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INTISARI

Penelitian ini menganalisis kepuasan pemain Game Solo Leveling: Arise dengan menggunakan metode
Game Experience Questionnaire (GEQ). Metode ini mengevaluasi komponen utama pengalaman
pengguna, termasuk immersion, flow, competence, positive affect, Empathy, Behavioral Involvement,
Positive Experience, Challenge , tension , Negative Feelings, dan Returning to Reality. Hasil menunjukkan
bahwa komponen immersion memiliki nilai mean sangat tinggi, menunjukkan kemampuan game untuk
menarik pemain. Komponen flow, competence, positive affect, Empathy, Behavioral Involvement, dan
Positive Experience juga mendapatkan nilai mean tinggi, menandakan pemain menikmati alur cerita
yang menarik, merasakan semangat kompetitif, dan merasakan efek positif serta peningkatan empati.
Komponen Challenge , tension , Negative Feelings, dan Returning to Reality memiliki nilai mean sedang.
Ini menunjukkan bahwa pemain dapat mempertimbangkan hal lain, tidak mudah tersinggung atau
frustrasi, merasa lebih santai, dan menggunakan game untuk mengembalikan suasana hati. Penelitian
ini menggunakan survei kepada pemain Game Solo Leveling: Arise. Keterbatasan penelitian ini adalah
hanya menganalisis pengalaman pengguna dengan metode GEQ tanpa perbandingan elemen dalam
game. Penelitian selanjutnya disarankan menggunakan wawancara mendalam (in-depth interview)
untuk mendapatkan wawasan lebih dalam dan mungkin menemukan komponen baru yang relevan
untuk evaluasi game di berbagai platform, baik mobile maupun PC.

Kata Kunci: Game Experience Questionnaire; User Experience; SOLO LEVELING: ARISE



ABSTRACT

This study analyzes player satisfaction in the Game Solo Leveling: Arise using the Game
Experience Questionnaire (GEQ) method. This method evaluates key components of
User Experience, including immersion, flow, competence, positive affect, Empathy,
Behavioral Involvement, Positive Experience, Challenge , tension , Negative Feelings,
and Returning to Reality. The results show that the immersion component has a very
high mean score, indicating the game's ability to attract players. The components of
flow, competence, positive affect, Empathy, Behavioral Involvement, and Positive
Experience also received high mean scores, indicating that players enjoy the engaging
storyline, feel a competitive spirit, and experience Positive affects as well as increased
Empathy. The components of Challenge , tension , Negative Feelings, and Returning to
Reality have moderate mean scores. This indicates that players can still consider other
things, are not easily offended or frustrated, feel more relaxed, and use the game to
improve their mood. This study utilized a survey distributed to players of Solo Leveling:
Arise. The limitation of this study is that it only analyzes User Experience using the GEQ
method without comparing elements within the game. Future research is suggested to
use in-depth interviews to gain deeper insights and possibly identify new components

relevant for evaluating games on various platforms, both mobile and PC.

Keywords: Game Experience Questionnaire; User Experience; SOLO LEVELING: ARISE
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