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INTISARI 

 

Stardew Valley adalah game simulasi pertanian yang dikembangkan secara independen oleh Eric Barone 
(ConcernedApe) dan pertama kali dirilis pada tahun 2016. Game ini mendapatkan popularitas yang luar 
biasa karena menghadirkan gameplay yang santai namun mendalam, serta memungkinkan pemain untuk 
menjalani kehidupan virtual melalui aktivitas bertani, bersosialisasi, dan mengeksplorasi dunia game 
secara bebas. Penelitian ini bertujuan untuk menganalisis pengaruh pengalaman bermain terhadap 
keterlibatan pemain dalam Stardew Valley dengan menggunakan metode Game Experience Questionnaire 
(GEQ) dan Game Engagement Questionnaire (GEngQ). Data dikumpulkan melalui penyebaran kuesioner 
secara daring kepada komunitas pemain di Indonesia menggunakan teknik purposive sampling, 
menghasilkan 419 responden aktif. Penelitian ini menguji hipotesis bahwa terdapat pengaruh positif dan 
signifikan antara dimensi pengalaman bermain seperti Immersion, Flow, Competence, Challenge, 
Empathy, Behavioral Involvement, dan Positive Affect terhadap tiga aspek keterlibatan pemain, yaitu Flow, 
Absorption, dan Presence. Hasil analisis menunjukkan bahwa Immersion menjadi faktor paling dominan 
dalam membentuk pengalaman bermain, sedangkan Flow merupakan elemen utama dalam mendorong 
keterlibatan jangka panjang. Uji SEM-PLS mengonfirmasi bahwa sebagian besar dimensi pengalaman 
bermain berpengaruh signifikan terhadap keterlibatan pemain. Temuan ini memberikan masukan penting 
bagi pengembang game dalam menciptakan desain permainan yang lebih engaging secara emosional dan 
kognitif. 

Kata Kunci: Stardew Valley, Game Experience Questionnaire, Game Engagement Questionnaire, Player 
Engagement, Pengujian Hipotesis. 
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ABSTRACT 

 

Stardew Valley is a farming simulation game developed independently by Eric Barone (ConcernedApe) and 
first released in 2016. The game has gained immense popularity for its relaxing yet immersive gameplay, 
allowing players to engage in virtual life activities such as farming, socializing, and exploring an open 
ended game world. This study aims to analyze the influence of gameplay experience on player engagement 
in Stardew Valley by employing the Game Experience Questionnaire (GEQ) and the Game Engagement 
Questionnaire (GEngQ). Data were collected through an online survey distributed to the Indonesian 
Stardew Valley player community using purposive sampling, resulting in 419 valid responses. The study 
tested hypotheses regarding the significant influence of gameplay experience dimensions such as 
Immersion, Flow, Competence, Challenge, Empathy, Behavioral Involvement, and Positive Affect on the 
three core aspects of engagement: Flow, Absorption, and Presence. The results indicate that Immersion is 
the most dominant factor shaping gameplay experience, while Flow is the primary driver of long-term 
engagement. Structural Equation Modeling using Partial Least Squares (SEM-PLS) confirms that most 
gameplay experience dimensions have a significant and positive impact on player engagement. These 
findings provide valuable insights for game developers in designing more emotionally and cognitively 
engaging gameplay experiences. 

Keywords: Stardew Valley, Game Experience Questionnaire, Game Engagement Questionnaire, Player 
Engagement, Hypothesis Testing. 
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