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ABSTRAK 

 

Analisis Regresi Logistik Ordinal untuk Menentukan Faktor-Faktor yang 

Memengaruhi Tingkat Kepuasan Pemain Map Game Roblox Universitas 

Lambung Mangkurat (Oleh: Herlina Wati; Pembimbing: Nur Salam dan Oni 

Soesanto, 2026, 85 halaman) 

 

Perkembangan platform user-generated content seperti Roblox membuka 

peluang luas bagi pengguna menciptakan lingkungan virtual, namun 

penelitian kuantitatif tentang pengaruh interaktivitas, visual, dan 

navigasi map terhadap kepuasan pemain masih jarang dilakukan. Penelitian 

ini mengkaji map "FMIPA ULM Hangout" yang dirancang untuk mahasiswa 

Universitas Lambung Mangkurat. Tujuannya adalah mengevaluasi tingkat 

kepuasan pemain, mengidentifikasi faktor-faktor yang berpengaruh, dan 

memperoleh model regresi logistik ordinal yang sesuai. Sebanyak 253 

mahasiswa berpartisipasi dengan mengisi kuesioner daring setelah 

memainkan map. Kepuasan pemain menjadi variabel terikat (skala ordinal 1-

5), sementara interaktivitas, visual, dan kemudahan navigasi menjadi 

prediktor. Analisis menggunakan Cumulative Logit Model (CLM) dengan 

RStudio, didahului uji validitas, reliabilitas, multikolinearitas, dan 

asumsi proportional odds. Hasil menunjukkan mayoritas pemain sangat puas 

(60,5%), diikuti puas (34,4%) dan netral (5,1%). Seluruh instrumen valid dan 

reliabel, nilai VIF 1,197 (bebas multikolinearitas), dan asumsi proportional 

odds terpenuhi (p=0,393). Dari tiga prediktor, hanya interaktivitas (koefisien 

1,245; p=0,0004) dan navigasi (koefisien 1,348; p<0,001) yang signifikan, 

sedangkan visual dikeluarkan. Navigasi menjadi faktor paling dominan 

(OR=3,85), disusul interaktivitas (OR=3,47). Secara keseluruhan, map virtual 

ini berhasil memberikan pengalaman memuaskan, dengan navigasi dan 

interaktivitas sebagai faktor penentu utama. 

 

Kata Kunci: Regresi Logistik Ordinal, Kepuasan Pemain, Roblox, Interaktivitas, 

Kemudahan Navigasi 
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ABSTRACT 

 

Ordinal Logistic Regression Analysis to Determine Factors Affecting 

Player Satisfaction Level of Roblox Game Map at Lambung Mangkurat 

University (By: Herlina Wati; Supervisors: Nur Salam and Oni Soesanto, 2026, 

85 pages) 

 

The rapid growth of user-generated content platforms like Roblox offers users 

vast opportunities to create virtual environments, yet quantitative research on 

the influence of map interactivity, visuals, and navigability on player 

satisfaction remains scarce. This study examines the "FMIPA ULM Hangout" 

map designed for students of Lambung Mangkurat University. The objectives 

are to evaluate player satisfaction levels, identify significant contributing 

factors, and obtain an appropriate ordinal logistic regression model. A total of 

253 students participated by completing an online questionnaire after playing 

the map. Player satisfaction served as the ordinal dependent variable (scale 1–

5), while interactivity, visuals, and ease of navigation acted as predictors. The 

Cumulative Logit Model (CLM) was applied using RStudio, preceded by 

validity, reliability, multicollinearity, and proportional odds assumption tests. 

Findings revealed that the majority of players were very satisfied (60,5%), 

followed by satisfied (34,4%) and neutral (5,1%). All instruments were valid 

and reliable, the VIF value of 1,197 indicated no multicollinearity, and the 

proportional odds assumption was met (p=0,393). Among the three 

predictors, only interactivity (coefficient 1,245; p=0,0004) and navigability 

(coefficient 1,348; p<0,001) were significant, while visuals were excluded. 

Ease of navigation emerged as the most dominant factor (OR=3,85), followed 

by interactivity (OR=3,47). Overall, this virtual map successfully delivered a 

satisfying experience, with navigability and interactivity as the primary 

determinants. 

 

Keywords: Ordinal Logistic Regression, Player Satisfaction, Roblox, 

Interactivity, Ease of Navigation 
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