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INTISARI 

 

Server KOTAKITA Roleplay di platform FiveM merupakan salah satu server Grand Theft Auto 
V Roleplay yang cukup populer di Indonesia. Namun, terjadi penurunan jumlah pemain aktif yang 
belum diketahui penyebabnya secara pasti. Penelitian ini dilakukan untuk menganalisis 
pengalaman pengguna (User Experience/UX) saat bermain di server KOTAKITA menggunakan 
instrumen Game Experience Questionnaire (GEQ) guna mengetahui apakah UX turut berkontribusi 
terhadap penurunan tersebut. Penelitian ini menggunakan pendekatan mixed method yang 
menggabungkan metode kuantitatif melalui penyebaran kuesioner kepada 242 responden, serta 
wawancara kualitatif kepada pemain terpilih. Hasil penelitian menunjukkan bahwa sebagian besar 
pengalaman pengguna berada pada kategori sedang, dengan beberapa aspek seperti immersion, 
competence, positive affect, empathy, dan positive experience tergolong tinggi. Temuan ini 
mengindikasikan bahwa meskipun terdapat pengalaman positif yang signifikan, beberapa aspek 
lain seperti tension, negative feelings, dan returning to reality yang bernilai rendah dapat menjadi 
faktor penghambat kepuasan pemain secara keseluruhan. Penelitian ini menyimpulkan bahwa 
pengalaman pengguna tidak secara langsung menjadi penyebab utama penurunan jumlah pemain, 
namun tetap menjadi aspek penting yang perlu diperbaiki untuk meningkatkan daya tarik server. 

 

Kata Kunci: Pengalaman Pengguna, FiveM, GTA V , KOTAKITA Roleplay, Game Experience Questionnaire 
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ABSTRACT 

 

The KOTAKITA Roleplay server on the FiveM platform is one of the most popular Grand Theft 
Auto V Roleplay servers in Indonesia. However, there has been a decline in the number of active 
players, the exact cause of which is unknown. This study was conducted to analyze the user 
experience (UX) when playing on the KOTAKITA server using the Game Experience Questionnaire 
(GEQ) instrument to determine whether UX contributed to the decline. This study used a mixed 
methods approach that combined quantitative methods through distributing questionnaires to 242 
respondents, as well as qualitative interviews with selected players. The results showed that the 
majority of user experiences were in the moderate category, with several aspects such as 
immersion, competence, positive affect, empathy, and positive experience is relatively high. This 
finding indicates that although there are significant positive experiences, several other aspects such 
as tension, negative feelings, and returning to realityLow-value features can be a factor inhibiting 
overall player satisfaction. This study concluded that user experience isn't directly the primary cause 
of player decline, but it remains a crucial aspect that needs improvement to increase server appeal. 

 
Keywords: User Experience, FiveM, GTA V, KOTAKITA Roleplay, Game Experience Questionnaire,
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