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RANCANG BANGUN APLIKASI PEMBELAJARAN UNITY
PROGRAMMING MENGGUNAKAN

METODE GAMIFIKASI

Yonathan Christian

ABSTRAK

Latar belakang penelitian ini adalah, pengembangan suatu game merupakan salah

satu industri besar. Di Indonesia sendiri, pasar game bernilai sebesar US$1,92

milliar. Tetapi, terlepas dari hal tersebut, keberlanjutan pembuatan game tidak

dapat dijamin. Salah satu alasannya adalah alat seperti flash tidak mampu men-

dukung game dengan pembuatan multi platform. Oleh karena itu, penelitian ini

menggunakan metode pendekatan gamifikasi pada edukasi mengenai pembelajaran

unity programming yang dapat menyelesaikan masalah tersebut. Serta menggu-

nakan Technology Acceptance Model dan Likert Scale untuk mengukur data. Apli-

kasi ini diuji dan dievaluasi melalui pembagian game dan formulir survei ke pub-

lik. Hasil penelitian menunjukkan kesuksesan aplikasi dalam memotivasi sebe-

sar 84.09% dan tingkat penerimaan aplikasi sebesar 78.54%. Kesimpulan dari

penelitian ini adalah sebesar 81,81% responden setuju bahwa pengimplementasian

gamifikasi dalam aplikasi pembelajaran unity programming berhasil diterima dan

berhasil memotivasi pelajar yang ingin mempelajari Unity C#.

Kata kunci: pengembangan game, Unity C#, gamifikasi, Technology Acceptance
Model (TAM), likert scale
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DESIGN AND BUILD UNITY PROGRAMMING LEARNING
APPLICATION USING THE
GAMIFICATION METHOD

Yonathan Christian

ABSTRACT

The background of this research is, game development is a big industry. In In-

donesia alone, the gaming market is worth US$1.92 billion. But, apart from that,

the continuity of game creation cannot be guaranteed. One reason is that tools like

flash are not capable of supporting games with multi-platform builds. Therefore,

this study uses the method of gamification approach in education about unity pro-

gramming as a solution to overcome one of these problems. This research use Tech-
nology Acceptance Model and Likert Scale to measure the data. This application

is tested and evaluated through the distribution of games and survey forms to the

public. The research result shows that the success of the application in motivating

is 84.09% and the application acceptance rate is 78.54%. The conclusion from this

research is 81.81% of respondents agree that the implementation of gamification in

unity programming learning applications is successfully accepted and successfully

motivates students who want to learn Unity C#.

Keywords: game development, Unity C, gamification, Technology Acceptance
Model (TAM), likert scale
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