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Abstract 

A great nation is a nation that has not forgotten they history, but currently some of our young 

generation are less concerned or not interested in studying history. Less interesting history 

learning methods are one of the causes that make our younger generation less interested in history 

lessons. At this time many young people are more interested in various game applications, because 

they provide interesting interactions and experiences. Many game applications are developed but 

contain the content that is less educational for its users and harm the users with pornography, 

abuse, and many more.  This project aims to develop game-based learning about the Battle of 

Surabaya which can be an alternative way as a medium for learning history for the younger 

generation. The Battle of Surabaya on november 10, 1945 is an important historical event for the 

indonesian people in fighting for and depending the independence which was proclaimed on 

August 17, 1945. The struggle of the people of Surabaya is proof of the spirit of patriotism and 

willingnes to sacrifice for nation that shown by the fighters for the Indonesian nation. The events 

of the Battle of Surabaya became the story of games that provide historical knowledge and 

interesting interactivity experiences for users. This game is made in 3D FPS (First Person Shooter) 

genre using FSM (Finite State Machine) algorithm to control behavior of NPC (Non Playable 

Character). This game was built with the Unity Game Engine and modeling for this game was 

built using low poly technique using blender application. Tests carried out on the FSM method on 

NPC enemies can run well according to the design that has been made. The controller and 

functionality test also run well. Test result on users show that they are quite interested and gain 

understanding of the history of the Surabaya Battle. 
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