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ABSTRAK

Nama Mahasiswa / NPM : Syaikhhanun Nabila Az-Zahro’ / 21081010076

Judul Skripsi : Perancangan Gim Edukasi untuk Meningkatkan
Wawasan Terhadap Kecemasan Sosial dan Terapi
Kognitif Perilaku

Dosen Pembimbing : 1. Pratama Wirya Atmaja, S.Kom, M.Kom
2. Eva Yulia Puspaningrum, S.Kom., M.Kom

Kecemasan sosial merupakan bentuk kecemasan yang umum dialami mahasiswa,
namun sering disalahartikan sebagai rasa malu biasa. Minimnya literasi mengenai
gejala, penanganan awal, dan pentingnya bantuan profesional membuat individu
rentan mengabaikan kondisi yang berpotensi mengganggu kehidupan sehari-hari.
Penelitian ini bertujuan untuk merancang dan mengembangkan gim edukasi 2D
“Social Survival” guna memberikan wawasan tentang kecemasan sosial,
mengenalkan teknik dasar Cognitive Behavioral Therapy (CBT), serta
menunjukkan kapan seseorang perlu mempertimbangkan bantuan psikologis.. Gim
dirancang dalam format 2D singleplayer berbasis naratif menggunakan metode
Interactive Digital Narrative (IDN), dan dikembangkan menggunakan Game
engine Unity. Gim ini menyajikan skenario yang menggambarkan gejala SAD dan
solusi melalui teknik CBT, seperti teknik relaksasi, rekonstruksi kognitif, dan
Exposure yang direpresentasikan dalam bentuk Minigame. Evaluasi efektivitas
dilakukan dengan metode Pre-Test dan Post-Test yang dianalisis menggunakan N-
Gain, serta pengukuran kepuasan pemain menggunakan instrumen GUESS-18
(Game User Experience Satisfaction Scale). Hasil penelitian menunjukkan adanya
peningkatan pemahaman peserta terhadap konsep dasar kecemasan sosial dan
teknik CBT, dengan nilai rata-rata N-Gain sebesar 0,6095. Sedangkan hasil tes
dengan instrumen GUESS-18 menunjukkan tingkat kepuasan yang baik dengan
persentase rata-rata sebesar 83,3%. Dengan hasil tersebut dapat disimpulkan bahwa
gim berhasil dikembangkan dan efektif sebagai sarana peningkatan wawasan dan
pemahaman awal mengenai kecemasan sosial dan teknik CBT.

Kata kunci : Cognitive Behavioral Therapy, Game Edukasi, GUESS-18,
Interactive Digital Narrative, Kecemasan Sosial, N-Gain, Unity.
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ABSTRACT

Student Name /NPM Syaikhhanun Nabila Az-Zahro’ / 21081010076

Thesis Title : Educational Game Design to Raise Awareness of Social
Anxiety and Cognitive Behavioral Therapy

Advisor : 1. Pratama Wirya Atmaja, S.Kom, M.Kom

2. Eva Yulia Puspaningrum, S.Kom., M.Kom
ABSTRACT

Social anxiety is a common form of anxiety experienced by university students, yet
it is often misinterpreted as mere shyness. The lack of literacy regarding its
symptoms, early interventions, and the importance of professional help makes
individuals vulnerable to neglecting a condition that can significantly disrupt daily
life. This study aims to design and develop a 2D educational game titled “Social
Survival” to provide insight into social anxiety, introduce basic techniques of
Cognitive Behavioral Therapy (CBT), and demonstrate when one should consider
seeking psychological assistance. The game is designed as a narrative-based single-
player 2D experience using the Interactive Digital Narrative (IDN) method and
developed with the Unity game engine. It presents scenarios that illustrate
symptoms of Social Anxiety Disorder (SAD) and solutions through CBT
techniques, such as relaxation, cognitive restructuring, and exposure therapy,
represented through various mini-games. The game's effectiveness was evaluated
using a pre-test and post-test method analyzed with the N-Gain formula, and player
satisfaction was measured using the GUESS-18 (Game User Experience
Satisfaction Scale) instrument. The results indicate an increase in participants'
understanding of basic social anxiety concepts and CBT techniques, with an
average N-Gain score of 0.6095. Meanwhile, the GUESS-18 test results showed a
high level of satisfaction, with an average score of 83.3%. Based on these findings,
it can be concluded that the game was successfully developed and is effective as a
medium for enhancing awareness and initial understanding of social anxiety and
CBT techniques.

Keywords: Cognitive Behavioral Therapy, Educational Game, GUESS-18,
Interactive Digital Narrative, N-Gain, Social Anxiety, Unity.
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