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Pengembangan Game Kampus Virtual Berbasis Roblox Studio sebagai
Virtual Tour

Abstrak

Pada era digitalisasi saat ini, media pengenalan lingkungan kampus yang bersifat visual
dan interaktif diperlukan untuk membantu calon mahasiswa dan mahasiswa baru dalam
memahami letak gedung, ruangan, serta fasilitas kampus. Universitas Mikroskil memiliki
beberapa gedung dan fasilitas akademik yang perlu dikenalkan secara lebih mudah
dipahami. Media pengenalan yang umum digunakan, seperti gambar, video, situs web,
denah, atau brosur, belum sepenuhnyva memberikan pengalaman eksplorasi lingkungan
kampus secara langsung. Penelitian ini bertujuan untuk mengembangkan game kampus
virtual Universitas Mikroskil berbasis Roblox Studio sebagai media virtual tour tiga
dimensi. Metode pengembangan vang digunakan adalah Software Development Life Cycle
(SDLC) vang meliputi tahap perencanaan, analisis kebutuhan, perancangan, pengkodean,
dan pengujian. Sistem vang dikembangkan menampilkan halaman utama, pemilihan
gedung, lingkungan kampus 3D, ruangan, fasilitas, interaksi dengan Non-Playver Character
(NPC), objek informasi, serta fitur teleportasi. Berdasarkan hasil pengujian blackbox
testing menunjukkan bahwa fitur utama sistem dapat berjalan sesuai rancangan dan mampu
menvyajikan lingkungan kampus secara visual, interaktif, dan mudah dipahami. Dengan
demikian, game kampus virtual ini dapat digunakan sebagai media pengenalan lingkungan

Universitas Mikroskil.

Kata kunci: Roblox Studio, Roblox, virtual tour, kampus virtual.

Abstract

In the current era of digitalization, a visual and interactive campus introduction medium is
needed to help prospective and new students understand the location of buildings, rooms,
and campus facilities. Universitas Mikroskil has several academic buildings and facilities
that need to be introduced in a more understandable manner. Commonly used introduction
media, such as images, videos, websites, maps, or brochures, do not fully provide a direct
campus exploration experience. This study aims to develop a virtual campus game for
Universitas Mikroskil using Roblox Studio as a three-dimensional virtual tour medium. The
development method used is the Software Development Life Cyele (SDLC), which consists
of planning, requirement analysis, design, coding, and testing stages. The developed system
provides a main page, building selection, 3D campus environment, rooms, facilities,
interaction with Non-Plaver Characters (NPCs), information objects, and teleportation
features. The results of the blackbox testing show that the main features run according to
the design and are able to present the campus environment visually, interactively, and
understandably. Therefore, this virtual campus game can be used as a medium for
introducing the Universitas Mikroskil environment.

Keywords: Roblox Studio, Roblox, virtual tour, virtual campus.
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