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Halaman Persembahan / Motto

”A good name is to be more desired than great wealth, Favor is better
than silver and gold.”

Proverbs 22:1 (NASB)
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RANCANG BANGUN GAME HORROR VR DENGAN PROCEDURAL
CONTENT GENERATION MENGGUNAKAN ALGORITMA

CELLULAR AUTOMATA

Muhammad Dzulfiqar Ramadhan Wibawanto

ABSTRAK

Perkembangan video game sangatlah pesat menurut data yang didapatkan oleh ESA
pada tahun 2021 sekitar 226 juta orang di amerika memainkan video game dan di
indonesia sendiri sebanyak 105 juta orang memainkan video game dan jumlah ini
akan terus bertambah banyak, diramalakan pada tahun 2025 pemain video game di
indonesia akan mencapai 127 juta orang, hal ini menyebabkan kebutuhan akan kon-
ten game terus meningkat sedangkan untuk membuat konten game bukan lah suatu
hal yang murah salah satu cara untuk mengurangi biaya dalam membuat konten
di dalam game adalah dengan mengimplementasikan procedural content genera-
tion, procedural content generation adalah salah satu cara membuat konten game
secara otomatis dengan menggunakan suatu algoritma. Penelitian ini bertujuan un-
tuk merancang dan membangun game horror virtual reality dengan menggunakan
algoritma cellular automata, algoritma cellular automata pada penelitian ini digu-
nakan untuk pembuatan map, selain itu penelitian ini juga bertujuan untuk men-
gukur tingkat kepuasan pemain terhadap game yang telah dibuat. Game dibuat
menggunakan game engine Unity 3D dan bahasa pemrograman C#. Setelah game
telah berhasil dibangun akan dilakukan pengukuran tingkat kepuasan melalui kue-
sioner menggunakan GUESS-18, berdasarkan pengujian yang telah dilakukan de-
ngan GUESS-18 didapatkan hasil nilai 77.1 persen yang dapat disimpulkan tingkat
kepuasan pemain masuk kedalam predikat baik.

Kata kunci: Cellular Automata, Game Horror, Game User Experience Satisfaction
Scale, Procedural Content Generation
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Design and Build VR Horror Games with Procedural Content Generation
Using Cellular Automata Algorithm

Muhammad Dzulfiqar Ramadhan Wibawanto

ABSTRACT

The development of video games is very fast according to data obtained by ESA in
2021 about 226 million people on American played video games and in Indonesia
alone as many as 105 million people play video games and this will continue to
increase, it is predicted that in 2025 video players gaming in Indonesia will reach
127 million people, this causes the need for game content continues to increase
while for making game content it is not is something that is cheap one way to reduce
costs in making content in the game is to implement procedural content generation,
procedural content generation is one way of creating content game automatically by
using an algorithm. This research aims to Juan to design and build a virtual reality
horror game using use cellular automata algorithm, cellular automata algorithm in
research This research is used for map making, besides that this research also aims
to measure the level of player satisfaction with the game that has been made. Game
created using the Unity 3D game engine and the C# programming language. After
game has been successfully built, will measure the level of satisfaction through
cakes. questionnaire using GUESS-18, based on tests that have been carried out
with With GUESS-18, the results obtained are 77.1 percent, which can be concluded
that the level of Player satisfaction is categorized as good.

Keywords: Cellular Automata, Game Horror, Game User Experience Satisfaction
Scale, Procedural Content Generation
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