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ABSTRAK

The video game industry, which continues to grow at a rapid pace, has utilized
technological advancements such as the Unity game engine to make it easier to
create cross-platform games. On the other hand, despite the increasing awareness
of the importance of balanced nutrition for health, there is still a lack of
understanding in Indonesia. As a solution, the development of artificial
intelligence-based educational games offers an interactive learning method that
can improve people's understanding of the nutritional value of food.

Keywords : Game Tycoon, Interactive, Unity, Android

Industri video game, yang terus berkembang dengan pesat, telah
memanfaatkan kemajuan teknologi seperti game engine Unity untuk memudahkan
pembuatan game lintas platform. Di sisi lain, meskipun kesadaran akan pentingnya
gizi seimbang untuk kesehatan meningkat, di Indonesia masih terdapat kekurangan
pemahaman tentang hal ini. Sebagai solusi, pengembangan game edukatif berbasis
kecerdasan buatan menawarkan metode pembelajaran interaktif yang dapat
meningkatkan pemahaman masyarakat tentang nilai gizi makanan.

Keywords : Unity, Gizi Seimbang, Kecerdasan Buatan
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