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INTISARI

AR Augmented Reality, adalah teknologi yang menggabungkan benda maya
dua dimensi dan ataupun tiga dimensi. Teknologi Augmented Reality ini dapat
menyisipkan suatu informasi tertentu ke dalam dunia maya dan menampilkannya di
dunia nyata dengan bantuan perlengkapan seperti webcam, komputer, HP Android,
maupun kacamata khusus. Oleh karena itu, peneliti mengembangkan sebuah produk

Game Sutasoma

Game Sutasoma dilengkapi dengan Augmented Reality, dan Video Animasi
yang menarik. Pengembangan produk Sutasoma bertujuan mengenalkan dan
mempelajari budaya-budaya yang berada di Indonesia sekaligus menginformasikan
mengenai sejarah taman wisata candi. Pada Augmented Reality dilengkapi dengan
informasi candi dan Video animasi pada game Sutasoma. Game nyata sangat
membantu dalam pertumbuhan dan perkembangan pola pikir anak, meningkatkan
interaksi, memberikan edukasi, mengajak pemain berpikir kritis, memiliki banyak
pilihan tema pendidikan dan ditambah dengan pembelajaran digital Augmented Reality

agar disukal banyak anak.

Dengan ini produk game Sutasoma mengikuti kompetisi Apicta The Asia
Pacific ICT Alliance Awards 2021 yang berfokus pada Consumer Tourism dan
Hospitality dengan tujuan memperkenalkan budaya Indonesia kearah internasional dan
mengharumkan nama kampus Universitas Amikom Yogyakarta Economy Park. Tim
dari Universitas Amikom Yogyakarta menjadi nominasi Apicta 2021 dan mampu

melakukan wawancara bersama juri-juri dari berbagai Negara

Kata Kunci : Augmented Reality, Budaya, Animasi, Boardgame, Apicta
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ABSTRACT

AR Augmented Reality is a technology that combines two-dimensional and or
three-dimensional virtual objects. This Augmented Reality technology can insert
certain information into the virtual world and display it in the real world with the help
of equipment such as webcams, computers, Android phones, or special glasses.
Therefore, the researcher developed a Sutasoma Game product. Sutasoma Game is
equipped with Augmented Reality, and attractive Animated Videos. Sutasoma product
development aims to introduce and learn about the cultures that exist in Indonesia as
well as informing about the history of the temple tourism park. Augmented Reality is

equipped with temple information and animated videos on the Sutasoma game

Real games are very helpful in the growth and development of children's
mindsets, increase interaction, provide education, invite players to think critically,
have many choices of educational themes and are added with digital learning

Augmented Reality to be liked by many children

With this, Sutasoma's game products participate in the 2021 Apicta (The Asia
Pacific ICT Alliance Awards) competition which focuses on Consumer Tourism and
Hospitality with the aim of introducing Indonesian culture internationally and making
the Amikom University Yogyakarta Economy Park campus proud. The team from
Amikom University Yogyakarta was nominated for Apicta 2021 and was able to

conduct interviews with judges from various countries.

Keywords : Augmented Reality, Culture, Animation, Board Game, Apicta
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