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THE EFFICIENCY OF THE 3D DIGITAL GAME PROTOTYPE
WITH HEURISTICS MEASUREMENTS FOR DESIGN IN
THE CASE OF THE COMPUTER GAME FOR EDUCATION
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Abstract

Research on the efficiency of 3D digital game initials with heuristics measures for
design, with the purpose and scope of research for 1) developing 3D digital game models
with a fighting style 2) evaluating 3D games with evaluation software 3) evaluation for
evaluation Heuristics for design for undergraduate students in the field of innovation and
computer studies, the Faculty of Science, the University of the Crown. The first is a 3-D
digital game design and development tool for the Game Guru MAX program, which uses
the 3D animation to create the game Item, Scenes, and Hide-Insanitation for character or
scene or item design. Additional basic program Adobe Illustrator CC uses to create more
scene images, description tags, question tasks. Adobe After effects CC, which is used to
insert additional effects into video clips. Adobe PremierePro, which is used to cut video
clips and sound, provides a 3D digital game preview tool for game program evaluation
and evaluation. The tool used to evaluate video evaluation tools is: 3) Ital 3D, heuristics
for design, is evaluated by software engineering experts, digital game experts. An expert
in educational technology, an expert in the evaluation of questions, based on the
evaluation checklist selected by the analyst from the Heuristic Evaluation on Mobile
Interfaces: A New Checklist (2016), which compiled a list of forensic assessments based
on the Heil's 3 Neilsen device.Playback combined with the application of ISO/ICE 9126-3
internal quality in the game framework, which leads to analysis and summary of data
that meets all three research challenges, whether it's a game development model.
The quality of the game templates and the efficiency of the evaluation of the quality of

the game templates that the developers present in detail.

Keyword: Game prototype assessment, 3D digital game, Design heuristics
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