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INTISARI

Di era perkembangan digital, game sudah menjadi kebutuhan primer bagi
pengguna gawai. Game memiliki banyak keunggulan dibandingkan aplikasi lain,
terutama dalam menghadirkan interaksi yang informatif. Jadi, pengembangan
game harus melalui berbagai tahapan agar game yang dikembangkan dapat
optimal. Dokumentasi desain game dianalisis melalui berbagai referensi game
sehingga developer memiliki gambaran tentang game-game yang potensial untuk
dikembangkan.

Peneliti memanfaatkan sistematika GDD untuk melakukan analisis
terhadap game tersebut. Sehingga proses analisis dapat lebih bernilai ilmiah bukan
sebatas sembarang review. Proses analisis dimulai dengan game test selama
jangka waktu tertentu. Selama proses game test, dilakukan dokumentasi sehingga
menghasilkan game records. Game records inilah yang ditinjau secara intensif
dan berulang untuk dijadikan sebuah dokumen analisis.

Peneliti menyimpulkan bahwa game Dragon Quest Heroes: The World
Tree's Woe and the Blight Below termasuk good game. Adapun ini dibuktikan
melalui hasil analisis dan pembahasan yang menyatakan formal elements,
dramatic elements, dan system dynamic lengkap dan saling berkesinambungan.
Hasil analisis game Dragon Quest Heroes juga dapat diimplementasikan dalam
game lain dengan beberapa pengembangan. Dibuktikan melalui hasil studi singkat
yang dilakukan peneliti pada game segenre dan beda genre. Untuk memperkuat
hasil penilitian, peneliti menggunakan butir kuesioner valid dan reliabel. Di mana
hasil kuesioner berupa pembobotan dengan skor 75%.

Kata Kunci : desain game, dokumentasi, analisis
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ABSTRACT

In the era of digital development, games have become a primary need for
device users. Games have many advantages over other applications, especially in
providing informative interactions. So, game development must go through
various stages so that the game being developed can be optimal. Game design
documentation is analyzed through various game references so that developers
have an overview of potential games to be developed.

Researchers make use of the GDD systematics to analyze the game. So
that the analysis process can have more scientific value, not just a review. The
analysis process begins with game testing for a certain period. During the game
test process, documentation is carried out to produce game records. These game
records are reviewed intensively and repeatedly to become an analysis document.

Researchers conclude that game Dragon Quest Heroes: The World Tree's
Woe and the Blight Below a good game. This is proven through the results of
analysis and discussion that state formal elements, dramatic elements, and a
complete and continuous dynamic system. The results of the analysis of the
Dragon Quest Heroes game can also be implemented in other games with several
developments. Evidenced by the results of a short study conducted by researchers
on ‘game segments and different genres. To strengthen the results of the study,
researchers used valid and reliable questionnaire items. Where the results of the
guestionnaire are weighted with a score of 75%.

Keywords : game design, documentation, analysis
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