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Abstract. Game products are one of the media to provide pleasure, satisfaction, and also
knowledge for its users. Selera Nusantara Game is one of the game products by the game
studio in Yogyakarta, Gambir Studio, created with the aim to provide pleasure, satisfaction,
and knowledge to its users. In order for Selera Nusantara Game to be achieved, a game design
is needed by a user-centered game designer. Selera Nusantara game is a game with a casual
genre that has a target audience of non-gamer women with the main goal is to introduce
Nusantara cuisine that is often encountered by the general public. The good purpose of the
Selera Nusantara Game which introduces Nusantara culture became the basis of this research
by assessing the quality of the game in order to be optimally accepted by the target audience.
The User Experience method with Game Design Factor Questionnaire and compared to the
results of an interview with game designers from Selera Nusantara Game used in this study
provides a quantitative analysis of the quality of the game. The results of the analysis showed
that Selera Nusantara Game has a high score of > 75% with a significant difference in the
choice of agreeing and strongly agreeing to other options, namely on the factors of Game
Goals, Game Mechanism, Interaction, Fantasy Game, Narrative, Sensation, and Game Value.
This means that the Selera Nusantara Game can fulfill the goal of providing pleasure,
satisfaction, and knowledge to its users by the design of the game designer.

Keywords: user experience, GDFQ, game evaluation.

1. Introduction

Nowadays, the game has become a part of everyone's life, especially with the Covid-19 pandemic
conditions that make almost everyone stay at home. In this condition, humans feel the role of
technology in carrying out every activity [1]. Digital games are one of the technologies that are an
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option as a medium of entertainment. Game products have the purpose of entertaining and sometimes
indirectly providing knowledge for their players. This goal is certainly the basis for Game Designer in
designing a game that can provide benefits for its users. In the design of a game, Game Designer will
process from several aspects related to the creation of a game such as a story, game flow (gameplay),
game algorithm, and of course game evaluation. Game Designer certainly does not forget the user's
involvement in the game design process. One of the main elements of the success of the gaming
industry is the experienced players feel when playing a game [2]. A good game design will certainly
provide satisfaction for its users. The design of interaction between users and game products,
especially digital games, is certainly the main point to achieve the goal of the game designer when
designing a game. The complicated user interface makes users confused in using applications [2][3].
The interest and attachment of game users will be very influential in the business side of selling
games.

It is important to not take all creative control away from the designer because this would clearly
diminish the game experience as good game design is anything but random and arbitrary [4]. A Game
Developer certainly needs to conduct a product test to find out if the resulting game is by the purpose
of the game's distribution. To find out the level of success of the UX implemented in order to meet the
needs and satisfaction of users, it is necessary to do an evaluation [5]. There are several methods of
game evaluation that can be applied to test a game. One of them is by observing the user experience
when playing the game. Testing by looking at the user experience is expected to find out how much
satisfaction the game player, towards the game created. User Experience is a method of testing an
application to see the interaction between users and the product created.

In this study, an evaluation was conducted on a digital game with the title Selera Nusantara
which was produced by a Game Studio in Yogyakarta, Gambir Studio. Selera Nusantara Game is a
game with a casual genre, which is a game with characteristics that are easy to play. Selera Nusantara
Game has been released through the Play Store and App Store on August 16, 2021, and there have
been more than 1,000,000 downloads. The number of downloads and reviews from users through the
Play Store and App Store became the basis in the research for the evaluation of Nusantara Taste
Games. The evaluation method used in the study was user experience using the Game Design Factor
Questionnaire (GDFQ). The GDFQ method used is an evaluation method created specifically for
gaming product [6]. User experience is critical to the success of a game in the market, especially in
recently released types of apps [7]. The results of this research will be included for Game Developers
and can be a reference for the development of Selera Nusantara Game in the future.

2. Game Design Framework

2.1. Game

A game or game is a recreational activity to fill free time, have fun, or exercising lightly. Each game
has different rules and characteristics so there are a wide variety of game genres.

2.2. User Experience

User experience is a person's experience when using a product, system, or service. User experience in
aspects of experience, level of ease, usability, and efficiency and effectiveness of a system[8]. The
feeling of use when running a product can be identified from the user experience obtained when using
it[9]. User Experience (UX) is a process in product design that aims to integrate and improve the
interaction between products and their users in aspects of design, branding, usability, and function.
When designing games Game Developer usually focuses on what kind of games will be made by
game designers, but sometimes forgets the needs of their users later. The ability to understand users,
one of which is user experience or UX should be owned by a game designer in order to produce a
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game that makes players interested when playing it, feeling satisfied, and finally become loyal or can
last a long time to play the game. Evaluation using UX becomes an important thing to be done by a
Game Designer in order to understand the needs, limitations, and capabilities of its target users.

2.3. Game Design Factor Questionnaire
Game-Design Factors can be used to assist Game Designers in designing a digital game. Game-Design
Factors have 11 crucial factors and one additional factor in game design including: Game Goals,
Game Mechanism, Interaction, Freedom, Fantasy Game, Narrative, Sensation, Game Value,
Challenges, Sociality, Mystery, Flow [2].

3. Method

The method applied in this study is accompanied by a literacy study of the methods used for game
evaluation as well as the application of Selera Nusantara Game. The next stage is an interview with
Game Developer, especially Game Designer. The data from the interviews were processed in a
qualitative descriptive way. In addition to interviews, data collection was also conducted by
guestionnaire method with respondents who had criteria such as targets from the Selera Nusantara
Game design. The results of data collection are then processed using quantitative descriptive methods
and compared with the results of interview analysis with Game Developers. Figure 1 shows the
process of this study.

“Selera Nusantara”

game application Data
lection

|

Game Designer Questionnaire data
: S

using “Game Factors
0 e ire”
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data result

Comparison of descriptive analysis
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Figure 1. Research Method
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3.1. Interview with Game Designer

In this study, interviews were conducted with Game Designer from Selera Nusantara Game, Gambir
Studio. Questions were compiled and asked for Game Designers using the basic criteria from the
Game Design Factor Questionnaire (GDFQ) using 11 criteria out of 12 criteria. Game Goals, Game
Mechanism, Interaction, Freedom, Fantasy Game, Narrative, Sensation, Game Value, Challenge,
Mystery, Flow are the 11 criteria used in compiling questions for interviews. The interview results
will be used as comparison data from the results of questionnaire analysis for users of Selera
Nusantara Game. This comparison analysis will be used to see the suitability between the design of
the development team and the results of User Experience Evaluation using the Game Design Factor
Questionnaire instrument in this study.

3.2. Research Instruments

Testing using a questionnaire conducted through offline and online media. Online data collection
using Google Form media. The instrument used in this study is an instrument from the Game Design
Factor Questionnaire that is modified and adapted to the characteristics of the game testing. The basis
of The Game Design Factor Questionnaire consists of 12 factors namely Game Goals, Game
Mechanism, Interaction, Freedom, Fantasy Game, Narrative, Sensation, Game Value, Social,
Challenge, Mystery, and Flow. There is one factor that is Social that is not used in this study, because
Selera Nusantara Game has a game character that does not require friends or groups to play it. A
guestionnaire made of 11 factors and produces 37 questions that will be given to respondents. The
Game Design Factor Questionnaire was designed with Likert Scale using 5 Scale Measurement. Table
1 shows 37 questions that will be asked questionnaires tailored to the Selera Nusantara Game.

Table 1. Game Design Factor Questionnaire for Game Selera Nusantara
No Game Factor Question
1 Game Goals "Selera Nusantara Game" has clear tasks and stages
I know what my purpose is when playing "Selera Nusantara Game"

I want to complete the goal and get the best results when playing "Selera
Nusantara Game"
2 Game The flow of the game (gameplay) and the genre of Selera Nusantara is
Mechanism clear
The rules in the game Selera Nusantara are clear

I like the flow of the game (gameplay) Selera Nusantara

3 Interaction How to play "Selera Nusantara Game" is easy to do and understand
The Help feature and advice in play given is clear and tells me what to do

Interaction with devices / tools / equipment in "Selera Nusantara Game"
feels fun

4 Freedom I can organize my own data in "Selera Nusantara Game"
I can play "Selera Nusantara Game" in various ways to play

I can make my own playing record in "Selera Nusantara Game".

5 Game Fantasy  The art style blends with the game theme and is consistent
Scenes and characters correspond to the atmosphere of the original
environment.
The story is told according to the mechanics of the game.

6 Narrative "Selera Nusantara Game" has a clear storyline
"Selera Nusantara Game" has a plausible storyline

The storyline made me want to know the continuation of the story in

Widhiyanti, Dewangga, Almukthar (Game Design Factor Questioner in User Experience Analysis on
Selera Nusantara Game)



Indonesian Journal of Information Systems (1J1S) 144
Vol. 4, No. 2, February 2022

No Game Factor Question
"Selera Nusantara Game"

7 Sensation Coloring and laying objects (layout) on the display "Selera Nusantara
Game" caught my attention
The icons and functions of the buttons in "Selera Nusantara Game" are
clear and work well
Nusantara taste is very rich in audio and graphics

Naming the characters in "Selera Nusantara Game", reminds me of
figures in the Indonesian culinary world
“Selera Nusantara Game” membuat saya mengetahui dan “merasakan”
kuliner Nusantara

8 Game Value I want to get as many scores/items as | can.
The content in "Selera Nusantara Game" is quite a lot and interesting to
play.
| found a cultural element in "Taste of Nusantara Game"
My knowledge of Nusantara culinary becomes increased after playing
"Selera Nusantara Game"

9 Challenge "Selera Nusantara Game" has a Challenge that | want to solve
I can complete tasks on "Selera Nusantara Game" easily

I'm looking forward and want to play the next chapter.

10  Mystery "Taste of Nusantara Game" has many surprises

Before | finish the game, | want to know more about the contents of
"Selera Nusantara Game"

11 Flow I am very focused when playing Selera Nusantara
I don't feel tired when playing "Selera Nusantara Game"

I sometimes forget the time when playing "Selera Nusantara Game"

I pay less attention to the surrounding environment, at the time of playing
"Selera Nusantara Game"

3.3. Survey

The survey was conducted online by sharing google form links and disseminated through WhatsApp
application to respondents [10]. Respondents will fill out a Google form and the collected results will
be analyzed by researchers, Survey questions using the Game Design Factor Questionnaire instrument
with Linkert Scale using 5 Scale Measurement Form.

3.4. Participant

Respondents in this study had age criteria of 17-35 years with a background as diverse as students,
students, and employees. The criteria of these respondents are based on the target game players Selera
Nusantara Game who have a fairly broad age range and specifically for respondents from Indonesia.

3.5. Data Analysis

The analytical methods used in this study are Qualitative Description for interview results and
quantitative descriptive for survey results. Qualitative description is qualitative research that tries to
understand, explore and penetrate a very deep symptom, then interpret and conclude these symptoms
according to the context. Quantitative research attempts to solve problems (find answers) through
rigorous design (e.g. correlation, experimentation, and quantitative descriptive) to reach objective
conclusions. In the process of quantitative analysis is done data processing and conducting validation
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tests using methods. A validity test is an accuracy between the collected data and the actual data that
occurs on the object studied [11].

A reliability test on a research instrument is a test used to find out whether a questionnaire used in the
collection of research data can already be said to be reliable or not. The study conducted reliability
tests using the Cronbach’s Alpha method. A questionnaire is said to be reliable or reliable if a
person's answer to a statement is consistent or stable over time [13]. This method will calculate the
alpha value, if the alpha value is close to 1 then the internal consistency reliability is higher. In the
next step, the results of data collection obtained from the questionnaire will be calculated as a
percentage for each criterion of the Game Design Factor Questionnaire (GDFQ). The results of the
survey data calculation will be visualized using the Pie Chart. The results of the questionnaire will be
described quantitatively and will be compared with interview data with game designers to see the
results.

4. Result and Discussion

4.1. Description Based on Interview with Game Designer

The interview was conducted to get information related to the design process of the Selera Nusantara
Game. The interviewees were game designers, game artists, and game programmers from Gambir
Studio for Selera Nusantara Game. The results of the interview obtained, namely the Selera Nusantara
Game, include casual games that will be played casually without players becoming very attached to
the game. The initial idea of designing the Selera Nusantara Game is from the business side, that
games that have many fans one of which is a game with a casual genre and has a gameplay that is easy
to play. Some similar games that also have a lot of fans such as Pizza Frenzy et al. Games with this
criteria, will continue to have players for a considerable period. The next idea in terms of content
selection from the game is Nusantara cuisine, this is because no game raises the theme of Nusantara
food that becomes the daily food of the community optimally both in terms of game design and long-
term player maintenance. In addition, indirectly, the idea of lifting Nusantara food can provide
experience to users to the memories of Indonesian food menus that are commonly consumed by the
community, including with the design of the environment, character, and storytelling.

This game is designed for players in the age range of 15-35 years who already have a lot of
experience with the situation of buying and selling typical Nusantara food, but in its marketing, the
Selera Nusantara Game can be played in a very wide age range. The target players of the Selera
Nusantara Game are Indonesians of the female gender who have the characteristics of generally
Indonesian women and non-gamer. Selera Nusantara Game is designed with gameplay that is very
easy to play and has a story that Indonesia once in accordance with the target players who are women
and not gamers. Selera Nusantara Game is expected to provide entertainment in the form of games
that are easy to play with game objects that are familiar to the players. Gambir studio also has several
game products that raise the theme of food but with gender targets that are still general and of course
have gameplay and feature designs that are different from Selera Nusantara Game. Analysis of the
results of the interview can be seen in Table 2.

Table 2. Interview Results Game Design Factor Questionnaire of Selera Nusantara Game

No Game Factor Hasil Interview
1 Game Goals The game is designed with easy gameplay and features that are easy for players
to understand. The hope is that once players enter the game, they can
immediately understand how the game will be played and be completed easily.
2 Game The game flow is made simple by starting with a tutorial and every new
Mechanism character or asset will be given another tutorial, so players can play it right
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away.

3 Interaction

Features are made simple and very easy to understand by users. The hope of
designing simple features and interactions can make players able to directly play
the Selera Nusantara Game without having to think extra to understand the
features and interactions that exist.

4 Freedom

There is no feature that gives players the freedom to manage their own account
and game targets, maybe in the future, this feature can also be designed for the
development of the Selera Nusantara Game.

5 Game Fantasy

The artistic design is not too difficult for users to understand because the
visualized food is authentic Indonesian food and is usually consumed by the
general public. So when players see food and environmental assets, players can
immediately understand and feel that they are in the environment and eating
food that is usually consumed. The design doesn't provide much additional
information with the text because the design is very similar to the original
condition.

6 Narrative

The story presented in the Selera Nusantara Game is not the focus of this game,
the story is only a “sweetener” in this game. The story is made simple with a
soap opera-like concept because it is adapted to the target market, which on
average are soap opera fans.

7 Sensation

The interface design was developed using references to food-themed games that
have succeeded in marketing their games. For character selection, it can be seen
from the names used, namely using names that are familiar in Indonesia.
Inspired by the names of famous chefs in Indonesia, but in terms of character
design, it does not point to these figures.

In terms of objects, namely food, and beverages, it focuses on foods that are
commonly consumed in Indonesia with the hope that users will immediately
recognize them and no special educational method is needed to introduce food.

8 Game Value

The target player is only limited to finishing playing for each chapter and will
get coins that can be used in the next game

Players will be Challenged to complete the game and unlock the next chapter.
Each month will be given a new menu which is a new Challenge that players
have been waiting for.

The player's curiosity is processed from the side of the story which has a plot
like a soap opera and there are new chapters that will be opened for a month
with menus that are not yet known by players.

9 Challenge
10  Mystery
11 Flow

The target of these players is casual gamers whose characters can't linger to
access their devices. So this Indonesian-style game will not cause players to
become too focused on the game. The game is played in a relaxed manner and
each level can be completed within 1-2 minutes.

4.2. Characteristics of Respondents
The target respondents in this survey stage are respondents who have criteria, namely Indonesians
who have played the Selera Nusantara Game for at least 2 chapters, the age range of 18-35 years, and
are willing to fill out the questionnaire given. The number of respondents obtained in this study as
many as 18 respondents with a distribution of criteria that are 65% male and 35% female, this is
actually not in accordance with the target of game designer design regarding the gender target of
female players who are not gamers. The age of respondents obtained varies, namely 66.6% aged 18-25
years, ages 26-35 years as much as 22%, and ages 8-14 years as much as 11.3%. In terms of
employment obtained information, 85% of respondents are students or students and the next 15% are

employees.
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4.3. Validity Test and Reliability Test of Questionnaire Results

Before conducting quantitative descriptive analysis on the results of the questionnaire obtained, the
data that had been collected was first carried out with a Validity Test and Reliability Test. Validity test
of the research instrument is considered valid if each question item in the questionnaire can be used to
reveal something that will be measured by the questionnaire [12]. The method used in the validity test
is the Product Moment Correlation Test and obtained results as in Table 4. The Validity Test was
conducted on 37 alignments submitted on the questionnaire. The results of validity are known that the
question in criterion 9 is the "Challenge" regarding the Challenge of completing the Selera Nusantara
Game is an invalid statement, so it does not participate in the reliability test and quantitative
description analysis stage. Statements that are "invalid" have a value of rHitung < rTable.

The accuracy of a questionnaire is obtained if someone's answer statement is consistent or
stable over time [14]. The next step is a reliability test using the Cronbach’s Alfa method against 36
valid statements calculated in each criteria group. The reliability criteria are based on Gilford's
Reliability Comparison, in Table 4. The results of the reliability test can be seen in Table 5 and
obtained results of "high reliability" and "very high reliability", so that the results of the questionnaire
can be used.

Table 3. Gilford Reliability Coefficient

Reliability Coefficient Reliability Criteria
0,80< r1<1.00 Very High
0,60< r;<0,80 High
0,40< r3<0,60 Average
0,20<r1<0,40 Low
0,00<r1<0,20 Veru Low (unreliable)

Table 4. Cronbach's Alpha Reliability Test
No Game Factor Reliability Reliability

Coefficient Criteria

1 Game Goals 0,81 Very High
2 Game Mechanism 0,90 Very High
3 Interaction 0,88 Very High
4 Freedom 0,93 Very High
5 Game Fantasy 0,87 Very High
6 Narrative 0,87 Very High
7 Sensation 0,95 Very High
8 Game Value 0,92 Very High
9  Challenge 0,94 Very High
10 Mystery 0,78 High

11 Flow 0,90 Very High
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4.4. Quantitative Description Analysis Based on Game Design Factor Questionnaire (GDFQ) and
Interview Results

The results obtained from the Game Design Factor Questionnaire (GDFQ) which are directly
compared to the results of interviews with game developers are as follows:

4.4.1. Game Goals

Game Goals Result

ﬂ |
4
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Figure 2. Chart Game Goals

Game goals are the ultimate goal of this game, usually in the form of rewards for the completion of a
game. The results of the questionnaire obtained that as many as 37% chose to strongly agree and 41%
agreed that Selera Nusantara Game has and provides a clear goal regarding the reward that players
will receive when completing each level of the game. Percentages agree and strongly agree to give
high numbers and these results are in accordance with the design of the game designer that provides a
clear end goal for its users.

4.4.2. Game Mechanism

The Game Mechanism Factor discusses the way or flow when playing a game. A flow that is easy and
clear to play will provide satisfaction for the user and make users do not have to think too much when
playing it. The results of the questionnaire on this game mechanism were obtained 39% of
respondents had "strongly agreed" and 46% of respondents chose "agree", summed then for this factor
obtained a high figure of 85%. This result is in accordance with the design of the game designer when
making gameplay from Selera Nusantara Game that is to be easily played by its users and provide a
good user experience.
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Game Mechanism Result
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Figure 3. Chart Game Mechanism

4.4.3. Interaction

The Interaction Factor provides questionnaire results that most respondents choose "Strongly Agree"
and "Agree" i.e. by 39% and 46%, and if total to 85%. When compared to neutral, disapproving, and
strongly disagreeable results that are 9%, 0%, and 6%, it can be known if respondents are satisfied
with the design of interaction between players and Selera Nusantara Game. This good interaction
design will provide a good experience for the player. Game Designer Selera Nusantara Game
managed to create a design that provides a good experience for Selera Nusantara Game players.

Game Interaction Result
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Figure 4. Chart Game Interaction
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4.4.4, Freedom

Game Freedom Result
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Figure 5. Chart Game Freedom

On the Freedom factor, respondents chose "Neutral™ over "Strongly Agree", "Agree", "Disagree" and
"Strongly disagree™. The values obtained are "Strongly Agree" gets 24%, the answer "Agree" 30%,
"Neutral" 39%, the answer "Disagree” 2% and the answer "Strongly disagree" only 5%. The high
value of "Neutral" here indicates that respondents have not understood the freedom of players in
determining their own steps, targets, avatars, and other components in the Selera Nusantara Game.
Based on the results of the interview it is known that Game Designer has not designed the freedom of
control of the game to the user. However, this freedom factor provides input in the process of
developing Selera Nusantara games in the future.

4.4.5. Game Fantasy

Fantasy games are factors that provide a place for players to imagine or fantasize about the game
played. In the fantasy game factor, it is expected that players can enter into the story and visual design
designed by the game designer. The results of the questionnaire obtained that as many as 30% voted
strongly in agreement and 48% agreed that Selera Nusantara Game has visualizations and stories that
make players have experienced in situations and environments as designed by Game Designers.

Game Fantasy Result
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Figure 6. Chart Game Fantasy
4.4.6. Narrative
The narrative factor is a factor that processes from the side of the story. The results showed that
respondents voted 28% "Strongly Agree” and 39% "Agreed". This high number compared to the
choices of "Neutral”, "Disapproving" and "Strongly Disagree" proves that the story given to Selera
Nusantara Game provides such an experience in everyday life. The story design on Selera Nusantara
Game was successful in providing an experience to users, in accordance with the expectations of the
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Game Designer who designed stories such as soap operas that are very close to the daily life of the
target players, namely Indonesian women.

Game Narrative Result
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Figure 7. Chart Game Narrative

4.4.7. Sensation

On the Narrative factor, many respondents chose "Strongly Agree" which is 30%, and "Agree" as
much as 46%. The result is very far compared to "Disagree" which is 3% and "Strongly Disagree" at
5%. The results are very in accordance with the design of the game designer to provide experience for
players and make players more interested in playing the game. Game Designer uses reference games
similar that have a high sales rate, so players become very familiar with this type of game.

Game Sensation Result
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Figure 8. Chart Game Sensation

4.4.8. Game Value

The results of the game value analysis obtained the highest values in the answer "Agree" by 47% and
"Strongly agree" by 32%. This value shows that Selera Nusantara Same provides excellent value for
its players. Game Designer provides an artistic-backed Nusantara cuisine theme that is very similar to
the original. This provides the player with an experience of knowledge and memory of the cuisine that
arises in the game. The value of the theme of cuisine and art design that is close to the original
becomes an attraction for many people, especially Indonesians to play the Selera Nusantara Game.
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Game Value Result
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Figure 9. Chart Game Value

4.4.9. Challenge

Challenge is one of the factors that make people want to play a game. Selera Nusantara Game has a
Challenge that is not too heavy because it is designed to be played in a relaxed situation and does not
require a lot of time, but still provides an attraction for its players. The Challenge here is a positive
Challenge that provides happiness for its users [15]. Game Designer provides simple Challenges such
as adding buyers with more orders at each level increase, but with a limited time. In each chapter,
there is a new cuisine served on the Selera Nusantara Game. It is also a Challenge for players to
immediately complete tasks in each chapter. Game designers succeed in designing simple Challenges
but still encourage players to play. This can be proven by the results of a questionnaire that shows an
"Agree" value of 69%.

Game Challenge Result
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Figure 10. Chart Game Challenge

4.4.10. Game Mystery

Factor Game Mystery showed results of "Agree" by 39% and "Strongly Agree" by 22%. Players agree
that Game Selera Nusantara has surprises in each chapter, especially for the cuisines served. Game
Designer designs for each month the tone of new cuisines issued, to keep players from having a
different experience in each chapter. Players will wait for something new in the game Selera
Nusantara.

Game Mystery Result
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Figure 11. Chart Game Mystery
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4.4.11. Flow

Unlike in the other 10 factors, the game flow factor provides almost balanced results between answers
are "Strongly agree", "Agree", "Neutral", "Disagree”, and "Strongly disagree”. The percentages
obtained are "Strongly Agree" at 20%, "Agree" 29%, "Neutral" 26%, "Disagree" by 21%, and
"Strongly disagree" by 4%. This shows that there are players who experience very focus in playing the
Selera Nusantara Game so that they can ignore the surrounding environment. However, when
compared to the design of the game designer, actually Selera Nusantara Game is designed to make the
player not too focused on playing this game. The fast game completion time plan with gameplay that
is not too difficult, will allow players to immediately complete the game and immediately return to the
surrounding environment. This can happen if we look from the artistic side, the story, and mystery
given to the Selera Nusantara Game, which makes some people focused on this game.

Game Flow Result
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Figure 12. Chart Game Flow

5. Conclusion

The results of the evaluation that looked at the user experience using the Game Design Factor
Questionnaire (GDFQ) against casual genre Selera Nusantara Game showed that the game designer
had designed the Selera Nusantara Game concerning the characteristics and experience of the target
player. This is indicated by the choice of "agree" and "strongly agree" which is above 75% on factor
game goals, game mechanism, game interaction, fantasy games, narrative games, game sensation,
game value, and game Challenge. In factor game freedom, game mystery and game flow obtained
values with a not-so-significant difference between each selection criteria on the questionnaire shared.
This happens because the game designer has not designed for the needs of users against factor
freedom. The mystery factor and game flow have actually been designed in accordance with the user's
experience, but it turns out that from the respondent data has similar results so there needs to be a
review of this factor in order to get the expected goal.
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