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INTISARI 
 

National Networking Competition 2.0 (NETCOMP 2.0) merupakan 
kompetisi tingkat nasional yang diselenggarakan oleh Program Studi Teknologi 
Rekayasa Internet, Sekolah Vokasi Universitas Gadjah Mada (UGM). Kompetisi 
ini bertujuan untuk menguji pemahaman dan keterampilan mahasiswa (D3/D4/S1) 
dalam bidang jaringan computer dan keamanan jaringan, mencakup teori dasar 
hingga konfigurasi perangkat jaringan dalam lingkungan simulasi maupun 
pengaturan nyata. NETCOMP 2.0 didukung oleh berbagai mitra industri, termasuk 
HACKTRACE by Spentera Group, PT Qumicon Indonesia, Biznet Gio Cloud, dan 
ID-Networkers, yang turut serta dalam penyelenggaraan seminar dan workshop 
terkait jaringan serta keamanan siber. 

Penelitian ini menganalisis pendekatan kompetisi dalam meningkatkan 
keterampilan mahasiswa dalam konfigurasi jaringan, pemanfaatan Cisco Packet 
Tracer sebagai alat simulasi, serta tantangan yang dihadapi peserta dalam 
menyelesaikan skenario kompetisi. Studi ini juga menyoroti relevansi kompetisi 
dengan mata kuliah di bidang jaringan komputer serta perannya dalam 
mempersiapkan mahasiswa menghadapi tantangan industri teknologi informasi. 

Hasil penelitian menunjukkan bahwa kompetisi NETCOMP 2.0 
memberikan kontribusi signifikan dalam meningkatkan pemahaman dan 
keterampilan peserta dalam konfigurasi jaringan dan troubleshooting. Pemanfaatan 
Cisco Packet Tracer sebagai alat simulasi terbukti efektif dalam mengasah 
kemampuan teknis, meskipun tetap diperlukan praktik langsung dengan perangkat 
fisik agar peserta lebih siap menghadapi tantangan nyata di industri. Penelitian ini 
bermanfaat bagi akademisi, institusi pendidikan, serta perusahaan di bidang 
teknologi informasi yang ingin memahami efektivitas kompetisi dalam 
pengembangan keterampilan mahasiswa. Penelitian lebih lanjut disarankan untuk 
mengeksplorasi peran keamanan jaringan dan Internet of Things dalam kompetisi 
serupa guna meningkatkan relevansi pembelajaran terhadap kebutuhan industri. 
 
Kata Kunci: Jaringan Komputer, Kompetisi, Cisco Packet Tracer, 
Troubleshooting, NETCOMP 2.0. 
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ABSTRACT 
 

National Networking Competition 2.0 (NETCOMP 2.0) is a national level 
competition organized by the Internet Engineering Technology Study Program, 
Vocational School, Universitas Gadjah Mada (UGM). This competition aims to test 
the understanding and skills of students (D3 / D4 / S1) in the field of computer 
networks and network security, covering basic theory to network device 
configuration in simulated environments and real settings. NETCOMP 2.0 was 
supported by various industry partners, including HACKTRACE by Spentera 
Group, PT Qumicon Indonesia, Biznet Gio Cloud, and ID-Networkers, who 
participated in organizing seminars and workshops related to networking and 
cybersecurity. 

This study analyzed the competition approach in improving students' skills 
in network configuration, the utilization of Cisco Packet Tracer as a simulation 
tool, and the challenges faced by participants in completing the competition 
scenarios. The study also highlights the relevance of the competition to courses in 
computer networking and its role in preparing students for the challenges of the 
information technology industry. 

The results showed that the NETCOMP 2.0 competition contributed 
significantly to improving participants' understanding and skills in network 
configuration and troubleshooting. The utilization of Cisco Packet Tracer as a 
simulation tool proved effective in honing technical skills, although direct practice 
with physical devices is still needed so that participants are better prepared to face 
real challenges in the industry. This research is useful for academics, educational 
institutions, and companies in the field of information technology who want to 
understand the effectiveness of competition in developing student skills. Further 
research is recommended to explore the role of network security and the Internet 
of Things in similar competitions to increase the relevance of learning to industry 
needs. 
 
Keyword: Computer Networking, Competition, Cisco Packet Tracer, 
Troubleshooting, NETCOMP 2.0.
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