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INTISARI 

Game yang dulunya sangat sederhana, mulai dimasukan algoritma 

kecerdasan buatan sebagai inovasi dan pelengkap konten game. Penambahan 

algoritma kecerdasan buatan pada game biasanya dilakukan agar tingkat kesulitan 

pada game tersebut meningkat, jika musuh pada game dimasukan kecerdasan 

buatan, maka musuh tersebut dapat ‘berfikir’ untuk mengalahkan pemain sesuai 

algoritma kecerdasan buatan yang dimasukan. 

Dalam penelitian ini,diterapkan kecerdasan buatan algoritma A* untuk 

mengatur perilaku musuh, pada game 2d berbentuk labirin yang bejudul 

“Petualangan Kelinci” dimana pemain harus melalui rintangan labirin dan musuh 

yang akan mengejarnya. musuh ditanamkan Algoritma A* sehingga dapat mengejar 

pemain, jika pemain tertangkap, maka kalah 

Pada tahap pengujian yang telah dilakukan, dapat disimpulkan bahwa Algoritma 

A* telah bekerja dengan akurasi 100% sesuai dengan perhitungan manual 

 

KataKunci: Kecerdasan Buatan, Algoritma A*, Mobile, Game, Petualangan 

Kelinci. 
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ABSTRACT 

Games that were once very simple, began to be included in artificial 

intelligence algorithms as an innovation and complement to game content. The 

addition of artificial intelligence algorithms to games is usually done so that the 

level of difficulty in the game increases, if the enemy in the game is included in 

artificial intelligence, then the enemy can "think" to beat the player according to 

the artificial intelligence algorithm that is entered. 

In this research, artificial intelligence A * algorithm is applied to regulate 

enemy behavior, in a 2d maze-shaped game entitled "Rabbit Adventure" where the 

player has to go through a maze and the enemy will chase it. the enemy is implanted 

with the A * Algorithm so that it can chase the player, if the player is caught, he 

loses 

In the testing phase that has been carried out, it can be concluded that the 

A * algorithm has worked with 100% accuracy according to manual calculations 

 

Keywords: Artificial Intelligence, A * Algorithm, Mobile, Game, Rabbit 

Adventure 
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