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RANCANG BANGUN GAME 2D TOP DOWN SHOOTER
MENGGUNAKAN ALGORITMA A-STAR

Gusti Arya Mahotama

ABSTRAK

Penelitian ini bertujuan untuk merancang dan membangun sebuah gim 2D rop-
down shooter berjudul “Loot Shoot Time to Scoot”, yang mengimplementasikan
algoritma A-Star sebagai sistem pathfinding untuk kecerdasan buatan (AI)
musuh zombie.  Pengembangan dilakukan menggunakan Unity 5 dengan
bahasa pemrograman C#, ditujukan untuk platform Windows. Algoritma A-
Star digunakan untuk memungkinkan musuh mengejar pemain secara efisien
berdasarkan peta yang dipenuhi rintangan. Selain aspek teknis, penelitian ini juga
mengevaluasi pengalaman pengguna menggunakan model Hedonic-Motivation
System Adoption Model (HMSAM), melalui kuesioner yang melibatkan 32
responden. Hasil pengolahan data menunjukkan seluruh aspek evaluasi, seperti
kemudahan penggunaan, rasa ingin tahu, manfaat yang dirasakan, serta imersi,
mendapat nilai rata-rata sebesar 83,93% dengan kategori ’Sangat Setuju”. Temuan
ini menunjukkan bahwa kombinasi algoritma A-Star dengan desain gameplay yang
baik mampu menciptakan pengalaman bermain yang menyenangkan, menantang,
dan imersif secara fungsional.

Kata kunci: A-Star, HMSAM, Top-Down Shooter, Unity, Video Game
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DESIGN AND DEVELOPMENT OF 2D TOP DOWN SHOOTER GAME
USING A-STAR ALGORITHM

Gusti Arya Mahotama

ABSTRACT

This study aims to design and develop a 2D top-down shooter game titled “Loot
Shoot Time to Scoot”, which implements the A-Star algorithm as the pathfinding
system for ememy zombie artificial intelligence (Al). The game was developed
using Unity 5 and programmed in C#, targeting the Windows platform. The A-
Star algorithm enables enemies to dynamically and efficiently pursue the player
through obstacle-filled maps. Beyond technical implementation, this research
also evaluates user experience using the Hedonic-Motivation System Adoption
Model (HMSAM), assessed through a questionnaire involving 32 respondents. The
data analysis shows that all evaluation aspects—such as perceived ease of use,
curiosity, perceived usefulness, immersion, and enjoyment—achieved an average
score of 83.93%, categorized as " Strongly Agree”. These findings indicate that the
integration of the A-Star algorithm with thoughtful gameplay design provides an
engaging, challenging, and immersive playing experience. The developed game
demonstrates the potential of combining simple Al techniques with interactive
entertainment to enhance gameplay quality.

Keywords: A-Star, HMSAM, Top-Down Shooter, Unity, Video Game
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