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ABSTRAK 
 

Developments in technology and the gaming industry have opened up exciting 

opportunities to create immersive and immersive gaming experiences. This final 

project aims to combine the latest technological developments and programming 

approaches in making a 3D game entitled "Monstrous Green" based on the popular 

local story "Timun Mas". The initial study was conducted to find out whether the 

target audience knows the folklore "Timun Mas" through games. It turns out that 

there are still many who don't know the story of "Timun Mas" through games and 

the utilization of RPG game development in Indonesia is also still lacking. 

Furthermore, the game "Monstrous Green" was made so that children could find 

out the story "Timun Mas" and also as a means of entertainment for them. The study 

method used in making this game is GDLC. In making this game, the FSM method 

is also applied which is used on the enemy to move in a non-monotonous manner. 

For the enemy, the Random Range function is used to randomize the enemy's 

movements. Then the results obtained from the application of the FSM method used 

on the enemy to move in an unobserved manner, increase the difficulty level of the 

game because the enemy's movements are increasingly difficult to predict. At the 

same time, the game has also succeeded in becoming a medium for telling about 

the folklore "Timun Mas" as well as being a means of entertainment for the target 

audience. 

Keywords: development of game technology, 3D game "Monstrous Green", 

folklore "Timun Mas", GDLC method, FSM method. 

 
Perkembangan teknologi dan industri game telah membuka peluang yang menarik 

untuk menciptakan pengalaman bermain yang memukau dan mendalam. Tugas 

Akhir ini bertujuan untuk menggabungkan perkembangan teknologi terkini dan 

pendekatan pemrograman dalam pembuatan game 3D yang berjudul "Monstrous 

Green" berdasarkan cerita daerah populer "Timun Mas". Studi awal dilakukan 

mengetahui apakah target audience mengetahui cerita rakyat “Timun Mas” melalui 

game. Ternyata masih banyak yang belum mengetahui cerita “Timun Mas” melalui 

game dan pemanfaatan pengembangan game RPG di Indonesia juga masih kurang. 

Selanjutnya, dibuatlah game “Monstrous Green” ini agar anak -anak dapat 

mengetahui cerita “Timun Mas” dan juga sebagai sarana hiburan mereka. Metode 

kajian yang digunakan pada pembuatan game ini adalah GDLC. Pada pembuatan 

game ini juga diterapkan metode FSM yang digunakan pada enemy bergerak secara 

tidak monoton. Pada enemy digunakanlah fungsi Random Range yang berfungsi 

sebagai pengacak / perandom gerakan enemy. Lalu didapatkannya hasil penerapan 

metode FSM yang digunakan pada enemy bergerak secara tidak mononton ini, 

menambah tingkat kesulitan game dikarenakan gerakan enemy semakin sulit 

diprediksi. Disaat bersamaan game juga berhasil menjadi media penceritaan 

tentang cerita rakyat “Timun Mas” sekaligus menjadi sarana hiburan target 

audience. 

Kata Kunci: perkembangan teknologi game, game 3D “Monstrous 

Green”, cerita rakyat “Timun Mas”, metode GDLC, metode FSM. 
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