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ABSTRAK

The development of The Cleaner Blast Em All Game is motivated by the fact that
there are still few Games that educate about viruses, bacteria and immunization.
this is evidenced by observations of Games related to viruses, bacteria, vaccines,
and immunizations on the Google Play Store and itch.io. In the review, several
Games were found with shortcomings in the programmer’s part, one of which was
in terms of artificial intelligence (Al). As a solution, researchers as Game
programmers optimize and add features to existing Games by creating an ai system
using the pathfinding method. By using the Game Development Life Cycle (GDLC)
method which focuses on the pre-production, production, testing and beta release
stages. From the development results, researchers succeeded in developing The
Cleaner Blast Em All Game and can apply the pathfinding algorithm to Al. After
conducting functionality tests and direct testing, the Game received a percentage
of around 88.7 percent, making this Game proven to be successful in providing an
interactive and informative learning experience,

Keywords: education, action-shooter, vaccine.

Pengembangan gim The Cleaner Blast Em All dilatarbelakangi masih sedikitnya
gim yang mengedukasi tentang virus, bakteri dan imunisasi. hal ini dibuktikan
dengan observasi terhadap gim-gim yang terkait dengan virus, bakteri, vaksin, dan
imunisasi di Google Play Store dan itch.io. Dalam tinjauan tersebut, ditemukan
beberapa gim dengan kekurangan di bagian pemrogram, salah satunya dalam hal
kecerdasan buatan (Al). Sebagai solusi, peneliti sebagai pemogram gim melakukan
optimasi dan penambahan fitur pada gim yang sudah ada dengan membuat sistem
ai dengan menggunakan metode pathfinding. Dengan menggunakan metode Game
Development Life Cycle (GDLC) yang berfokus pada tahap pre-production,
production, testing serta beta release. Dari hasil pengembangan, peneliti berhasil
mengembangkan gim The Cleaner Blast Em All serta dapat menerapkan algoritma
pathfinding pada Al. Setelah melakukan uji fungsionalitas serta pengujian
langsung, gim ini mendapatkan presentase sekitar 88,7 persen, menjadikan gim ini
terbukti berhasil memberikan pengalaman pembelajaran interaktif dan informatif,

Kata Kunci: edukasi, action-shooter, vaksin.
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