pola desain terstruktur untuk meningkatkan game feel dan 

pemeliharaan kode. 

 

Kata Kunci: Fine State Machine, State Management, Kontrol Player, Action RPG, 

FSM 

  



	 	 	

 

xvi	
 

ABSTRACT 
 

The development of the character player control system in the Action RPG 

(Role-Playing Game) genre faces complex challenges in simultaneously managing 

various actions and action states, such as movement, dash, attack, skill usage, and 

responding to enemy hits (like stun or knockback). A common problem is the 

conflict between logic and state inconsistency, meaning that when the player is 

inflicted with a stun status, they should ideally be unable to perform actions like 

attacking or moving. This inconsistency results in a poor game feel and lack of 

logical responsiveness, thereby diminishing the quality of the Action RPG gaming 

experience. 

This research aims to resolve the issue of state inconsistency by 

implementing a robust character control architecture using the Finite State 

Machine (FSM) model. The FSM is applied as a State Management framework, 

with the research steps involving modeling, design, and implementation within the 

player character script, leveraging the principle of action lockout to ensure that 

only one primary action is active at any given time. 

The implementation results demonstrate that the use of FSM successfully 

manages action transitions in a structured manner and effectively prevents status 

conflicts, especially in handling interruption conditions such as Hit Stun and attack 

activation. The contribution of this research is providing a detailed FSM 

implementation model as an efficient and scalable architectural solution for 

managing the complexity of player behavior. The findings of this study can be 

utilized by Game Developers who focus on the Action RPG genre and are interested 

in applying structured design patterns to enhance game feel and code 

maintainability. 

 

Keywords: Finite State Machine, State Management, Player Control, Action RPG, 

FSM  


