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INTISARI 
 

Seiring dengan kemajuan teknologi dunia game juga terus mengalami 

perkembangan dari masa ke masa.  Game dengan bermacam-macam genre mulai 

bermunculan salah satunya adalah game dengan genre Strategy yang memiliki 

subgenre Tower Defense. Di samping itu, penggunaan Artificial Inteligence pada 

game juga terus dikembangkan. Pengembangan tersebut bertujuan agar pemain 

dapat merasakan sensasi seolah-olah mereka sedang melawan pemain lain saat 

sedang bermain.  

Penggunaan Artificial Inteligence pada game juga bertujuan untuk 

menambah tingkat kesulitan dalam bermain. Hal itulah yang menjadi salah satu 

alasan pembuatan game The Keeper of Ancient Stone dengan menerapkan metode 

Finite State Machine dan Algoritma A* di dalamnya. Game The Keeper of Ancient 

Stone sendiri berjenis Tower Defense yang memiliki tujuan utama yaitu untuk 

melindungi Ancient Stone agar tidak sampai diambil oleh NPC musuh dengan cara 

membangun strategi penempatan tower. Game ini bersifat single player dan akan 

dibuat menggunakan game engine Unity. Metode Finite State Machine digunakan 

untuk mengatur perilaku NPC musuh ketika sedang berhadapan dengan tower atau 

hambatan lain. Sedangkan algoritma A* digunakan untuk pencarian rute terdekat 

oleh NPC musuh agar bisa mencapai Ancient Stone milik pemain. 

Berdasarkan penilitan yang telah dilakukan maka didapatkan hasil berupa 

kesimpulan yaitu, Algoritma A* dan Finite State Machine dapat diterapkan dan 

berjalan dengan baik saat diimplementasikan pada game The Keeper of Ancient 

Stone. Hal ini dibuktikan dengan perilaku monster yang berjalan sesuai dengan 

rancangan Finite State Machine yang telah dirancang sebelumnya serta ketika game 

dimulai dan pemain menekan tombol next wave maka monster akan spawn dan 

kemudian berjalan kearah tujuan sesuai dengan jalur yang telah dicari 

menggunakan algoritma A*. 

 

 

Kata Kunci: Artificial Intelligence, Algoritma A*, Finite State Machine, Tower 

Defense 
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ABSTRACT 
 

Along with technological advancements, the game world also continues to 

experience development from time to time. Games with various genres began to 

appear, one of them is the game with the Strategy genre which has the Tower 

Defense subgenre. Besides, the use of Artificial Intelligence in games is also being 

developed. The development is intended so that players can feel the sensation as if 

they were against other players while playing.  

The use of Artificial Intelligence in games also aims to increase the level of 

difficulty in playing. That is one of the reasons for making the game The Keeper of 

Ancient Stone by applying the Finite State Machine method and the A * Algorithm 

in it. The Keeper of Ancient Stone game itself is a type of Tower Defense that has 

the main goal of protecting the Ancient Stone from being taken by the enemy NPC 

by building a tower placement strategy. This game is a single-player and will be 

created using the Unity game engine. The Finite State Machine method is used to 

regulate enemy NPC behaviour when dealing with towers or other obstacles. While 

the A* algorithm is used to find the nearest route by the enemy NPC to reach the 

Ancient Stone of the player. 

Based on the research that has been done, the results are in the form of 

conclusions, namely, the A* Algorithm and Finite State Machine can be applied 

and run well when implemented in the game The Keeper of Ancient Stone. This is 

evidenced by the behavior of monsters that run according to the previously designed 

Finite State Machine and when the game starts and the player presses the next wave 

button, the monster will spawn and then walk towards the destination according to 

the path that has been searched using the A* algorithm. 

 

 

Keyword: Artificial Intelligence, A* Algorithm, Finite State Machine, Tower 

Defense 
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