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ABSTRAK 

 
Mobile Legends Bang Bang adalah salah satu game online berbasis MOBA yang dirilis oleh Moonton pada 
bulan Juli 2016. Sejak itu, Mobile Legends Bang Bang telah mencapai 1 miliar kali unduhan dan mencapai 
pemain bulanan sebanyak 100 juta. Hal tersebut menunjukkan bahwa Mobile Legends Bang Bang 
memiliki daya tarik yang dapat memikat para pemainnya. Tujuan dari penelitian ini ialah untuk 
mengetahui kualitas dari game Mobile Legends Bang Bang dengan fokus kepada pengalaman bermain 
atau user experience pengguna. Game Experience Questionnaire yang telah didesain khusus untuk 
mengukur pengalaman pemain dalam bermain game adalah metode yang digunakan pada penelitian ini. 
Teknik purposive sampling ialah pengumpulan data yang digunakan pada penelitian ini dengan 
menyebarkan kuesioner secara online, sehingga didapatkan total responden sebanyak 130 responden di 
seluruh Indonesia. Hasil dari penelitian ini ialah dalam bentuk identifikasi pengalaman pengguna selama 
bermain game Mobile Legends Bang Bang berdasarkan 14 komponen di dalam Game Experience 
Quetionnaire. Berdasarkan dari hasil pengolahan data komponen yang mendapatkan nilai tertinggi ialah 
komponen immersion, flow, competence, positive affect, empathy, negative feelings, behavioral 
involvement, positive experience, dan tiredness. Faktor atau komponen yang paling mempengaruhi 
pengalaman pengguna dalam bermain game Mobile Legends Bang Bang adalah komponen immersion, 
flow, competence, positive affect, empathy, negative feelings, behavioral involvement, positive 
experience, dan tiredness.  
 
Kata Kunci : Game Experience Questionnaire, User Experience, Mobile Legends Bang Bang.  



 

 

ABSTRACT 

 
Mobile Legends Bang Bang is a MOBA-based online game released by Moonton in July 2016. Since then, 
Mobile Legends Bang Bang has reached 1 billion downloads and reached 100 million monthly players. This 
shows that Mobile Legends Bang Bang has an attraction that can attract players. The purpose of this study 
is to determine the quality of the Mobile Legends Bang Bang game with a focus on user experience. The 
Game Experience Questionnaire which has been specifically designed to measure the player's experience 
in playing games is the method used in this study. The purposive sampling technique is the data collection 
used in this study by distributing questionnaires online, so that a total of 130 respondents were obtained 
throughout Indonesia. The results of this study are in the form of identifying user experience while playing 
the Mobile Legends Bang Bang game based on 14 components in the Game Experience Quetionnaire. 
Based on the results of data processing, the components that get the highest score are the components of 
immersion, flow, competence, positive affect, empathy, negative feelings, behavioral involvement, 
positive experience, and tiredness. The factors or components that most influence user experience in 
playing the Mobile Legends Bang Bang game are the components of immersion, flow, competence, 
positive affect, empathy, negative feelings, behavioral involvement, positive experience, and tiredness. 
 
Keywords: Game Experience Questionnaire, User Experience, Mobile Legends Bang Bang. 

  



 

 

 

DAFTAR ISI 

  
LEMBAR PENGESAHAN ······················································ Error! Bookmark not defined. 
LEMBAR PENYATAAN ········································································································ 2 
PRAKATA ··························································································································· 4 
ABSTRAK ···························································································································· 5 
ABSTRACT ·························································································································· 6 
DAFTAR ISI ························································································································· 7 
DAFTAR GAMBAR ·············································································································· 9 
DAFTAR TABEL ················································································································ 10 
BAB I . PENDAHULUAN ··································································································· 11 

1.1 Latar Belakang ······································································································ 11 
1.2 Perumusan Masalah ····························································································· 13 
1.3 Pertanyaan Penelitian ··························································································· 14 
1.4 Tujuan Penelitian ·································································································· 14 
1.5 Batasan Masalah ·································································································· 14 
1.6 Manfaat Penelitian ······························································································· 15 
1.7 Bagan Keterkaitan ································································································ 15 

BAB II . TINJAUAN PUSTAKA ··························································································· 16 
2.1 Studi Sebelumnya ·································································································· 16 
2.2 Dasar Teori ············································································································ 24 

2.2.1 Game ·············································································································· 24 
2.2.2 Mobile Legends Bang Bang············································································ 24 
2.2.3 User Experience ······························································································ 25 
2.2.4 Game Experience Questionnaire (GEQ) ························································· 26 

BAB III . METODOLOGI PENELITIAN ················································································ 32 
3.1 Tahapan Penelitian ······························································································· 32 

3.1.1 Studi Literatur ································································································ 32 
3.1.2 Penentuan Populasi Penelitian ······································································ 33 
3.1.3 Penentuan Sampel Penelitian ········································································ 33 
3.1.4 Pengumpulan Data ························································································ 35 
3.1.5 Pengolahan Data ···························································································· 35 
3.1.6 Analisis User Experience················································································· 39 
3.1.7 Interpretasi dan Penyusunan Laporan Hasil Analisis ····································· 39 

3.2 Metode Penelitian ································································································· 39 
3.3 Instrumen Penelitian ····························································································· 41 

BAB IV . HASIL DAN PEMBAHASAN ················································································· 53 
4.1 Demografi Responden ··························································································· 53 

4.1.1 Jenis Kelamin ·································································································· 53 
4.1.2 Usia ················································································································ 54 
4.1.3 Domisili Responden ······················································································· 55 
4.1.4 Status Pekerjaan ···························································································· 56 
4.1.5 Karakteristik Pemain ······················································································ 56 

4.2 Uji Kualitas Data ··································································································· 59 
4.2.1 Uji Validitas ···································································································· 59 
4.2.2 Uji Reliabilitas ································································································ 63 



 

 

4.3 Hasil Pengolahan Data·························································································· 64 
4.3.1 Hasil Pengolahan Data Berdasarkan Item Kuesioner ···································· 65 
4.3.2 Hasil Pengolahan Data Berdasarkan Komponen GEQ ··································· 73 

4.4 Hasil Analisis Data································································································· 74 
4.4.1 Core Module ··································································································· 75 
4.4.2 Social Presence Module ················································································· 82 
4.4.3 Post-Game Module ························································································ 84 

4.5 Hasil Analisis Mendetail & Rekomendasi ······························································ 87 
4.5.1 Analisis Mendetail ·························································································· 87 
4.5.2 Rekomendasi untuk Pengembangan ····························································· 88 

BAB V. KESIMPULAN DAN SARAN ··················································································· 90 
5.1 Kesimpulan ······································································································ 90 
5.2 Saran ··············································································································· 90 

DAFTAR PUSTAKA ··········································································································· 92 
Lampiran ························································································································· 97 
TABEL REVISI ················································································································· 110 
 

 

 

 

 

 

 

 

 

 

 

 

  



 

 

DAFTAR GAMBAR 

 
Gambar 1. 1 Bagan Keterkaitan ............................................................................. 15 
Gambar 2. 1 Struktur Modular Game Experience Questionnaire ......................... 27 
Gambar 3. 1 Tahapan Penelitian ........................................................................... 32 
Gambar 4. 1 Diagram Lingkaran Jenis Kelamin Responden .................................. 53 
Gambar 4. 2 Diagram Batang Usia Responden ...................................................... 54 
Gambar 4. 3 Diagram Batang Distribusi Domisili Provinsi Responden .................. 55 
Gambar 4. 4 Diagram Batang Pekerjaan Responden ............................................ 56 
Gambar 4. 5 Diagram Lingkaran Lama Bermain Responden ................................. 57 
Gambar 4. 6 Diagram Lingkaran Rank Responden ................................................ 57 
Gambar 4. 7 Diagram Frekuensi Bermain Mobile Legends dalam Seminggu ....... 58 
Gambar 4. 8 Diagram Lingkaran Durasi Bermain dalam Satu Hari ........................ 58 
Gambar 4. 9 Device yang digunakan Responden Bermain Game Mobile Legends59 
Gambar 4. 10 Ulasan Pengguna Mobile Legends terhadap Immersion ................ 76 
Gambar 4. 11 Ulasan Pengguna Mobile Legends terhadap Positive Affect .......... 79 
Gambar 4. 12 Ulasan Pengguna Mobile Legends terhadap Negative Affect ......... 80 
Gambar 4. 13 Ulasan Pengguna Mobile Legends terhadap Tension ..................... 81 

 
  



 

 

DAFTAR TABEL 

 
Tabel 2. 1 Tabel Perbandingan .............................................................................. 19 
Tabel 3. 1 Kriteria Nilai Mean [39] ......................................................................... 38 
Tabel 3. 2 Core Module [25] ................................................................................... 41 
Tabel 3. 3 Komponen Core Module [25] ............................................................... 42 
Tabel 3. 4 Social Presence Module [25] ................................................................. 43 
Tabel 3. 5 Komponen Social Presence Module [25] ............................................... 44 
Tabel 3. 6 Post-Game Module [25] ........................................................................ 44 
Tabel 3. 7 Komponen Post-Game Module [25] ..................................................... 45 
Tabel 3. 8 Item Pertanyaan Kuesioner [25] ........................................................... 45 
Tabel 3. 9 Skala Likert 5 Poin ................................................................................. 52 
Tabel 4. 1 Rangkuman Hasil Uji Validitas Core Module ......................................... 60 
Tabel 4. 2 Rangkuman Hasil Uji Validitas Social Presence Module ....................... 62 
Tabel 4. 3 Rangkuman Hasil Uji Validitas Post-Game Module .............................. 63 
Tabel 4. 4 Rangkuman Hasil Uji Reliabilitas ........................................................... 64 
Tabel 4. 5 Mean Tiga Modul (GEQ) Game Experience Questionnaire ................... 64 
Tabel 4. 6 Hasil Olah Data Item Kuesioner Core Module ....................................... 65 
Tabel 4. 7 Hasil Olah Data Item Kuesioner Social Presence Module ..................... 69 
Tabel 4. 8 Hasil Olah Data Item Kuesioner Post-Game Module ............................ 71 
Tabel 4. 9 Hasil Olah Data Berdasarkan Komponen .............................................. 73 
Tabel 4. 1 Rangkuman Hasil Uji Validitas Core Module ......................................... 60 
Tabel 4. 2 Rangkuman Hasil Uji Validitas Social Presence Module ....................... 62 
Tabel 4. 3 Rangkuman Hasil Uji Validitas Post-Game Module .............................. 63 
Tabel 4. 4 Rangkuman Hasil Uji Reliabilitas ........................................................... 64 
Tabel 4. 5 Mean Tiga Modul (GEQ) Game Experience Questionnaire ................... 64 
Tabel 4. 6 Hasil Olah Data Item Kuesioner Core Module ....................................... 65 
Tabel 4. 7 Hasil Olah Data Item Kuesioner Social Presence Module ..................... 69 
Tabel 4. 8 Hasil Olah Data Item Kuesioner Post-Game Module ............................ 71 
Tabel 4. 9 Hasil Olah Data Berdasarkan Komponen .............................................. 73 

 
 


