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ABSTRAK 

 

 Game Night’s Reach yaitu sebuah permainan dengan genre Survival 

Horror yang mengutamakan eksplorasi. Permainan ini akan berlatar tempat pada 

lingkungan lahan basah yang dibuat secara procedural, Agar dapat mengetahui 

sejauh mana fungsi yang bisa digunakan pada game tersebut, maka penelitian ini 

akan melakukan evaluasi terkait usability. Usability yaitu sebuah karakteristik 

yang digunakan untuk menilai seberapa mudahnya pengguna dapat menggunakan 

antarmuka aplikasi dengan tepat. Perancangan desain interface sebagai solusi dari 

hasil evaluasi usability menggunakan Heuristic Evaluation. Tahap selanjutnya 

adalah evaluasi akhir dengan User Experience Questionnaire (UEQ) Untuk 

mengetahui hasil dari kepuasan pengguna dalam memainkan game tersebut. Hasil 

Heuristic Evaluation didapatkan nilai rata-rata severity rating prinsip Visibility of 

system status sebesar 2,875, User control and freedom sebesar 3,8, consistency 

and standards sebesar 1,5, Error prevention sebesar 2,34, Recognition rather than 

recall sebesar 2,73, dan Flexibility and efficiency of use sebesar 2,5. Untuk Hasil 

Nilai skor metode user experience questionnaire (ueq) pada pengujian awal 

didapatkan nilai skor rata-rata skala daya tarik sebesar -1,013, Kejelasan sebesar -

0,193, Efisiensi sebesar -0,127, Ketepatan sebesar -0,293, Stimulasi sebesar -

0,273, Kebaruan sebesar -0,567, sedangkan setelah dilakukan perancangan ulang 

desain game tersebut didapatkan nilai skor rata-rata skala daya tarik sebesar 0,74, 

Kejelasan sebesar 1,86, Efisiensi sebesar 1,113, Ketepatan sebesar 1, Stimulasi 

sebesar 0, dan Kebaruan sebesar 0,74. 

 

Kata kunci : Game Night’s Reach, Heuristic Evaluation, User Experience 

Questionnaire (UEQ 
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ABSTRACT 

 

 The Night's Reach game is a game with the Survival Horror genre that 

prioritizes exploration. This game will be set in a wetland environment that is 

created procedurally, In order to find out the extent of the functions that can be 

used in the game, this research will carry out an evaluation regarding usability. . 

Usability is a characteristic used to assess how easily users can use the 

application interface correctly. Designing an interface design as a solution from 

the results of usability evaluation using Heuristic Evaluation. The next stage is the 

final evaluation with the User Experience Questionnaire (UEQ) to find out the 

results of user satisfaction in playing the game. The results of the Heuristic 

Evaluation showed that the average severity rating value for the principle of 

Visibility of system status was 2.875, User control and freedom was 3.8, 

consistency and standards was 1.5, Error prevention was 2.34, Recognition rather 

than recall was 2.73 , and Flexibility and efficiency of use of 2.5. For the user 

experience questionnaire (UEQ) method score results in the initial test, the 

average score value on the attractiveness scale was -1.013, clarity was -0.193, 

efficiency was -0.127, accuracy was -0.293, stimulation was -0.273, novelty was - 

0.567, whereas after redesigning the game design, the average score on the 

attractiveness scale was 0.74, clarity was 1.86, efficiency was 1.113, accuracy 

was 1, stimulation was 0, and novelty was 0.74. 

 

Keywords: Game Night's Reach, Heuristic Evaluation, User Experience 

Questionnaire (UEQ) 
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