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‭ABSTRAK‬

‭This‬ ‭study‬ ‭explores‬‭the‬‭design‬‭process‬‭of‬‭visual‬‭assets‬‭and‬‭characters‬‭for‬
‭the‬ ‭development‬ ‭of‬ ‭the‬ ‭game‬ ‭House‬ ‭of‬ ‭Everlast,‬ ‭using‬ ‭a‬ ‭pixel‬ ‭art‬ ‭visual‬ ‭style‬
‭approach.‬ ‭The‬ ‭primary‬ ‭focus‬ ‭of‬ ‭this‬ ‭project‬ ‭is‬ ‭to‬‭create‬‭visual‬‭elements‬‭that‬‭not‬
‭only‬‭enhance‬‭the‬‭game's‬‭mysterious‬‭atmosphere‬‭but‬‭also‬‭reinforce‬‭the‬‭delivery‬‭of‬
‭its‬ ‭emotional‬ ‭narrative.‬ ‭The‬ ‭design‬ ‭process‬ ‭follows‬ ‭the‬ ‭Double‬ ‭Diamond‬
‭framework,‬ ‭which‬ ‭consists‬ ‭of‬ ‭four‬ ‭key‬ ‭stages:‬ ‭Discover,‬ ‭Define,‬ ‭Develop,‬ ‭and‬
‭Deliver.‬ ‭The‬ ‭Discover‬ ‭stage‬ ‭involves‬‭collecting‬‭visual‬‭references‬‭and‬‭conducting‬
‭mood‬ ‭studies,‬ ‭followed‬‭by‬‭the‬‭Define‬‭stage‬‭where‬‭findings‬‭are‬‭synthesized‬‭into‬‭a‬
‭clear‬ ‭visual‬ ‭direction‬ ‭based‬ ‭on‬ ‭the‬ ‭Game‬ ‭Design‬ ‭Document‬ ‭(GDD).‬ ‭In‬ ‭the‬
‭Develop‬ ‭stage,‬ ‭asset‬ ‭production‬ ‭is‬ ‭carried‬ ‭out‬ ‭using‬ ‭Clip‬ ‭Studio‬ ‭Paint‬ ‭and‬
‭Aseprite.‬ ‭The‬ ‭final‬ ‭stage,‬ ‭Deliver,‬‭includes‬‭the‬‭assembly‬‭of‬‭completed‬‭assets‬‭and‬
‭quality‬ ‭validation‬ ‭through‬ ‭online‬ ‭questionnaires.‬ ‭The‬ ‭evaluation‬ ‭results‬‭indicate‬
‭that‬ ‭the‬ ‭chosen‬ ‭visual‬ ‭approach‬ ‭effectively‬ ‭represents‬ ‭emotion,‬ ‭mood,‬ ‭and‬
‭character.‬‭These‬‭findings‬‭suggest‬‭that‬‭pixel‬‭art,‬‭when‬‭designed‬‭systematically‬‭and‬
‭contextually,‬‭holds‬‭significant‬‭potential‬‭as‬‭a‬‭communicative‬‭and‬‭expressive‬‭visual‬
‭medium in games.‬

‭Keywords:‬‭pixel art, character design, game visual‬‭assets, Double‬
‭Diamond, House of Everlast‬

‭Penelitian‬‭ini‬‭mengeksplorasi‬‭proses‬‭perancangan‬‭aset‬‭visual‬‭dan‬‭karakter‬
‭dalam‬ ‭pengembangan‬ ‭game‬ ‭“House‬ ‭of‬ ‭Everlast”‬‭dengan‬‭pendekatan‬‭gaya‬‭visual‬
‭pixel‬ ‭art.‬ ‭Fokus‬ ‭utama‬ ‭dari‬ ‭proyek‬ ‭ini‬ ‭adalah‬ ‭menciptakan‬ ‭elemen‬ ‭visual‬ ‭yang‬
‭tidak‬ ‭hanya‬ ‭mendukung‬ ‭atmosfer‬ ‭misterius‬ ‭dalam‬ ‭permainan,‬ ‭tetapi‬ ‭juga‬
‭memperkuat‬ ‭penyampaian‬ ‭narasi‬ ‭emosional‬ ‭yang‬ ‭menjadi‬ ‭inti‬ ‭dari‬ ‭pengalaman‬
‭bermain.‬ ‭Metode‬ ‭desain‬ ‭yang‬ ‭digunakan‬ ‭mengacu‬ ‭pada‬ ‭kerangka‬ ‭kerja‬ ‭Double‬
‭Diamond,‬ ‭yang‬ ‭mencakup‬ ‭empat‬ ‭tahap‬ ‭utama:‬ ‭Discover,‬ ‭Define,‬ ‭Develop,‬ ‭dan‬
‭Deliver.‬ ‭Tahap‬‭Discover‬‭diawali‬‭dengan‬‭pengumpulan‬‭referensi‬‭visual‬‭serta‬‭studi‬
‭suasana‬ ‭yang‬ ‭relevan,‬ ‭dilanjutkan‬ ‭dengan‬ ‭Define‬ ‭yang‬ ‭memfokuskan‬ ‭hasil‬
‭eksplorasi‬‭menjadi‬‭arah‬‭desain‬‭yang‬‭konkret‬‭berdasarkan‬‭dokumen‬‭Game‬‭Design‬
‭Document‬ ‭(GDD).‬ ‭Pada‬ ‭tahap‬ ‭Develop,‬ ‭produksi‬ ‭aset‬ ‭dilakukan‬ ‭menggunakan‬
‭perangkat‬ ‭lunak‬ ‭Clip‬ ‭Studio‬ ‭Paint‬ ‭dan‬ ‭Aseprite.‬ ‭Selanjutnya,‬ ‭tahap‬ ‭Deliver‬
‭melibatkan‬ ‭pengumpulan‬ ‭aset‬ ‭final‬ ‭serta‬ ‭proses‬ ‭validasi‬ ‭kualitas‬ ‭melalui‬
‭penyebaran‬ ‭kuesioner‬ ‭daring.‬ ‭Hasil‬ ‭evaluasi‬ ‭menunjukkan‬ ‭bahwa‬ ‭pendekatan‬
‭visual‬ ‭yang‬ ‭diterapkan‬ ‭mampu‬ ‭merepresentasikan‬ ‭emosi,‬ ‭suasana,‬ ‭dan‬ ‭karakter‬
‭dengan‬ ‭baik.‬ ‭Ini‬ ‭mengindikasikan‬ ‭bahwa‬ ‭pixel‬ ‭art,‬ ‭apabila‬ ‭dirancang‬ ‭secara‬
‭sistematis‬ ‭dan‬ ‭kontekstual,‬ ‭memiliki‬ ‭potensi‬ ‭besar‬ ‭sebagai‬ ‭media‬ ‭visual‬ ‭yang‬
‭komunikatif dan ekspresif dalam game.‬

‭Kata Kunci:‬‭pixel art, desain karakter, aset visual‬‭game, Double‬
‭Diamond, House of Everlast‬
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