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ABSTRACT 
Mental health, specifically Generalized Anxiety Disorder (GAD), has become a critical 
issue among university students due to intense academic pressure and the Quarter Life 
Crisis phenomenon. Addressing the limitations of conventional text-based educational 
methods, this research aims to design and develop a 2.5D Dungeon Explorer game titled 
"Mind Labyrinth" as an interactive psychoeducational medium using the Game 
Development Life Cycle (GDLC) method. The game was evaluated by 100 student 
respondents. Functional testing using Black Box Testing confirmed that all system 
mechanics operate validly without technical issues. The user experience feasibility test 
using the USE Questionnaire achieved an 88,25% score, classifying the game as "Very 
Feasible". Furthermore, cognitive understanding effectiveness measured through Pre-test 
and Post-test instruments showed an average score increase from 65.5 to 89.9, with a 
Normalized Gain (N-Gain) score of 0.707, categorized as "High" effectiveness. 
Consequently, "Mind Labyrinth" is proven to be a highly feasible and effective affective 
simulation medium for enhancing understanding of anxiety management and empathic 
responses.   

Keywords: 2.5D RPG, Anxiety Disorder, Educational Game, Empathy, Game 
Development Life Cycle. 

ABSTRAK 
Kesehatan mental, khususnya gangguan kecemasan umum (Generalized Anxiety 
Disorder), menjadi isu krusial di kalangan mahasiswa akibat tingginya tekanan akademik 
dan fenomena Quarter Life Crisis. Mengatasi keterbatasan media edukasi konvensional, 
penelitian ini bertujuan merancang media pembelajaran interaktif berupa game 2.5 
dimensi bergenre Dungeon Explorer berjudul "Mind Labyrinth" menggunakan metode 
Game Development Life Cycle (GDLC) yang dievaluasi langsung oleh 100 responden 
mahasiswa. Pengujian fungsional dengan Black Box Testing membuktikan bahwa seluruh 
mekanika sistem beroperasi secara valid tanpa kendala teknis. Hasil uji kelayakan 
pengalaman pengguna menggunakan USE Questionnaire memperoleh persentase sebesar 
88,25% yang mengklasifikasikan game ini ke dalam kategori "Sangat Layak". Lebih 
lanjut, efektivitas peningkatan pemahaman kognitif yang diukur melalui instrumen 
Pre-test dan Post-test menunjukkan lonjakan nilai rata-rata dari 65,5 menjadi 89,9, 
dengan perolehan skor Normalized Gain (N-Gain) sebesar 0,707 pada kategori efektivitas 
"Tinggi". Dengan demikian, game edukasi "Mind Labyrinth" terbukti sangat layak dan 
efektif digunakan sebagai media simulasi afektif untuk meningkatkan pemahaman 
mengenai manajemen kecemasan dan respons empatik.   

Kata Kunci: Empati, Game Development Life Cycle, Game Edukasi, Gangguan 
Kecemasan, RPG 2.5D. 
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