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INTISARI

Perkembangan teknologi yang pesat telah mendorong kemajuan industri
game sebagai salah satu media hiburan berbasis teknologi yang diminati oleh
berbagai kalangan. Kesuksesan sebuah game tidak hanya ditentukan oleh
gameplay, tetapi juga oleh kualitas User Interface (Ul) dan User Experience (UX)
yang mampu memberikan kenyamanan serta kemudahan bagi pemain.

Penelitian ini dilakukan pada game Braveheart, sebuah game 3D berjenis
action berbasis platform Windows, dengan menerapkan metode User Centered
Design (UCD). Metode UCD digunakan karena menempatkan pengguna sebagai
pusat dalam proses perancangan Ul/UX. Tahapan penelitian meliputi identifikasi
kebutuhan pengguna, merumuskan kebutuhan pengguna,perancangan user
interface (Ul) berdasarkan kebutuhan tersebut, implementasi desain ke dalam
game, serta evaluasi melalui pengujian yang melibatkan pengguna.

Pengujian dilakukan dengan melibatkan 10 responden menggunakan
kuisioner SUS (System Usability Scale), hasil menunjukan bahwa Braveheart
mendapatkan skor rata-rata SUS sebesar 82.5 dengan tingkat kepuasan “Excellent”.
Skor ini menunjukan tingkat kepuasan yang cukup baik. Penelitian ini memberikan
bahan landasan dalam pengembangan user interface (Ul), sehingga perbaikannya
dapat dilakukan secara berkelanjutan.

Kata kunci: Permainan, Ul, User Centered Design, 3D, Unity
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ABSTRACT

The rapid development of technology has a significant impact on the game
industry as part of digital entertainment. Games are not only required to have good
graphical quality, but must also be supported by User Interface (Ul) and User
Experience (UX) designs that are capable of conveying information clearly and
comfortably to players. A common problem is UI/UX design that does not
adequately meet user needs, causing confusion in understanding game information
and reducing comfort and playing experience. This can impact decreased player
interest and the effectiveness of interaction between players and the game system.

This research was conducted on the game Braveheart, a 3D action game
based on the Windows platform, by applying the User Centred Design (UCD)
method. The UCD method was used because it places users at the center of the
UI/UX design process. The research stages include identifying user needs,
formulating user requirements, designing the user interface (Ul) based on those
needs, implementing the design into the game, and evaluation through testing
involving users.

The usability testing involved 10 respondents using the System Usability
Scale (SUS) questionnaire. The results show that Braveheart achieved an average
SUS score of 82.5, which falls into the “Excellent” satisfaction level. This score
indicates a high level of user satisfaction. This research provides a foundational
reference for Ul development, enabling continuous and iterative improvements.

Keyword: Game, Ul, User Centered Design, 3D, Unity
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