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MOTTO 

 

"Try to look everything from the other side and compare it with your side of 
view." 

“God only gives us challenges so that we can overcome them” 

– Minakata Jin 

 

"If you become pessimistic, will your problem be solved? 

You can't do anything about it. If that's the case, will your pessimistic face solve 
anything?" 

– Sonoda Nozomi 

 

“There is some good in this world, and it’s worth fighting for.” 

– J.R.R. Tolkien 

 

“They didn’t understand it, but like so many unfortunate events in life, just 
because you don’t understand doesn’t mean it isn’t so.” 

– Lemony Snicket 

 

“If we wait until we’re ready, we’ll be waiting for the rest of our lives.” 

– Lemony Snicket 

 

“When something is important enough, you do it even if the odds are not in your 
favor.” 

– Elon Musk 
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INTISARI 
 

Gamifikasi merupakan konsep mengaplikasikan desain game pada konten 

atau aplikasi non-game untuk membuatnya lebih menarik. Gamifikasi telah 

menjadi salah satu potensi yang dapat diterapkan di berbagai industri untuk dapat 

memberi kesan menyenangkan dan lebih menarik bagi pengguna. Dalam 

perancangannya pun tidak beda dengan merancang sebuah game, hanya dengan 

konten yang berbeda. 

Sistem ini dibuat untuk dapat melihat secara jelas performa masing-

masing anggota AGD dan membuatnya menjadi lebih kompetitif karena 

penggunaan gamifikasi ini dapat mendorong seseorang untuk melakukan hal yang 

membosankan menjadi lebih menantang dan memacu diri dalam pengerjaan 

proyek. 

Komponen gamifikasi yang akan digunakan antara lain sistem leveling dan 

achievement sehingga pengguna akan selalu berusaha memberikan yang terbaik 

demi memperoleh level maupun achievement tertinggi. 

 

Kata kunci: Gamifikasi, Game, Manajemen Proyek 
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ABSTRACT 
 

Gamification typically involves applying game design thinking to non-game 

applications to make them more fun and engaging. Gamification has been called one of 

the most important trends in technology by several industry experts. Gamification can 

potentially be applied to any industry and almost anything to create fun and engaging 

experiences, converting users into players. The design is not very different from designing 

a game, just have a different content. 
This system is designed to see each member of AGD's performance and make 

them more competitive due to the use of this gamification can make someone to do the 

ordinary or boring becomes more challenging in doing several projects in the future. 

Gamification components that will be used are leveling systems and 

achievements or rewards that makes users always want to give their best in order to 

obtain the highest achievement or level. 

 

Keywords: Gamification, Game, Project Management 
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