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ABSTRAK

Samudra, Bagus Laksana. 2021. Rancang Bangun Aplikasi Game Edukasi
Covid-19 dengan Metode Finite State Machine. Skripsi, Jurusan Teknik
Informatika Fakultas Sains dan Teknologi Universitas Nahdlatul Ulama Sunan Giri.
Pembimbing Utama Rahmat Iryada, M.Pd dan Pembimbing Pendamping Sahri,
M.Pd. I. Kecerdasan Buatan (Al) menurut Mc Leod dan Schell, merupakan aktivitas
penyediaan mesin seperti komputer dengan kemampuan untuk menampilkan
perilaku yang dianggap sama cerdasnya dengan jika kemampuan tersebut
ditampilkan manusia. Adapun rumusan masalah dalam penelitian ini yaitu
bagaimana merancang dan membangun aplikasi game edukasi covid-19 dengan
metode finite state machine, bagaimana menerapkan metode finite state machine
pada aplikasi game edukasi covid-19 ini, bagaimana menguji kelayakan aplikasi
game edukasi covid-19 dengan metode finite state machine. Berdasarkan rumusan
masalah tersebut tujuan-dari-penelitian ini- adalah-merancang dan membangun
aplikasi game edukasi covid-19 dengan metode finite state machine, menerapkan
metode finite state machine pada aplikasi game edukasi covid-19 ini, dan menguji
kelayakan aplikasi game edukasi covid-19 dengan metode finite state machine.
Teknik metode yang ‘akan dipakai dalam penelitian @ adalah research and
development dan metode untuk perancangan adalah finite state machine dimana
metode ini berfungsi untuk menentukan aksi atau state yang akan dilakukan oleh
musuh. Berdasarkan pada analisis, design, implementasi. perangkat lunak dan
pembahasan pada bab-bab sebelumnya, maka dapat diambil kesimpulan penelitian
ini telah berhasil membuat game dengan metode finite state machine sebagai
metode yang dapat mempermudah dalam perancangan yaitu perilaku musuh.
Terdapat juga hasil dari uji kelayakan yang menunjukkan bahwa setiap proses pada
Game Covid-19 berjalan sesuai dengan rancangan. Dan diharapkan nantinya dari
sistem aplikasi game covid-19 ini pengguna dapat meniru kebhiasaan dalam game
tersebut dan mematuhi protokol kesehatan di masa pandemi ini.

Kata kunci: Kecerdasan Buatan, Finite State Machine, Game
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ABSTRACT

Samudra, Bagus Laksana. 2021. Design and Build a Covid-19 Educational
Game Application Using Finite State Machine Method. Thesis, Department of
Informatics Engineering Faculty of Science and Technology Nahdlatul Ulama
Sunan Giri University. Pembimbing Utama Rahmat Iryada, M.Pd dan Pembimbing
Pendamping Sahri, M.Pd. I. Mc Leod and Schell says, Artificial Intelligence (Al)
is machine provider activity such as computer with ability to display the behaviour
that is considered to be intelligent as if the ability were displayed by human. This
research has a problem formulation, namely how to Design and Build a Covid-19
Educational Game Application Using Finite State Machine Method, how to apply
Finite State Machine Method on Covid-19 Educational Game, and how to test the
feasibility of Covid-19 Educational Game Application Using Finite State Machine
Method. Based on problem formulation the purpose of this research is for Design
and Build a Covid-19 Educational Game Application-Using Finite State Machine
Method, apply Finite State Machine Method on Covid-19 Educational Game, and
test the feasibility of Covid-19 Educational Game Application Using Finite State
Machine Method. Therefore this research is to show enemy behavior as formulated
in method. The method used in this research is development and the method used
for building is finite state machine, where this method have a function to determine
action or state that will be carried out by enemy. Hoped that later from this game
users can imitate the habits in the game and comply with health protocol in this
pandemic. Based on analysis, design, and implementation software and discussion
on previous chapters, it can concluded that the program using finite state machine
method can make it to design game systems and make it easier for developers to
develop the game in a structured way. The result of the feasibility test show that
every process in the Covid-19 Game work properly according to design. And its
hoped that later from this Covid-19 Game Application System, users can imitate
the habits in the game and comply with health protocols.

Keywords: Artificial Intelligence, Finite State Machine, Game
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