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ABSTRAK

Grow a Garden merupakan salah satu game simulasi berkebun berbasis user-generated
content pada platform Roblox yang sempat mencapai puncak popularitas dengan lebih
dari 21,6 juta pemain aktif secara bersamaan, namun kemudian mengalami penurunan
Jjumlah pemain akibat pembaruan vang dinilai tidak seimbang, elemen pay-to-win, serta
berbagai masalah teknis. Penelitian ini bertujuan menganalisis pengalaman pengguna
game Grow a Garden dengan mengukur tingkat usability menggunakan metode System
Usability Scale (SUS) dan kualitas pengalaman pengguna menggunakan User Experience
Questionnaire (UEQ). Data dikumpulkan melalui kuesioner daring vang disebarkan
kepada pengguna Roblox di Indonesia berusia 13 tahun ke atas vang pernah memainkan
game tersebut, dengan teknik purposive sampling dan memperoleh 254 responden valid
Pengolahan data dilakukan menggunakan Microsoft Excel, SPSS, dan UEQ Data Analysis
Tool. Hasil penelitian menunjukkan bahwa skor SUS memperoleh nilai rata-rata 71,48
vang berada di atas nilai standar 68 sehingga tergolong baik, sementara keenam dimensi
UEQ memperoleh nilai positif dengan Attractiveness sebagai nilai tertinggi (1,490) dan
Stimulation sebagai nilai terendah (1,157). Dengan demikian, game Grow a Garden
dinilai memiliki tingkat usability yang baik sekaligus kualitas pengalaman pengguna yang

positif.

Kata kunci: User Experience, Grow a Garden, Roblox, System Usability Scale, User
Experience Questionnaire

Abstract

Grow a Garden is a user-generated gardening simulation game on the Roblox platform
that once reached peak popularity with more than 21.6 million concurrent active playvers,
but later experienced a decline in playvers due to updates perceived as unbalanced, pay-to-
win elements, and wvarious technical problems. This study aims to analyze the user
experience of Grow a Garden by measuring its usability level using the Svstem Usability
Scale (SUS) method and the quality of user experience using the User Experience
Questionnaire (UEQ). Data were collected through an online questionnaire distributed to
Roblox users in Indonesia aged 13 and above who had plaved the game, using a purposive
sampling technique and obtaining 254 valid respondents. Data were processed using
Microsoft Excel, SPSS, and the UEQ Data Analysis Tool. The results show that the SUS
score obtained an average value of 71.48, above the standard value of 68 and therefore
categorized as good, while all six UEQ dimensions obtained positive values, with
Attractiveness as the highest (1.490) and Stimulation as the lowest (1.157). Thus, Grow a
Garden is considered to have good wusability as well as a positive quality of user
experience.

Keywords: User Experience, Grow a Garden, Roblox, System Usability Scale, User
Experience Questionnaire
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1. Dilarang menvebarluaskan dokumen tanpa 1zin.

2. Dilarang melakukan plagiasi.

3. Pelanggaran diberlakukan sanksi sesuai peraturan UU Hak Cipta. i
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