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RANCANG BANGUN GAME LOST IN THE SCHOOL MAZE
MENGGUNAKAN METODE PATHFINDING DENGAN

ALGORITMA A-STAR

Patricia Theodora Darmawan

ABSTRAK

Industri game Indonesia menunjukkan pertumbuhan pesat, dan genre horor kejar-
kejaran menjadi salah satu konsep menarik yang potensial untuk dikembangkan.
Lost in the School Maze adalah maze game horor yang dirancang dengan visual
bergaya pixel art yang dipilih karena ringan, mudah dibuat, dan cocok untuk
pengembang indie serta perangkat berspesifikasi rendah. Untuk mendukung
pergerakan musuh yang efisien dan dinamis, algoritma A-Star digunakan
karena kemampuannya mencari jalur tercepat secara real-time dalam lingkungan
berbasis grid. Algoritma A-Star merupakan metode pencarian jalur heuristik
yang menggabungkan nilai G (Panjang titik awal) dan H (jarak ke tujuan)
untuk menghasilkan jalur optimal (F). Permainan Lost in the School Maze
berhasil dikembangkan dengan visual pixel dan algoritma A-Star yang efektif
mengatur pergerakan musuh secara otomatis. Berdasarkan pengujian dengan 40
responden, permainan memperoleh skor kepuasan rata-rata 73,50% (kategori Baik)
berdasarkan instrumen GUESS.

Kata kunci: A-Star, Maze Game, GUESS, Pixel.
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DESIGNING AND DEVELOPMENT OF GAME LOST IN THE SCHOOL
MAZE USING PATHFINDING METHOD WITH A-STAR ALGORITHM

Patricia Theodora Darmawan

ABSTRACT

The Indonesian game industry is experiencing rapid growth, and the chase-themed
horror genre has become one of the most promising and interesting concepts to
develop. Lost in the School Maze is a horror maze game designed with pixel
art visuals, chosen for being lightweight, easy to create, and suitable for indie
developers as well as low-spec devices. To support efficient and dynamic enemy
movement, the A-Star algorithm is used due to its ability to find the fastest path
in real-time within a grid-based environment. The A-Star algorithm is a heuristic
pathfinding method that combines the values of G (distance from the starting point)
and H (estimated distance to the goal) to produce the optimal path (F). The Lost in
the School Maze game was successfully developed with pixel visuals and an A-Star
algorithm that effectively manages automatic enemy movement. Based on testing
with 40 respondents, the game achieved an average satisfaction score of 73.50%
(categorized as Good) based on the GUESS instrument.

Kata kunci: A-Star, Maze Game, GUESS, Pixel.
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