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ABSTRAK 

Penelitian ini menjelaskan tentang pengembangan game simulasi perakitan mobil 

menggunakan algoritma FIFO (first-in-first-out) yang diimplementasikan 

menggunakan mesin Godot. Di era Revolusi Industri 4.0, transformasi digital dan 

teknologi manufaktur berperan penting dalam meningkatkan efisiensi dan inovasi. 

Game simulasi ini dirancang untuk mendukung pembelajaran calon karyawan 

manufaktur, khususnya dalam memahami proses perakitan otomotif. Game ini juga 

terintegrasi dengan REST API untuk memastikan komunikasi antara game dan 

server dilakukan secara real-time. Pengembangan game mengikuti metodologi 

Game Development Life Cycle (GDLC), yang terdiri dari tahap konseptualisasi, 

desain, pengembangan, pengujian, dan implementasi. Hasil  pengembangan ini 

diharapkan  menjadi alat pendidikan yang efektif untuk visualisasi interaktif proses 

manufaktur, yang dapat diintegrasikan ke dalam sistem pelatihan  perusahaan. 

KATA KUNCI : Simulasi perakitan otomotif, Algoritma FIFO, Mesin Godot, 

GDLC, REST API, Revolusi Industri 4.0. 
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ABSTRACT 

This research describes the development of a car assembly simulation game using 

the FIFO (first-in-first-out) algorithm implemented using the Godot machine. In the 

era of Industrial Revolution 4.0, digital transformation and manufacturing 

technology play an important role in improving efficiency and innovation. This 

simulation game is designed to support the learning of prospective manufacturing 

employees, especially in understanding the automotive assembly process. The game 

is also integrated with REST API to ensure communication between the game and 

the server is done in real-time. The game development follows the Game 

Development Life Cycle (GDLC) methodology, which consists of 

conceptualization, design, development, testing, and implementation stages. The 

result of this development is expected to be an effective educational tool for 

interactive visualization of manufacturing processes, which can be integrated into 

the company's training system. 

KEY WORDS: Automotive assembly simulation, FIFO Algorithm, Godot 

Machine, GDLC, REST API, Industrial Revolution 4.0. 
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