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Absiract-= The Gamiffearioe vratepy plevs ar fepordeat rele in detenwiving sdwdemr’ leaming eoiovemeat in
the Tepewing  pracess.  The  pamrepeeneurship courses  iclade e Ubdertonding  and  apareclaon of
entrepremearthip, e rede of entrepremesrial menisd adtifade for selfaoprovemend gad omlity entreprencirsiip
vl dmrodivcing  the . ssitreprenciarkal cheracteriinics, manaping bissiness wrerests and pravidieg sipr of
slacceafind enrrepreResrs, creing buviress plans and makirg brataess plars. Tiee poal of tits ooierse &5 Jo provids
i vsramding -and apprechiion 1o the studesrs alwour rwre.llrmkm. Tivix develppimemnd research dsed
geaifloarion svarey on Hee eirrepreressahig conrse dn Indomesion Langirage amd Lirerarire sty progran,
Facatry of Tegelier Trnindng and Educaiion, UNISDA Lamangar, Gamiflearion sraregy was develaped e four
faekic caneporenrs, ruch ox; dee radeys of panmfcedton, feedbock flesderboends, prizer, and medels), shiecaver, dang

ellemgpes. Fhils srady e ooy e Ohwpn's dievedapment peseared o folfows: (13 aeeds, (21 pre-nest prd posi-pest
mul'}u:r':. (A1 devign, (4] develapmment, (5 fmplomentation, () ovatuation. Tiee reqalts of iy game were (43
o fRcanfow sirarey |20 Lawdiveed wdn'e (37 stwelend ginkoe |40 evirieprenear ship B

Keywords== Strategry, Gomiicadion, Exreprenenrsinp Courre,

L. INTRODUCTION

There wis 2 phenomenon of wciety's dependence egocially the proclamive age (batween 1 7= years) on-games and
¥ |‘.'|l:l-u-1|l of goame Users b Indoocda which reached MM% por venr bos wade proctiboners and devélopers amemgied w
bearn the elemans of e gaie, e Teld of sclence the applicatton of games 6 mon- gars: appheations i knewn as
gamificagion. I ke learning prosess, gamificaton con be oppled as o awmepy ond meds o impaovg the qualiny of
learning o ot atpdens” nemeverent molividion [1]-]13] Achevement motivaion in e leaming s would
lizintes o Damopien 8 o S Decid i g odiBinvats | 4]

Bnsed on prelimmary stadies, it was &newn thal the avenge pmde of A-class smdenis of fifth semesier 20062007 for
Entrepeencuslig coures was B0, This indheaed thar they dad mol kave ||||ﬂ1 achilEvemhen] ma v ation,

Accomding to the lectarems, there were only a few active siudents; sboat 7.4% and 92.59% of them wene silent or
passive withoul any innln imieract with lecearers.

Low studerds’ lemming uulu'lu:s-_mﬂ ke gousce by 0 weak-philiiy w0 think me undersamd the wenceps. In e

fure. it will affed their ability 1 salving [ife profdems. I vou have good problem-solving skills, yoo can also sbwe
iafferem progdems in drily life [5]-]7].
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A oducatioge] wssngion. the Dmvizsiny of Dasl Ulsin Larngan (UNESDAY has Been working 10 proyak
tacililics and convemieace for tbe siudenis e pumicipale an leaming octiviies such o paoviding eslearmning for sevenal
coarses: forexample in on Entrepencuship coorse. Using e-leammg, ftudents can learn flexibly . withoot being limived by
space ond fme. As o resnlf, fe students conng from moiside the Lamaongan district can sidl follow the lesrming nctivities
well, without womrying aboul mesing lessons oal.

Selecting webelike gamification as instractiomal medin is appmprinte to use. In add®ion o its suxnbility of the e
leaming comcept.. utilizing the miermet netwedk with e weh 25 the main porial of web-comeying informmasten bas
unlimiiged space to wappart the popose of applving gamification. Gamificmion can be used g moke stodenis @ lappier ancd
callenged in follonving the Jeaming process In the Extreprencusship coume. When siskdents {eel chalienged, heir

wchievement mpdvation will improve mnd positively change their leaming omoomes.

. Dara COLLECTION

This siucy used developmental resenrch with o multimedia design dﬂcl-:“l by Lee smd Owens {Lee amd Ondens,
200y, This coamisted of the following sieps: (1) meeds, (2] pre-les aﬁm-ﬂ:l analyse, (3} design, (4 develapment, (5
implementation. (&) evaluation. The seps will be exploined in fgee 2.1 :

1. Analysis
|—l- _l

5, Evaluation 2. Design

Figare 2.1 develppmentnl process by Lee dan Ohwens

2.1 Anglysis s

2.0 Meed Assessrment

Analyee feals by Dnding infosmsin aboot the charackeristbes of snidenis, [aming abjeotivis, md seacing mancrial 4],
The probdens faced by aodena ae diffenenl. whess there ane studens who quiekly onderssamd b maeial md some of
therm are show. Also, otBer pmblems are the lock of using mstmoctional medin by leciumrs.

2,12 Promit End Analysis

Ader the meeds amalysis s foand, the next step & o gaitber detailed information on what should be improved msing:
2121 Analvemg sudenisisuch os their hackgemeand. kearning chiracienisics. and prereguisile skills).

2022 Analyzing e reguiied ectimelogy ek

2123 Analyzimg ghe objectives

2124 Analyamg om0t

2.3 Dicelgn
T Firss sond escst Dimpoisant stegis o sk 4 plan, The things thar oocd o be dooe m s phmniag s
2131 Making miedile

2152 Delormining project team members

2153 Defming media specificmions




2034 Croeming a conlentimsml

2155  Plaming confyomtion controd mnd review.

214 Development

The development <ape &= o specificatinn slage that s been designed and mealized in the progam| W] The sctivities of
develypment slage are io create & coneept mip in the form of the lesson plan;, select backgroond colw and  feedback,
amnnge e sivle mnd chonge the material thot 1= formadted in Microsodi 'Wond. and moke layouw., soryboond, md other
dlements dar can be vsed o corgloting dhe produc

i | Fiegslenenaiog

The implemsentidion stage s a follow-up ol the developmentsiage| 1 1] meaning that the produc developed can be usel
fof leaming beakse i has been Bined Dot b6 s of saerad aml media, Thi purpos: of ghis e is b (‘lﬁk‘l aldma dboul
the: ey ol prodoce. and i mde oF learnigg peodoct 5 mpnosd spadents’ learnm g opeemes, The ges1s Sl condoied
thenagh shree stages: individmal best, small greg test, md field ess. ALl of e cesting activities wene condacied i de
Fiuley of Teachin ralsing and edosatnn, Unisch Laimngin

1124 Evaluation

The evaluaiion stage 15 conducted by comsidering severnl things such as how o implerent m evaluasine siralegy . ihe
use o memsuning msrumends and how o mweasure 2. analyze and determine the systen used in ondvang the datas
The evalmtion phinged Lee's development model and Owens ane not explained o odetadl bow many subjeces e iry sithe
evalugation sage Of s pescrch wl devidlogrent i adaged Dom Borg and Gall 1127 develogaen model by sondoiting
frichl gtinls andinal aned weages Teeld wes

Thiz study mises teo dain amalysis lechmquos, namely analytical techiniques descnpdive quani®oive and qualimtie
desiriplive analysis, Decripiive aalyss echlgque gueitanve 5wl 0 process s data ol e s of el e peng,
iwdian e paerts, el ﬂ-ﬂ practiticies in the form ol comments and suggedions of drprovements thal fave basn proviced
inthe goeionnmre ioknew the validity of (5e interoctive moltimedin. Anabesiz effeciveness of the prodoct obained from
the comrglilenss eritesta O sisdend Jewming samcmies (eopaitive, alfeotive, mid psschiomans after using infesicive
multimeda,

The nnaly=is of the practicality of the pmdoct is oblained foom the questionnaise nfter the stodenl response using
imemciive multimedia: learning. Descrpiive analveis dechnicque qamntitatively oftained from the value obaained from
penduct walidity test, test effectivencss, and procuicality rest.

Test the validity of the praduct abinined from the procesing of questiconaire value from the expen
uiberials. wedi cxpenty, and Peld pragidongs, ¥ alelimien danm wine sy eol
s e edeulotion Formulapere s arabsis i Golkos 113] shoned bn figure 2.2

-
Vo= — x 100
TSh
Figure 1.2, Formubition of percentage ainilyus

¥ = Walidity
Tse = Trdal empinical score
Tih = Maximum score

11 DaTa ANaLvsis

The berm "Gamilicaion’ was fiest used o MHE from digiad medin [ 14]. the term s definad as an agplicainn ol a
idchninical gnivd such 48 4 Non-gl: L'uumimw ceafenl, For Bapg (20120 o DuVerded asd Pogp (2014 detiges
Ciamifoams & o sirmegy dun uses mechanisn, aesthetcs, and gaming Sioking ur engage pesple. moivale woescel, leun
lesscms. and splve peotilame




ol fcarkon™ s an Ak femmal amdbectln tenn Gor the ase of Videe garss claments b nom-ealemimg S0 reaments of
sEUmions Wy improve ner expenesmos ond engagement Delerdmg , Sican. 2000 1. 1]
Based on these opinipms. it can be concluded ot gamification in on mstrociona amiegy that mplements gase
elemeni= in non-game applications 0 bind asd modivate oeers g0 sodve o problem. In this strfe gy, the exkimp mateninls or
techmidkogies are presenied in a mece altactive fornat Sat will encoamge users; such as stodents o pet imeedvedl- sa that 1
bethimve s pooonding i the desired .
RN | Cimifieaion Elemsests and Classificaion
Cizmi Tacanton b throe B convoplsof The mive setiviey olgectives, sewand mechanbsre, and devdopeent ticking
[ 1B]: Herd's & mammary of e thees conepis
3.0 O Edives
T ko the differenes berwain g amd learning. dadents a8 o gamilicrion objoet e asked odo teks, In e of
the game, 1 smdenis wio hove done these uslds will meove s the next level based an the ohjective. Meamwhile, in terms of
leafmnng, staleits Gan gel oo uuutdmg of ol Topies e e mrtenial ghat they sudied A (19925 aml
Pintnch (2003 & This will encoumpe simdenis tn be able o misler ihe mpic amd skills in tie l:u.mm' process;
31112 Rewondimg Mechanism
Hamari ol Firvines (20F] 1) sinted There. are many resnrding mechmisms used m the game thai depends on the. coniexi
sach as First, leader boands o boands, keader boands are the pliver's sl mnking beands sccarding 1o their success in dhe
game.
Lasacher Boards ng o techinbgue very rosugh as sepeated s, bt F dan be o stedng schisvement motivigion (ahitoogh 4
prelchs 1wk imanivaten feopchlcvs maee on e leada boarl b, Loader boands are usmally ssad i compoiin wtiviliss
bt can: also bt emod booeommmge kamwork:
23 Priwes, Compuied paives allow e clemonl castomization 2 adagt o the chasaciers they like. Thi ha: b wn preaiog e
plyer more dnyalved with e chapmse and provides g more castoinaed playing copericnes, Inoa g feamanng
cusiamizabon opfieas, the opperunity sooobiain special ilems s sually relaed e the completion of cemmn mﬂum the
gamie . afed e desire for the iem glvis the stadint ackiey emen “un-:mml i prertonm thiese tinaks, Prses e ok gake the
torm of addifanal activities, which will be opened nfer meeting peevieus gaely. The diffierent plavers wall be mitivated oy
daiferem prizes and will do éhe approprale octivities, ond the simdents will 2lso be different in this way. Rewards shoald
encamrage further engagenem. such s =etmg up resemch as<ignmenis for geoups and shoald not preveni it soch as being
released fram lesis
{3 Medals are publicly displayed icoms on onlne 5 that highlight sctivities completed by o persm, and allow
e sl B ek Wi e e conglecly doms They can be seen s g comBination of tae oaher mettmsms ol
fiave recenily become popilar nmany domins doe s dele inelisbon in e laess popale 2ore.
31K 3 Tmecking Progness
Aboa leirming procsss, iacking progreds of Baming omeeins s inpenand i the game o identify the remalning teks
necesary 10 sty wining condOens, Some of thess rackings can be infotrod froan the mewimnd moechonizm. bud this i 3
very simple size. Moy pames bave a way oo guickly idemify unfinished +md general playing stabistncs. The
devébogmisngil tracking imethod & analogous i give feedbek moeducabion, The pood Feadback st desonibe whan de
smdents have done and provided gumidance on how o mmpeove in ihe Futare, ood in-game developmen h'.u:l:hgpd'ﬁprml
ihe same insk by identifying the steps waken o make ® @ the nex milestone,

A1 Entrepremewrship Conrse
The enmeprensurship coamse -is 2-peneral basic coume on the Faculty of Teacher Traming mnd Education. l=lamic
Linbversity. Dimal g 1.:urm_;u|. Thie course 5 ssonlly programmed in semesier 5 with 2 cedits, This course fs 8
rounred cosssg (0w dance of Elamie Unfversey of Damd Dla Losengan . 2055

Bazed on #he above explanmtion. this oarse provides an wndorstinding ond oppreciation of enireprenourship for
sguchomis, The people afo can survive will b spgcessiul and those wha ane liss spceessiul will be eliminassd in the ﬁh.rﬂﬁ]
er T fiee the challenge. there i mooalpernaive bag o aeprose quality. capacially bumon resousces. Understanding and




ppoeciticn of cstrepencurhip, e rele of coseprencorisl ment) mEdwde far o sel-improvemen and  entiry
enireprensurship throagh inmraducing the enirepreneurial characienstics, cultivating business inlerests and proovading tps
o successfal entre prencars, creating basiness plins and moking basiness plaas.

Tahle | Gamification Stmiegy Design fcr emtrepreneurship comrses

Em‘npcmml main peTseniation
ey Tt g DR e R Lo o A
AcTiom Vitiendance. @sk managemen. and cumoulum managenmend
Bl 4] The sxpaified pobinns sy stemn
|5} single wdentiny
6] coch plaves cnn fesess thie sl of the teks performed by
colleagnes
7] the Jevel of the game is determined by the soccess of - el
previons kvel

8] overy pedd rewasds e be cochonged for additional value

plechnnism Ahe mioee pudnTs 3 user gt e premier tha cluanes e pers resarnds
e leval wg
ol : I'_"uimu'[';l:l.}' incents must be :l:."lj';.;EI.:f"im;l-lj'l.'n]ﬂ ‘o the Ju.:.m';'fg completim g
carn poanis and feel enpoy the game
L hechives Sohmithing knowledge. completing schedales, finishing 1asks)
fritaakdng o conribendaoi i (b g
Challenge~~ Problemdoamin [k [Being @ top user of the month. assewing the other friends sk
nesiln,
Progrcssion licheans peq a difTorenn sk and wmltilevel golats for coch lovel
bk Mo R pastor f TANF pinngs)

Ameidangs (1 pomink
Suhmiting dssignment 10 poinisp

Fhit toge sisr ool dhie moaih ¢ 0 padnns

Experimental waneral valbdatin sesulis in Gamiticaton show the average woial pereontage of coch ula-m:mm o e
respirnioy spsiem maolerial of #4% indicaging the material criggrie presented in inkeractive moltimedia ore very valid and
Fit Bop e an e learmomg proceas. Validation sesalts from media expeis n |Il-|:'|'bi'tl1'rw'n.l|luth‘di.a s the dverage il
peeisge of coch mpet of BE5% idicating the crirenia of interactve waltimedia ane very valid ond 18 (or s o de
legsamng process cilnepaencars i

The validation resaks from feld pmoitieners {lecturess and studenis) show Iluw:ng: texnl percentage of ench aspect
of 2% and 92 25% andicanng that ke deselopnd inieractve midlzheedio erincriz ane vy volid asd saitabbe Tor usc o ote
learming process, The cogn®ive ]cﬁ.ing acames were obiained from the mverage test soores pa the respirary syslem
naterial afier using Gomification with a scenhfic appreadh & Entreprenmeship Course. The comiplelesess of sbadent
lewrmning schilevevent in e classioal redckes 920 w0 Ui sald tho the aicplaeness of he resuk of closaical leaming Bas
bezem nchieved nccondance with Muobyasa (3015) uud.lh.'l the success of clasical leaming is saiil 1o be achieved i 2= B0
iof students mmaged o achieve minimom vghs. The svempe value of cogitive lemning calcpeses in Emreprensorship
Coarse mtedals wing Gomlicaton is 1. The avesage valoe of copnitive learning oosoames of the Entmepiescuship
Couirs i i academic year M50 i T8 with the comglotcness of the classical learning susoome of only 51 %,




VI STuny RESULTS, SUSBIARY AND CONTREIBUTION
Tl mesearch sesall showed i pamilication stmnegy has o posiive efeer In Entnepeencusship Course by asng lo's

nnd Chwen's developimet r
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