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ANALISIS KOMPARATIF USABILITY DAN USER EXPERIENCE
GAME MOBILE LEGENDS DENGAN ARENA OF VALOR
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Abstrak

Penelitian ini bertujuan untuk menganalisis, serta membandingkan tingkat usabilitas dan
pengalamana pengguna dari game Mobile legendss dan Arena of Valor menggunakan
metode SUS dan UEQ-SF. Dengan total responden sebanvak 101 orang, data dipilih
berdasarkan kriteria vaitu, responden wumur 12-35 Tahun, pengguna atau pernah
menggunakan Mobile legendss dan Arena of Valor sekaligus, serta menggunakan kedua
game tersebut selama minimal 6 bulan. Hasil analisis usability dengan metode SUS
menunjukkan Mobile legendss memperoleh skor SUS 70,29 (Marginal “C”), lebih tinggi
dibanding dengan Arena of Valor yang hanva mendapar skor SUS 56,73 (Marginal “D”).
Analisis pengalaman pengguna menggunakan metode UEQ-SF juga mendapat hasil dengan
Mobile legendss memperoleh nilai Pragmatic Quality sebesar 1,53713, Hedonic Quality
sebesar 1,51485, dan Overall User Experience sebesar 1,52599. Sementara itu, Arena of
Valor memperoleh nilai Pragmatic Quality sebesar 1,33416, Hedonic Quality sebesar
1,48020, dan Overall User Experience sebesar 1,40718. Meskipun rata-rata skor Mobile
legendss: BangBang konsisten sedikit lebih tinggi pada ketiga aspek, selisih tersebut belum
cukup kuat secara statistik (pada taraf signifikansi a = 0,05) untuk menvatakan bahwa satu
game secara nyvata lebih ungeul dari game lainnya.

Kata kunci: SUS, UEQ-SF, Usability, Mobile legendss, AoV
Abstract

This study aims to analyze and compare the usability levels and user experiences of the
games Mobile legendss and Arena of Valor using the SUS and UEQ-SF methods. Data was
collected from 101 respondents based on specific criteria: individuals aged 12—35 who
currently use or have used both Mobile legendss and Arena of Valor, and who have played
both games for at least six months. Usability analysis using the SUS method revealed that
Mobile legendss achieved a score of 70.29 (Marginal "C"), outperforming *Arena of Valor®
which scored 56.73 (Marginal "D"). User experience analysis using the UEQ-SF method
showed that Mobile legendss obtained a Pragmatic Quality score of 1.53713, a Hedonic
Quality score of 1.51485, and an Overall User Experience score of 1.52599. Meanwhile,
Arena of Valor recorded a Pragmatic Quality score of 1.33416, a Hedonic Quality score of
1.48020, and an Overall User Experience score of 1.40718. Although the average scores for
Mobile legendss were consistently slightly higher across all three aspects, the differences
were not statistically significant (at the o = 0.05 level) enough to conclude that one game is
demonstrably superior to the other.

Keywords: SUS, UEQ-SF, Usability, Mobile legendss, AoV
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