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INTISARI 

 

Pendidikan gawat darurat, demikian yang dijelaskan oleh menteri 

Pendidikan Anis Baswedan dan bapak Predisen Jokowi yang berdasarkan pada 

penelitian PISA (Programme For International Students Assesment) atau Program 

Penilaian Pelajar Internasional pada tahun 2018 silam yang menyatakan bahwa 

minat baca anak sangat rendah dibandingkan dengan Negara lain sebagaimana 

yang dirililis pada beberapa media. Permasalahan juga datang dari dunia 

pendidikan yang sangat monoton dan kurang kreatif sehingga anak-anak lebih 

suka main gadget atau game daripada belajar. 

Dengan ini produk game zamzamy diajukan pada lomba Enterpreneur 

Challenge 2018 yang berfokus dalam pembuatan Business Model Canvas dengan 

tujuan mencari masukan baru untuk produk game zamzamy dari segi bisnis dan 

juga membawa nama kampus Universitas Amikom Yogyakarta Economy Park 

yang menunjukkan bahwa entrepreneur amikom juga dapat menjadi branding 

Nasional. Hasil dari mengikuti lomba Enterpreneur Challenge, tim dari 

Universitas Amikom Yogyakarta mendapatkan juara satu kategori nasional yang 

bertempat di Universitas Negeri Jakarta. 

Game Zamzamy merupakan media pembelajaran yang dikembangkan 

serta produk unggulan dari sebangku yang mengadopsi konsep pilar Tangible 

Game For Education yang diperkaya dengan teknologi Augmented Reality. 

Tangible Game sangat membantu dalam tumbuh kembang pola pikir pada anak, 

meningkatkan interaksi, memberikan edukasi, mengajak pemain berfikir kritis, 

banyak pilihan tema edukasi dan ditambah dengan pembelajaran digital 

(Augmented Reality) yang nyata sehingga banyak disukai anak-anak. 

 

Kata kunci: Tangible Game, Boardgame, Augmented Reality, Enterpreneur 

Challenge 



xv 

 

xv 

 

 

 

ABSTRACT 

 

Emergency education, explained the Minister of Education Anis Baswedan 

and Mr. Predisen Jokowi based on the PISA research (Program For International 

Students Assessment) or the International Student Assessment Program in 2018 

which stated that children's reading interest was very low compared to other 

countries as stated released on several media. The problem also comes from the 

world of education which is very monotonous and less creative, so that children 

prefer to play gadgets or games rather than learning. 

With this the zamzamy game product is submitted to the 2018 

Entrepreneur Challenge competition which focuses on making a Business Model 

Canvas with the aim of finding new input for zamzamy game products in terms of 

business and also bringing the name of the Amikom University campus in 

Yogyakarta Economy Park which shows that amikom entrepreneurs can also 

become national brandin. As a result of participating in the Challenge 

Entrepreneur Competition, a team from Yogyakarta Amikom University won first 

place in the national category at the State University of Jakarta. 

The Zamzamy Game is a learning media developed as well as a superior 

product from a bench that adopts the pillar concept of Tangible Game For 

Education which is enriched with Augmented Reality technology. Tangible Games 

are very helpful in the growth and development of children's thinking patterns, 

increase interaction, provide education, invite players to think critically, have 

many choices of educational themes and are added with real digital learning 

(Augmented Reality) so that many children like it. 

 

Keyword: Tangible Game, Boardgame, Augmented Reality, Enterpreneur 

Challenge 

 

 

 


