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INTISARI

Game Fingvolver merupakan game first-person shooter (FPS) bertempo
cepat yang dikembangkan menggunakan Godot Engine 4 dengan gaya boomer
shooter seperti DOOM dan ULTRAKILL. Dalam pengembangan game modern,
penggunaan sistem modular menjadi penting untuk menciptakan kode yang
efisien, mudah dikelola, serta memungkinkan ekspansi fitur di masa depan tanpa
mengubah struktur utama program. Penelitian atau pembahasan ini berfokus pada
penerapan sistem modular untuk karakter pemain (Player), meliputi pengaturan
state _machine, kontrol pergerakan, sistem senjata, dan interaksi dengan
lingkungan. Hasil implementasi menunjukkan bahwa penerapan sistem modular
mampu meningkatkan fleksibilitas pengembangan serta mempermudah integrasi
fitur baru seperti sliding, dash, dan weapon swap tanpa konflik logika pada kode

utama.

Kata kunci: Godot Engine 4, Modular Programming, Player System, FPS Game,

Fingvolver
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ABSTRACT

Fingvolver is a fast-paced first-person shooter (FPS) game developed
using Godot Engine 4, inspired by boomer shooters such as DOOM and
ULTRAKILL. In modern game development, the use of modular systems plays a
crucial role in creating efficient, maintainable code that supports future feature
expansion without altering the core program structure. This study focuses on the
implementation of a modular system for the Player character, covering aspects
such as state machine management, movement control, weapon systems, and
environmental interactions. The results of the implementation show that applying
a modular system significantly improves development flexibility and simplifies the
integration of new features such as sliding, dash, and weapon swapping without

causing logic conflicts within the main codebase.

Keywords: Godot Engine 4, Modular Programming, Player System, FPS Game,

Fingvolver
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