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INTISARI

Tim E-Sports Paper Rex (PRX) dikenal dengan strategi serangannya yang agresif dalam
kompetisi Valorant. Data taktis mendalam, seperti komposisi Agent dan rute serangan
spesifik, sering kali sulit diakses dan dianalisis secara cepat karena penyajian Visual yang
kurang optimal pada platform yang tersedia. Penelitian ini bertujuan untuk merancang
dan mengembangkan Visualisasi data berbasis web dengan fokus utama pada
perancangan User Experience (UX) dan User Interface (Ul) yang intuitif dan efisien.
Fokus analisis data tertuju pada Statistik Pemilihan Agent dan Peta Strategi Aggressive
Push yang digunakan PRX selama turnamen VCT Masters Toronto 2025. Metode yang
digunakan adalah Metode Profotyping yang iteratif, memungkinkan pengumpulan umpan
balik desain secara berkala. Hasilnya adalah desain website yang dikembangkan
berdasarkan prinsip Design Thinking, menampilkan grafik dan overlay peta interaktif
yang dirancang untuk meminimalkan cognitive load pengguna. Validasi desain dilakukan
melalui Pengujian Usability (Usability Testing) terhadap analis dan penggemar E-Sports.
Kesimpulannya, penerapan prinsip UX/UI secara ketat terbukti efektif dalam
menyederhanakan data taktis yang kompleks, menghasilkan alat analisis yang usable dan
mudah dipahami, sehingga memberikan kontribusi signifikan terhadap studi Multimedia

Interaktif di bidang Analisis E-Sports.

Kata kunci: Perancangan UI/UX, Visualisasi Data, Multimedia Interaktif, Analisis £-

Sports, Valorant, Paper Rex.
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ABSTRACT

The E-Sports team Paper Rex (PRX) is renowned for its aggressive attack strategies in
Valorant competitions. However, in-depth tactical data, such as Agent composition and
specific attack routes, is often challenging to access and analyze quickly due to
suboptimal Visual presentation on existing platforms. This research aims to design and
develop a web-based data Visualization tool with a primary focus on the User Experience
(UX) and User Interface (Ul) design to ensure intuitive and efficient analysis. The core
data analysis focuses on the Agent Pick Statistics and Aggressive Push Map Strategies
utilized by PRX specifically during the VCT Masters Toronto 2025 tournament. The
Prototyping Methodology is employed, allowing for iterative collection of design
feedback. The result is a website design developed based on Design Thinking principles,
featuring interactive charts and map overlays engineered to minimize user cognitive load.
Design validation is performed through Usability Testing on E-Sports analysts-and fans.
In conclusion, the rigorous application of UX/UI principles proves effective in simplifying
complex tactical data, resulting in an analyzable and easily comprehensible tool that

contributes significantly to the study of Interactive Multimedia in E-Sports Analysis.

Keyword: UI/UX Design, Data Visualization, Interactive Multimedia, E-Sports Analysis,

Valorant, Paper Rex.
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