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ABSTRAK

Dota 2 adalah permainan Multiplayer Online Battle Arena dan Real Time Stategy merupakan
subgenre dari Stategy Game. Dota 2 merupakan game permainan yang mengandalkan kemampuan Kkerja
sama di dalam sebuah tim. Tujuan game Dota 2 adalah menghancurkan aset tim lawan untuk memenangkan
pertandingan .

Game akan terlihat lebih realistis jika memiliki Artificial Intelligence pada karakternya khususnya
pada Non-Player Character. Artificial intelligence atau Kecerdasan buatan di dalam game dibutuhkan untuk
meningkatkan tantangan di dalam game dan membuat game menjadi lebih dinamis dan terarah. Sehingga
akan menciptakan kesenangan bagi pengguna pada saat dan setelah memainkan game .

Pada Tugas Akhir ini telah dilakukan Analisis model Kecerdasan Non Player Character pada dota
2. Analisis terhadap kecerdasan model non player character setiap kelas dan atribut yang dimiliki oleh non
player character di dota 2 , Sebuah Non Player Character memiliki sebuah kecerdasan yang disebut
inteligence agent , inteligence agent pada setiap non player character di dota 2 berbeda beda dan memiliki
tingkat kemampuan yang berbeda-beda . hasil dari analisis ini supaya dapat membantu game designer untuk
membuat sebuah model non player character dan tingkat kecerdasan yang akan di buat.

KataKunci : Gameplay, Defense Of The Ancients 2, Artificial Intelligence, Non Player Character |,
Intileggent Agent



ABSTRACT

Dota 2 is an Online Multiplayer game Battle Arena and Real Time Stategy is a subgenre of Stategy
Game. Dota 2 is a game game that relies on the ability of cooperation in a team. The goal of Dota 2 game
is to destroy the assets of the opposing team to win the game .

The game will look more realistic if it has Artificial Intelligence on its character especially on Non-
Player Character. Artificial intelligence in the game is needed to increase the challenge in the game and
make the game more dynamic and directed. So it will create fun for users at the time and after playing the
game.

In this Final Project has been done Analysis of the model of Non Player Character Intelligence in
dota 2. Analysis of the intelligence model non-player character of each class and attributes possessed by
non-player character in dota 2, A Non Player Character has an intelligence called intelligence agent,
intelligence agent on each non player character in dota 2 different and have different level of ability the
results of this analysis in order to help game designers to create a model of non-player character and the
level of intelligence that will be made .

Keywords: Gameplay , Defense Of The ancients, Artificial intelligence , Non Player Character , Intileggent
Agent.
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