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ABSTRAK 

 

Analisis User Experience Pada Game FIFA Mobile dengan Menggunakan 

Metode Game Design Factors Questionnaire 

 

FIFA Mobile merupakan permainan yang bertemakan simulasi sepak bola yang 

dikembangkan oleh EA Sports dan EA Canada diterbitkan oleh EA Sports untuk 

perangkat IOS dan Android pada Oktober 2016. Penelitian ini menganalisis kualitas 

User Experience pada gim FIFA Mobile berdasarkan pengalaman pengguna 

menggunakan metode Game Design Factors Questionnaire. Penelitian ini 

dilakukan secara kuantitatif. Teknik penentuan sampel dan populasi menggunakan 

Simple Random Sampling dengan total responden yang didapat sebanyak 105 

responden dengan menggunakan rumus Lemeshow karena total populasi tidak 

diketahui. Hasil analisis menunjukkan kategori cukup baik mendominasi pada 

permainan FIFA Mobile dengan total 7 faktor seperti game goals, game 

mechanism, interaction, freedom, game fantasy, sensation, dan mystery untuk 

dikembangkan lebih baik lagi. 

 

Kata Kunci: FIFA Mobile; Simulasi; Game Design Factors Questionnaire; 

Kuantitatif. 
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ABSTRACT 

 

Analysis of User Experience in FIFA Mobile Game Using the Game Design 

Factors Questionnaire Method. 

 

FIFA Mobile is a soccer simulation game developed by EA Sports and EA 

Canada, published by EA Sports for iOS and Android devices in October 2016. 

This research analyzes the quality of User Experience in FIFA Mobile game based 

on user experiences using the Game Design Factors Questionnaire method. The 

research was conducted using quantitative approaches. Simple Random Sampling 

technique was used to determine the sample and population, with a total of 105 

respondents obtained using the Lemeshow formula as the total population was 

unknown. The analysis results indicate that the category of "quite good" dominates 

in FIFA Mobile game, with a total of 7 factors such as game goals, game 

mechanism, interaction, freedom, game fantasy, sensation, and mystery to be 

further developed.  

 

Keywords: FIFA Mobile; Simulation; Game Design Factors Questionnaire; 

Quantitative. 
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