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INTISARI

Pertumbuhan dunia game semakin cepat seiring dengan perkembangan
teknologi saat ini. Sebuah game menjadi lebih menarik dengan adanya kecerdasan
buatan atau Al Penerapan Al biasanya ditujukan untuk objek dalam game, baik
itu pemain maupun NPC. Penerapan Al pada NPC sangat beragam untuk
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ABSTRACT

The pgrowth of the gaming world is accelerating along with current
technological advancements. A game becomes more engaging with the presence of
artificial intelligence (Al). The application of Al is typically aimed at game objects,
whether players or NPCs. The implementation of Al in NPCs is highly diverse to
make the game more inferesting. One Al methodin games is Pathfinding, which is
a method for findin ent o i

utes, chase, or block
Pathfinding
orithm 1s the A-Star

g is required. One such Patlifindi
Based 1.::|'| ohservations. the A-Star .l.;-l: . him
he shortest route in a game.

lements such as procedural generation. repetifive TR
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hﬂhlfhhyeffmhvﬂychsmg&eplayﬂ




	Revisi -  Cover - Sigit Pramono _001.pdf (p.1)
	Revisi -  Cover - Sigit Pramono _002.pdf (p.2)
	Revisi -  Cover - Sigit Pramono _003.pdf (p.3)
	Revisi -  Cover - Sigit Pramono _004.pdf (p.4)
	Revisi -  Cover - Sigit Pramono _005.pdf (p.5)
	Revisi -  Cover - Sigit Pramono _006.pdf (p.6)
	Revisi -  Cover - Sigit Pramono _007.pdf (p.7)
	Revisi -  Cover - Sigit Pramono _008.pdf (p.8)
	Revisi -  Cover - Sigit Pramono _009.pdf (p.9)
	Revisi -  Cover - Sigit Pramono _010.pdf (p.10)
	Revisi -  Cover - Sigit Pramono _011.pdf (p.11)
	Revisi -  Cover - Sigit Pramono _012.pdf (p.12)
	Revisi -  Cover - Sigit Pramono _013.pdf (p.13)
	Revisi -  Cover - Sigit Pramono _014.pdf (p.14)

