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ABSTRAK

Games are interactive multimedia platforms that can provide an enjoyable
experience through exploration, interactivity, and simulation of real-world
conditions, making them a useful medium for conveying messages about sensitive
issues such as sexual violence. The RPG and psychological horror genres aim to
help players understand the problems faced by the main character while also
inducing psychological dread. However, the high level of player control in RPGs
can allow sensitive themes to be presented merely as sensational elements, while
horror games generally employ brutal and explicit graphic elements. These two
issues stand in stark contrast to the game's objectives, which cannot be separated
from ethical and moral considerations. Therefore, certain limitations were
implemented to prevent players from having too much control, along with the
application of the “dark cozy” concept—a combination of inviting visuals and a
gripping narrative—so that players still experience horror without the explicit
display of violent imagery. This study utilized the GDLC game development
method, with alpha testing conducted via black-box testing and beta testing. The
results indicate that the game design functioned effectively based on SUS analysis
and provided player satisfaction in presenting multimedia elements, psychological
horror RPG aspects, and the implementation of the “dark cozy” concept within
the game, as evidenced by GEQ analysis of 30 respondents.

Keywords: Game, RPG, Psychological Horror, Dark Cozy, GDLC

Game merupakan media multimedia interaktif yang dapat memberikan
pengalaman menyenangkan melalui eksplorasi, interaktivitas, serta simulasi
kondisi, sehingga dimanfaatkan sebagai media menyampaikan pesan terkait isu
sensitif seperti kekerasan seksual. Genre RPG dan psychological horror bertujuan
agar pemain ikut memahami masalah yang dihadapi karakter utama sembari
diberikan kengerian secara psikologis. Namun, tingkat kendali yang tinggi dalam
RPG memungkinkan tema sensitif hadir sebagai elemen sensasional semata,
sementara horror umumnya menerapkan elemen grafis yang brutal dan eksplisit.
Kedua masalah ini sangat kontras dengan tujuan game yang tidak lepas dari
pertimbangan etika dan moral. Oleh karena itu, hadir batasan-batasan yang
membuat pemain tidak memiliki kendali lebih luas, serta penerapan konsep dark
cozy, kombinasi visual yang ramah dengan narasi yang mencekam sehingga
pemain tetap mengalami kengerian tanpa menampilkan visual kekerasan secara
eksplisit. Kajian ini menggunakan metode pengembangan game GDLC dengan
pengujian alpha menggunakan blackbox serta pengujian beta dengan hasil yang
diperoleh menyatakan rancangan game berhasil bekerja secara efektif berdasarkan
hasil analisis SUS dan memberikan kepuasan kepada pemain dalam menyajikan
elemen multimedia, aspek RPG psychological horror, serta implementasi konsep
dark cozy didalam game berdasarkan hasil analisis GEQ kepada 30 responden.
Kata Kunci: Game, RPG, Psychological Horror, Dark Cozy, GDLC
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