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HALAMAN MOTO  

 
“it`s fine to fake it till you make it, until you do, it`s true.” 

– Taylor Swift – 

 
 

“Jika tidak melakukan sesuatu karena itu sulit, kamu akan menjadi orang yang 
menyerah setiap kali ada rintangan.” 

– Young Lady and Gentleman – 
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ABSTRAK 

 

SABRINA PUTRI. Implementasi HUD Interaktif Terhadap Player Experience 
Pada Game Platformer (Super Qui) Menggunakan Game Engine Roblox Studio. 
Dibimbing oleh Mochamad T.A. Aziz Zein, S.Si., M.Kom dan Eri Nur Shofi’i, 
S.H., M.A. 

Perkembangan game modern menuntut adanya antarmuka yang mampu 
menyampaikan informasi permainan secara efektif tanpa mengganggu aktivitas 
bermain pemain. Salah satu komponen antarmuka yang berperan penting dalam 
penyampaian informasi tersebut adalah Head-Up Display (HUD). Desain HUD 
yang kurang efektif dapat menyebabkan pemain kesulitan memperoleh informasi 
penting selama permainan berlangsung sehingga berdampak pada pengalaman 
bermain. Penelitian ini bertujuan untuk merancang dan mengimplementasikan 
HUD interaktif pada game platformer Super Qui menggunakan game engine 
Roblox Studio serta mengevaluasi pengaruhnya terhadap Player Experience. 
Pengembangan game dilakukan menggunakan metode Game Development Life 
Cycle (GDLC) yang terdiri dari tahap initiation, pre-production, production, testing, 
dan beta testing. HUD yang dikembangkan terdiri dari beberapa elemen, yaitu 
Health Indicator, Coin Counter, Timer, Skill Meter, Progress Bar, Tutorial Popup, 
Pause Menu, dan Game Over Screen yang terintegrasi dengan sistem permainan 
dan mampu menampilkan informasi secara real-time sesuai kondisi permainan. 

Evaluasi dilakukan menggunakan instrumen Game User Experience Satisfaction 
Scale (GUESS) terhadap 30 responden yang telah memainkan game Super Qui. 
Sebelum digunakan pada penelitian utama, instrumen diuji validitas dan 
reliabilitasnya. Hasil pengujian menunjukkan bahwa seluruh item yang digunakan 
dinyatakan valid dengan nilai Item-Rest Correlation berkisar antara 0,4444 hingga 
0,8562 serta memiliki tingkat reliabilitas yang sangat baik dengan nilai Cronbach’s 
Alpha sebesar 0,9339. Hasil evaluasi menunjukkan nilai rata-rata keseluruhan 
sebesar 5,49 pada skala Likert 1–7 yang termasuk dalam kategori tinggi. Hasil 
tersebut menggambarkan bagaimana implementasi HUD interaktif membantu 
pemain memperoleh informasi permainan secara lebih efektif, meningkatkan 
kemudahan penggunaan antarmuka, serta mendukung kenyamanan selama 
bermain. 

Kata kunci : Game Platformer, GUESS, Head-Up Display, Player Experience, 
Roblox Studio. 
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ABSTRACT 

 

SABRINA PUTRI. Implementation of an Interactive HUD on Player Experience in 
the Platformer Game (Super Qui) Using the Roblox Studio Game Engine. 
Supervised by Mochamad T.A. Aziz Zein, S.Si., M.Kom and Eri Nur Shofi’i, S.H., 
M.A. 

The development of modern games requires user interfaces that can effectively 
deliver game information without disrupting gameplay activities. One of the 
interface components that plays an important role in conveying such information is 
the Head-Up Display (HUD). An ineffective HUD design may cause players to 
have difficulty obtaining essential information during gameplay, which can 
negatively affect the overall gaming experience. This study aims to design and 
implement an interactive HUD in the platformer game Super Qui using the Roblox 
Studio game engine and to evaluate its influence on Player Experience. The game 
was developed using the Game Development Life Cycle (GDLC) method, which 
consists of the initiation, pre-production, production, testing, and beta testing 
phases. The implemented HUD includes several elements, namely the Health 
Indicator, Coin Counter, Timer, Skill Meter, Progress Bar, Tutorial Popup, Pause 
Menu, and Game Over Screen. These components are integrated with the game 
system and provide real-time information based on gameplay conditions. 

The evaluation was conducted using the Game User Experience Satisfaction Scale 
(GUESS) questionnaire involving 30 respondents who played the Super Qui game. 
Prior to the main study, the instrument underwent validity and reliability testing. 
The results indicated that all retained items were valid, with Item-Rest Correlation 
values ranging from 0.4444 to 0.8562, and demonstrated excellent reliability with 
a Cronbach's Alpha value of 0.9339. The evaluation yielded an overall mean score 
of 5.49 on a 7-point Likert scale, which falls into the high category. These findings 
indicate that the implementation of the interactive HUD helps players access game 
information more effectively, improves interface usability, and supports greater 
comfort during gameplay. 

Keywords: Platformer Game, GUESS, Head-Up Display, Player Experience, 
Roblox Studio.  
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