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ABSTRAK 

  

Platform digital dapat menjadi pilihan untuk mencari hiburan dan 

kesenangan dengan bermain game yang tersedia. Salah satu platform digital yang 

populer di Indonesia yaitu Steam. Pengalaman pengguna dalam menggunakan 

Steam mendapat penilaian yang rendah dan respon yang kurang baik dari pengguna.  

Tujuan dari penelitian ini adalah untuk menganalisis user experience 

aplikasi Steam. Metode analisis user experience yang digunakan yaitu HEART 

Framework. Variabel yang terlibat untuk dilakukan analisis meliputi Happiness, 

Engagement, Adoption, Retention dan Task Success. Penentuan sampel pada 

penelitian ini menggunakan purposive sampling. Jumlah responden yang didapat 

yaitu 105 responden dan diperoleh melalui penyebara kuesioner.  

Hasil dari penelitian ini menunjukkan bahwa presentase variabel Happiness 

(88.30%). Engagement (86.66%), Adoption (87.29%), Retention (88.76%), Task 

Success (89.06%). Kelima variabel telah mencapai goals dengan kriteria 80% yaitu 

Happiness, Task Success, Engagement, Retention dan Task Success. 

 

Kata Kunci : User Experience, Steam, HEART Framework  
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ABSTRACT 

 

Digital platforms can be an option to find entertainment and fun by playing 

the games available. One of the popular digital platforms in Indonesia is Steam. 

User experience in using Steam received a low rating and unfavorable response 

from users.  

The purpose of this research is to analyze the user experience of the Steam 

application. The user experience analysis method used is the HEART Framework. 

The variables involved for analysis include Happiness, Engagement, Adoption, 

Retention and Task Success. Determination of the sample in this study using 

purposive sampling. The number of respondents obtained was 105 respondents and 

obtained through distributing questionnaires.  

The results of this study indicate that the percentage of Happiness variables 

(88.30%). Engagement (86.66%), Adoption (87.29%), Retention (88.76%), Task 

Success (89.06%). The five variables have achieved goals with 80% criteria, 

namely Happiness, Task Success, Engagement, Retention and Task Success. 

 

Keyword : User experience, Steam, HEART Framework 
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