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ABSTRAK 

 

NOVINDA FITRIA NINGRUM. Optimalisasi Gameplay Experience pada Game 

“Towards the Final Exit” menggunakan Progressive Difficulty. Dibimbing oleh 

Mochamad T. A. Aziz Zein, S.Si., M.Kom. dan Widya Rizky Fadhilla, S.Pd., M.Sc. 

Perkembangan industri game digital mendorong peningkatan kualitas perancangan 

mekanika permainan agar pemain tetap tertarik dan terlibat. Salah satu aspek 

penting yang menentukan kualitas pengalaman gameplay experience adalah tingkat 

kesulitan dalam permainan. Tingkat kesulitan yang terlalu rendah dapat 

menimbulkan kebosanan, sedangkan tingkat kesulitan yang terlalu tinggi dapat 

menyebabkan frustrasi sehingga menurunkan motivasi bermain. Pada game 

bergenre escape room, kompleksitas puzzle dan tantangan yang tidak terstruktur 

berpotensi mengurangi keseimbangan antara kemampuan pemain dan tingkat 

tantangan. Oleh karena itu, perlu dilakukan pendekatan dalam merancang tingkat 

kesulitan secara sistematis dan bertahap agar menjaga keseimbangan tersebut. 

Penelitian ini bertujuan untuk merancang dan mengoptimalkan penerapan 

progressive difficulty pada game “Towards the Final Exit” berbasis Roblox Studio 

guna meningkatkan gameplay experience. Progressive difficulty dipilih karena 

memungkinkan kompleksitas teka-teki naik secara bertahap sesuai dengan 

kemampuan pemain, sehingga proses penyesuaian berlangsung secara alami dan 

berkelanjutan. 

Metode penelitian menggunakan pendekatan kuantitatif dengan desain eksperimen. 

Game ini dikembangkan menggunakan Roblox Studio, dan setiap level dalam 

permainan memiliki tingkat kesulitan yang semakin meningkat. Pengumpulan data 

dilakukan melalui penyebaran Game Experience Questionnaire (GEQ) pada dua 

tahap pengujian, yaitu sebelum dan sesudah optimalisasi, untuk mengukur dimensi 

immersion, flow, competence, dan positive affect. Data dianalisis menggunakan uji 

normalitas Shapiro-Wilk, kemudian dilanjutkan dengan Paired Sample T-Test 

untuk data berdistribusi normal dan Wilcoxon Signed-Rank Test untuk data tidak 

berdistribusi normal. Hasil penelitian menunjukkan bahwa lima dari tujuh 

komponen GEQ mengalami peningkatan signifikan setelah optimalisasi, yaitu 

Immersion, Flow, Challenge, Tension, dan Positive Affect (p < 0,05), sementara 

Negative Affect tetap rendah dan tidak signifikan, yang menunjukkan bahwa 

peningkatan kesulitan tidak menimbulkan dampak emosional negatif pada pemain. 

Kata kunci : evaluasi pengalaman pemain, permainan escape room, perancangan 

tingkat kesulitan, penerapan progressive difficulty, pengembangan game berbasis 

Roblox  
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ABSTRACT 

 

NOVINDA FITRIA NINGRUM. Optimization of Gameplay Experience in the Game 

“Towards the Final Exit” Using Progressive Difficulty. Supervised by Mochamad 

T. A. Aziz Zein, S.Si., M.Kom. and Widya Rizky Fadhilla, S.Pd., M.Sc. 

The rapid growth of the digital game industry has encouraged the development of 

more effective game mechanics to maintain player interest and engagement. One of 

the key factors influencing gameplay experience is the level of difficulty presented 

within a game. Difficulty that is too low may lead to boredom, while excessive 

difficulty can create frustration and reduce players’ motivation to continue playing. 

In escape room games, unstructured puzzles and challenges may disrupt the 

balance between player ability and challenge level. Therefore, a systematic and 

gradual approach to difficulty design is required to maintain this balance 

throughout the gameplay process. 

This study aims to design and optimize the implementation of progressive difficulty 

in the Roblox Studio-based game “Towards the Final Exit” to enhance gameplay 

experience. Progressive difficulty was selected because it enables puzzle complexity 

to increase gradually in accordance with players’ abilities, allowing adaptation to 

occur naturally and continuously as the game progresses. 

This research employed a quantitative approach with an experimental design. The 

game was developed using Roblox Studio, with each level presenting a higher 

degree of difficulty than the previous one. Data were collected through the Game 

Experience Questionnaire (GEQ) administered in two testing phases before and 

after optimization to assess the dimensions of immersion, flow, competence, and 

positive affect. Data were analyzed using the Shapiro-Wilk normality test, followed 

by Paired Sample T-Test for normally distributed data and Wilcoxon Signed-Rank 

Test for non-normal data. The findings indicate that five out of seven GEQ 

components improved significantly after optimization, namely Immersion, Flow, 

Challenge, Tension, and Positive Affect (p < 0.05), while Negative Affect remained 

low and non-significant, indicating that the increase in difficulty did not negatively 

affect players emotional experience. 

 

Keywords: gameplay experience evaluation, escape room game, difficulty level 

design, progressive difficulty implementation, Roblox-based game development.  
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