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INTISARI 

Perkembangan  industri  game tanah  air  sudah  sangat  berkembang  pesat. 

Studio-studio  game bermunculan dan membuka peluang bagi mereka yang yang 

memiliki keahlian di bidang tersebut. 

Game dengan tipe 3D telah menjadi platform pilihan utama dalam 

pengembangan game saat ini.  Jenis  game berbasis 3D yang ada saat ini sangat 

bervariasi. Di antara  Jenis-Jenis tersebut Flight  Simulators.  Jenis  Flight  

Simulators kurang  mendapat perhatian dari developer game dan jumlahnya 

kurang signifikan. 

AAA Game adalah game dengan kualitas tinggi dan dengan dana 

pengembangan yang besar. Pada jenis game ini permasalahan muncul ketika harus 

menjaga agar performa komputer tetap stabil saat menampilkan kualitas gambar 

yang maksimal, praktisi komputer grafis selalu kesulitan dalam mengatasi 

kompleksitas dan performa pada komputer. Setiap praktisi grafis mengetahui 

pengaruh antara detail dan kecepatan, ketepatan dan kestabilan, oleh sebab itu 

pengembang professional menggunakan tehnik Level of Detail untuk mengatasi 

permasalahan tersebut. 

Kata Kunci  :  Level of Detail, AAA
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ABSTRACT 

The evolution of local games industry is growing rapidly. Many new game 

studios are growing and open up opportunities for those who have expertise in 

that field. 

A game with the type of 3D has become the main choice in game 

development today. 3D-based games that exist today are very varied. Among of 

those type is Flight Simulators. This type of this game receive less attention from 

game developers and the amount is less significant. 

The AAA Game is the game with high quality and big fund to make. On this 

kind of Game, the problem came when the developer should stabilizing the 

performance and show the high-quality graphic at the same time, the computer 

graphic developer always struggles to balance the complexity and performance 

on the computer. Every game developer knows the impacts between detail and 

speed, accurate and stability, the professional developer using Level of Detail 

tehnique to solve the problem. 

Keywords : Level of Detail, AAA 
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