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[6] J. VODÁK, “2d rogue-like game with procedural elements,” 2024.

[7] T. Z. Dodi Hilman, Octavianus Frans, “Pixel art for game character design,”
Journal of Games, Game Art and Gamification, 2022.

[8] H. X. Lisang Liu, Bin Wang, “Research on path-planning algorithm
integrating optimization a-star algorithm and artificial potential field method,”
Electronics, vol. 11, p. 2, 2022.

[9] R. D. Mohsen Soor, Behrooz Arezoo, “Artificial intelligence, machine
learning and deep learning in advanced robotics, a review,” Cognitive
Robotics, pp. 54–70, 2023.

[10] S. R. D. Khanzode, Ku. Chhaya A., “Advantages and disadvantages of
artificial intelligence and machine learning: A literature review,” Journal of
Physics: Conference Series, 2020.

[11] Ida Merete Enholm et al., “Artificial intelligence and business value: a
literature review,” Information Systems Frontiers, vol. 24, p. 1709–1734, 2022.

[12] Riska Nurtantyo Sarbini et al., “Development of pathfinding using a-star and
d-star lite algorithms in video game,” Journal of Theoretical and Applied
Information Technology, p. 832, 2024.

[13] Y. Z. Haoxin Liu, “Asl-dwa: An improved a-star algorithm for indoor cleaning
robots,” IEEE Access, vol. 10, pp. 99 498–99 515, 2022.

53
Rancang Bangun Game..., Patricia Theodora Darmawan, Universitas Multimedia Nusantara

https://tinyurl.com/pendapatan-industri-game
https://tinyurl.com/pendapatan-industri-game


[14] Ho Rong Wei et al., “Investigating a algorithm on waze pathfinding system,”
Journal of Applied Technology and Innovation, vol. 8, 2024.

[15] Xiao Zhen Yan et al., “A path planning algorithm based on a heuristic method,”
Journal of Internet Technology, vol. 26, p. 183, 2025.

[16] A. M. H. Raihan Alya Shafira, Yahfizham, “Menentukan jarak terpendek
dalam pengiriman barang dengan perbandingan euclidean distance dan
manhattan distance,” Journal of Science and Social Research, p. 678–685,
2023.

[17] Sara Lutami Pardede et al., “A review of pathfinding in game development,”
CEPAT Journal of Computer Engineering: Progress, Application and
Technology, vol. 1, p. 46–55, 2022.

[18] R. I. P. Ade Candra, Mohammad Andri Budiman, “Application of a-star
algorithm on pathfinding game,” Journal of Library Information Science,
2020.

[19] Amr Elshahed et al., “Efficient pathfinding on grid maps: Comparative
analysis of classical algorithms and incremental line search,” IEEE Access,
2025.

[20] Wang, H. et al., “The ebs-a algorithm: An improved a* algorithm for path
planning,” State Key Laboratory of Mathematical Engineering and Advanced
Computing, 2022.

[21] B. S. C. Mikki H. Phan, Joseph R. Keebler, “The development and validation
of the game user experience satisfaction scale (guess),” Human Factors,
vol. 58, p. 1217–1247, 2016.

[22] Joseph R. Keebler et al., “Validation of the guess-18: A short version of the
game user experience satisfaction scale (guess),” Journal of Usability Studies,
vol. 16, p. 49–62, 2020.

54
Rancang Bangun Game..., Patricia Theodora Darmawan, Universitas Multimedia Nusantara


