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INTISARI  

Game merupakan aplikasi yang tidak asing bagi masyarakat dari segala 

lapisan. Untuk meningkatkan minat pemain dalam bermain maka ditambahkan fitur 

Aritificial Intelligence (AI) di dalam game. Penerapan AI pada NPC (non-player 

character) yang tindakannya tidak dapat dikendalikan oleh pemain. AI pada NPC 

terdapat Patrol path digunakan untuk mencari rute untuk bisa mengejar pemain. 

Tujuan penelitian ini adalah cara membuat patrol path menggunakan Unreal 

Engine 4. 

Metode penelitian yang digunakan adalah pengembangan dan analisis 

dengan menggunakan tahapan penelitian (1) analisis kebutuhan, (2) analisis Patrol 

path, (3) implementasi, (4) Pengujian produk, (5) revisi. Tahap analisis kebutuhan 

meliputi standar, bahan, analisis spesifikasi kebutuhan perangkat keras dan 

perangkat lunak. Tahap analisis patrol path meliputi penyusunan skrip yang 

digunakan untuk NPC agar bisa patroli dengan baik sesuai arahan developer game. 

Tahap implementasi meliputi penggunaan patrol path menyusun NPC di map game 

dan spawn NPC di game suwung serta meyusun patrol path point yang ada. Tahap 

uji coba dilakukan dengan menjalankan game yang telah dibuat, jika terdapat 

kesalahan maka akan masuk tahap revisi, jika tidak maka patrol path telah berhasil.  

Berdasarkan hasil pengujian alpha dengan metode greybox, dapat 

disimpulkan bahwa mekanisme pada game suwung terdapat kesalahan dengan 

adanya error atau bug. Namun telah diperbaiki selanjutnya dapat berjalan dengan 

yang diharapkan dan semestinya. Sedangkan berdasarkan hasil pengujian beta 

terhadap pemain, dengan skala Likert didapatkan presentase 85,2%. Dengan begitu 

Patrol path pada game suwung menunjukkan bahwa evaluasi pengguna sangat baik.  

Kata kunci : Game , NPC, Unreal Engine 4, Patrol path 
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ABSTRACT 

Games are applications that are familiar to people from all walks of life. To 

increase players' interest in playing, the Artificial Intelligence (AI) feature is added 

in the game. Application of AI to NPCs (non-player characters) whose actions 

cannot be controlled by players. The AI on the NPC has a Patrol path used to find 

a route to be able to catch up with players. The purpose of this research is how to 

create a patrol path using Unreal Engine 4. 

The research method used is development and analysis using research 

stages (1) needs analysis, (2) Patrol path analysis, (3) implementation, (4) product 

testing, (5) revision. The requirements analysis phase includes standards, materials, 

analysis of hardware and software requirements specifications. The patrol path 

analysis stage includes the preparation of scripts used for NPCs so that they can 

patrol properly according to the direction of the game developer. The 

implementation phase includes the use of patrol paths to arrange NPCs in the game 

map and spawn NPCs in the Suwung game as well as compose existing patrol path 

points. The trial stage is carried out by running the game that has been made, if 

there are errors it will enter the revision stage, if not then the patrol path has been 

successful. 

Based on the results of alpha testing using the greybox method, it can be 

concluded that the mechanism in the Suwung game has an error with an error or 

bug. However, it has been repaired then can run as expected and properly. 

Meanwhile, based on the results of beta testing of players, with a Likert scale 

obtained a percentage of 85.2%. That way the Patrol path in the Suwung game 

shows that the user evaluation is very good. 

Keywords: Game, NPC, Unreal Engine 4, Patrol path  


