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INTISARI 

 

Penelitian ini bertujuan untuk menginvestigasi penerapan sistem waypoint AI 

untuk mengatur perilaku Non-Player Character (NPC) dalam game Street Racing. 

Dengan fokus pada genre balapan jalanan, penelitian ini mengeksplorasi bagaimana 

penggunaan sistem waypoint AI dapat meningkatkan responsivitas NPC terhadap 

lingkungan dan tindakan pemain, serta meningkatkan pengalaman bermain pemain 

secara keseluruhan. 

Metode penelitian yang digunakan mencakup pengembangan sistem 

waypoint AI yang terintegrasi dengan desain level dan lingkungan game Street 

Racing, serta evaluasi performa sistem tersebut melalui serangkaian uji coba dan 

analisis. Selain itu, penelitian ini juga mempertimbangkan pengaruh desain level 

dan interaksi lingkungan terhadap pergerakan NPC, serta integrasi sistem waypoint 

AI dengan elemen gameplay lainnya seperti kecerdasan buatan lawan dan 

kendaraan. 

Pengujian dilakukan dengan menggunakan kuesioner yang diisi oleh ahli 

game dan khalayak umum untuk mengetahui seberapa baik penelitian yang telah 

dilakukan. Hasil pengujian menunjukkan bahwa kebutuhan fungsional dari 

penerapan Sistem Waypoint AI untuk Non-Player pada game Street Racing telah 

terpenuhi dengan baik dan produk penelitian telah diuji oleh ahli dalam bidang 

game dan mendapatkan skor sebesar 83,3% yang menunjukkan hasil dengan 

kategori “Sangat Baik”. Selain itu, khalayak umum juga memberikan skor sebesar 

88,8% yang termasuk dalam kategori “Sangat Baik”. 

 

Kata kunci: Waypoints, Pathfinding, Artificial Intelligence, Wayfinding. 
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ABSTRACT 

 

This research aims to investigate the application of the AI waypoint system to 

regulate the behavior of Non-Player Characters (NPC) in the Street Racing game. 

With a focus on the street racing genre, this research explores how the use of AI 

waypoint systems can increase NPC responsiveness to the environment and player 

actions, as well as improve the player's overall gaming experience. 

The research methods used include developing an AI waypoint system that is 

integrated with the level design and environment of the Street Racing game, as well 

as evaluating the system's performance through a series of trials and analysis. In 

addition, this research also considers the influence of level design and 

environmental interaction on NPC movement, as well as the integration of the AI 

waypoint system with other gameplay elements such as Artificial Intelligence of 

opponents and vehicles. 

Testing was carried out using a questionnaire filled out by game experts and 

the general public to find out how well the research had been carried out. The test 

results show that the functional requirements for implementing the AI Waypoint 

System for Non-Players in the Street Racing game have been fulfilled well and the 

research product has been tested by experts in the game field and received a score 

of 83.3% which shows results in the "Very Good" category. . Apart from that, the 

general public also gave a score of 88.8% which is included in the "Very Good" 

category. 

 

Keyword: Waypoints, Pathfinding, Artificial Intelligence, Wayfinding.


