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RANCANG BANGUN GIM 2D KNIGHTVANIA MENGGUNAKAN
BEHAVIOR TREE

Christian Liyanto

ABSTRAK

Gim merupakan media hiburan yang ditampilkan di layar menggunakan gambar
visual untuk dapat melakukan interaksi terhadap pemain menggunakan perangkat
keras. Bagian penting dari gim adalah Non-Playable Character (NPC). NPC adalah
karakter yang langsung dikendalikan oleh algoritma tertentu untuk melakukan
aksi decision making. Algoritma behavior tree digunakan sebagai solusi untuk
menyelesaikan masalah decision making karena algoritma behavior tree lebih
responsif dan modular. Penelitian ini dirancang berdasarkan elemen-elemen
penting pada perancangan gim dan menggunakan algoritma behavior tree sebagai
algoritma yang mengendalikan decision making dari NPC. Hasil survei berdasarkan
prinsip Game User Experience Satisfaction Scale 18 (GUESS-18) digunakan untuk
mengukur tingkat kepuasan pemain terhadap gim 2D KnightVania menggunakan
algoritma behavior tree. Gim 2D KnightVania diuji menggunakan black box
testing dengan hasil pengujian yang didapatkan sesuai dengan yang diharapkan dari
perancangan gim. Tingkat kepuasan pemain terhadap gim 2D KnightVania dinilai
baik dengan rata-rata total sebesar 5,510 dari skala 7 poin.

Kata kunci: Behavior Tree, Decision Making, Gim, GUESS-18, Non-Playable
Character
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KnightVania 2D Game Design Using Behavior Tree

Christian Liyanto

ABSTRACT

A game is an entertainment medium that is displayed on a screen using visual
images to interact with the player using hardware. An important part of the
game is the Non-Playable Character (NPC). NPCs are characters that are directly
controlled by certain algorithms to perform decision making actions. The behavior
tree algorithm is used as a solution to solve the decision making problem because
the behavior tree algorithm is more responsive and modular. This research is
designed based on the important elements of game design and uses the behavior
tree algorithm as the algorithm that controls the decision making of NPCs. Survey
results based on the principles of Game User Experience Satisfaction Scale 18
(GUESS-18) are used to measure the level of player satisfaction with the 2D
KnightVania game using the behavior tree algorithm. The 2D KnightVania game
was tested using black box testing with the test results obtained as expected from
the game design. Player satisfaction with the 2D KnightVania game is considered
good with a total average of 5.510 on a 7-point scale.

Keywords: Behavior Tree, Decision Making, Gim, GUESS-18, Non-Playable
Character
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