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ABSTRAK 

Penelitian ini menganalisis pengalaman pengguna pada game Roblox menggunakan metode Game 
Experience Questionnaire (GEQ). Metode ini mengevaluasi komponen utama pengalaman bermain yang 
meliputi immersion, flow, competence, positive affect, negative affect, challenge, tension, empathy, 
behavioral involvement, positive experience, negative experience, tiredness, dan returning to reality. Hasil 
penelitian menunjukkan bahwa komponen competence dan positive affect memiliki nilai mean sangat 
tinggi, yang menandakan pemain merasa terampil, percaya diri, dan merasakan emosi positif selama 
bermain. Komponen immersion, flow, empathy, dan positive experience memperoleh nilai mean tinggi, 
menunjukkan keterlibatan pemain yang kuat baik secara emosional maupun sosial. Sementara itu, 
komponen challenge, tension, behavioral involvement, tiredness, dan returning to reality berada pada 
kategori sedang. Komponen negative affect, negative feelings, dan negative experience memiliki nilai 
mean rendah, yang mengindikasikan rendahnya emosi dan pengalaman negatif yang dirasakan pemain. 
Penelitian ini menggunakan metode survei dengan responden pemain Roblox di Indonesia. Keterbatasan 
penelitian ini adalah analisis hanya menggunakan metode GEQ tanpa membandingkan jenis atau genre 
game dalam platform Roblox. Penelitian selanjutnya disarankan menggunakan metode kualitatif seperti 
wawancara mendalam untuk memperoleh pemahaman yang lebih komprehensif terhadap pengalaman 
pengguna. 
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ABSTRACT 

This study analyzes user experience in the Roblox game using the Game Experience Questionnaire (GEQ) 
method. This method evaluates key components of gameplay experience, including immersion, flow, 
competence, positive affect, negative affect, challenge, tension, empathy, behavioral involvement, 
positive experience, negative experience, tiredness, and returning to reality. The results show that 
competence and positive affect achieved very high mean values, indicating that players feel skilled, 
confident, and experience positive emotions while playing. The components of immersion, flow, empathy, 
and positive experience obtained high mean values, reflecting strong emotional and social engagement. 
Meanwhile, challenge, tension, behavioral involvement, tiredness, and returning to reality were 
categorized as moderate. Negative affect, negative feelings, and negative experience recorded low mean 
values, indicating that players experienced minimal negative emotions. This study employed a survey 
method involving Roblox players in Indonesia. A limitation of this study is that it only analyzes user 
experience using the GEQ method without comparing different game types within the Roblox platform. 
Future research is recommended to apply qualitative approaches, such as in-depth interviews, to gain 
deeper insights into user experience. 
 
Keywords: Game Experience Questionnaire; User Experience; ROBLOX 
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