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TURN-BASED STRATEGY ? 





AI HARUS MEMASUKAN KONDISI 

YANG SEDANG DIALAMINYA 

DALAM PERHITUNGAN 

PENGAMBILAN KEPUTUSANNYA 



ALGORITMA RESOURCE 

ASSIGNMENT 



ALGORITMA RESOURCE 

ASSIGNMENT 

Mempunyai kemampuan untuk 

menghasilkan sebuah nilai berdasarkan 

beberapa nilai yang ada dengan diurutkan 

menggunakan skala prioritas.  



START

i = 1, i<=N

Client ke-i aktif ?

Hitung nilai modifier 
untuk range > 

50MBps

Yes

Hitung nilai modifier 
untuk range < 

50MBps dan range > 
30MBps

Hitung nilai modifier 
untuk range < 

30MBps

i = i + 1

No

FINISH

Range bandwidth untuk client ke-i = range 
dengan nilai modifier terbesar

Sort nilai modifier

N = banyaknya client 
pada jaringan



START

i = 0, i<=N-1

Node[i,1] = 2 ?

countAttack(i,M)

Yes

countBuild(i,M)

countSkip(i,M)

I = i + 1

No

FINISH

NodeCount[i,0] = i
NodeCount[i,1] = CountMod[3,1]
NodeCount[i,2] = CountMod[3,0]

sortModifier(i)

N = banyaknya node pada map
M = 2

NodeCount = Array[0..7,0..2]
Node = Array[0..7,0..5]

CountMod = Array[0..3,0..1]
Neighbor = Array[0..7,0..1]

countDefend(i,M)

NodeCount[i,0] = N
NodeCount[i,1] = -1
NodeCount[i,2] = 0

SortNodeCount()

START

i = 1, i<=N

Client ke-i aktif ?

Hitung nilai modifier 
untuk range > 

50MBps

Yes

Hitung nilai modifier 
untuk range < 

50MBps dan range > 
30MBps

Hitung nilai modifier 
untuk range < 

30MBps

i = i + 1

No

FINISH

Range bandwidth untuk client ke-i = range 
dengan nilai modifier terbesar

Sort nilai modifier

N = banyaknya client 
pada jaringan



START

CountMod[0,1] = 1

k = 0, k<=M-1

T = Neighbor[i,k]

Node[T,2] = 2? CountMod[0,0] = CountMod[0,0] + 1No

Power1 = 

(Node[T,4]*10)+(Node[T,5]*30)+

(Node[T,6]*60)

Yes

Power2 = 

(Node[3,4]*10)+(Node[3,5]*30)+

(Node[3,6]*60)

Power1 < 
Power2 ?

CountMod[0,0] = CountMod[0,0] + 1Yes

Inf = Node[T,4]

No

Tnk = Node[T,5]

Art = Node[T,6]

GEInfantry > Inf
And

GETank > Tnk
And

GEArtillery > Art ?

CountMod[0,0] = CountMod[0,0] + 1Yes

k = k + 1

No

CountMod[0,0] = 
CountMod[0,0] / 6

Return CountMod[0,0],
CountMod[0,1]

Menghitung modifier untuk keputusan menyerang 



START

CountMod[1,1] = 1

k = 0, k<=M-1

T = Neighbor[i,k]

Node[T,2] = 2? CountMod[1,0] = CountMod[1,0] + 1No

Power1 = 

(Node[T,4]*10)+(Node[T,5]*30)+

(Node[T,6]*60)

Yes

Power2 = 

(Node[3,4]*10)+(Node[3,5]*30)+

(Node[3,6]*60)

Power1 > 
Power2 ?

CountMod[1,0] = CountMod[1,0] + 1Yes

No

k = k + 1

GEInfantry > 0
And

GETank > 0
And

GEArtillery > 0 ?

CountMod[1,0] = CountMod[1,0] + 1Yes

CountMod[1,0] = 
CountMod[1,0] / 5

No

Return CountMod[1,0], 
CountMod[1,1]

Menghitung modifier untuk keputusan bertahan 



START

CountMod[2,1] = 1

k = 0, k<=M-1

T = Neighbor[i,k]

Node[T,2] = 1? CountMod[2,0] = CountMod[2,0] + 1No

Power1 = 

(Node[T,4]*10)+(Node[T,5]*30)+

(Node[T,6]*60)

Yes

Power2 = 

(Node[3,4]*10)+(Node[3,5]*30)+

(Node[3,6]*60)

Power1 < 
Power2 ?

CountMod[2,0] = CountMod[2,0] + 1Yes

No

k = k + 1

GEInfantry > 0
And

GETank > 0
And

GEArtillery > 0 ?

CountMod[2,0] = CountMod[2,0] + 1No

Resource ≥  30 ?

Yes

CountMod[2,0] = CountMod[2,0] + 1Yes

CountMod[2,0] = 
CountMod[2,0] / 6

Return CountMod[2,0], 
CountMod[2,1]

No

Menghitung modifier untuk keputusan memproduksi unit 



START

CountMod[2,1] = 1

k = 0, k<=M-1

T = Neighbor[i,k]

Node[T,2] = 1? CountMod[2,0] = CountMod[2,0] + 1No

Power1 = 

(Node[T,4]*10)+(Node[T,5]*30)+

(Node[T,6]*60)

Yes

Power2 = 

(Node[3,4]*10)+(Node[3,5]*30)+

(Node[3,6]*60)

Power1 < 
Power2 ?

CountMod[2,0] = CountMod[2,0] + 1Yes

No

k = k + 1

GEInfantry > 0
And

GETank > 0
And

GEArtillery > 0 ?

CountMod[2,0] = CountMod[2,0] + 1Yes

Resource ≥  30 ?

No

CountMod[2,0] = CountMod[2,0] + 1No

CountMod[2,0] = 
CountMod[2,0] / 6

Return CountMod[3,0], 
CountMod[3,1]

Yes

Menghitung modifier untuk keputusan melewatkan giliran 



START

r = 1, r <= 4

swap1 = 0
swap2 = 0

k = 0, k <= 3

CountMod[k,0] < 
CountMod[k-1,0]

swap1 = CountMod[k,0]
swap2 = CountMod[k,1]

CountMod[k,0] = CountMod[k-1,0]
CountMod[k,1] = CountMod[k-1,1]

CountMod[k-1,0] = swap1
CountMod[k-1,0] = swap2

Yes

k = k + 1

No

r = r + 1

Return
CountMod[3,0],
CountMod[3,1]

Mengurutkan setiap nilai modifier  

untuk menentukan keputusan pada sebuah node 



START

r = 1, r <= N

swap3 = 0
swap4 = 0
swap5 = 0

k = 0, k <= N-1

NodeCount[k,1] < 
NodeCount[k-1,1] ?

swap3 = NodeCount[k,0]
swap4 = NodeCount[k,1]
swap5 = NodeCount[k,2]

NodeCount[k,0] = NodeCount[k-1,0]
NodeCount[k,1] = NodeCount[k-1,1]
NodeCount[k,2] = NodeCount[k-1,2]

 NodeCount[k-1,0] = swap3
 NodeCount[k-1,0] = swap4
 NodeCount[k-1,0] = swap5

Yes

k = k + 1

No

r = r + 1

Return
NodeCount[N-1,0]
NodeCount[N-1,1]
NodeCount[N-1,2]

Mengurutkan nilai modifier pada  setiap node 



Construct 
2 

HTML 5 PhoneGap 
Mobile 
Apps 

Implementasi pada perangkat mobile 


















