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ABSTRAK

Revolusi industri 4.0 menjadi pendorong kemajuan salah satunya dalam bidang pendidikan yang membuat cara
belajar harus ditingkatkan seiring dengan perkembangan teknologi. Metode gamifikasi sebagai pendekatan
pembelajaran menggunakan beberapa elemen dalam gim bertujuan untuk memotivasi peserta didik dalam proses
pembelajaran. Gamifikasi menjadi salah satu metode yang banyak digunakan karena dianggap dapat meningkatkan
motivasi dan memberikan daya tarik kepada peserta didik dalam melaksanakan proses pembelajaran. Penelitian ini
menggunakan metode survey. Hasil penelitian menunjukkan peserta didik termotivasi apabila proses pembelajaran
dilakukan dengan cara gamifikasi karena peserta didik menyukai sistem gim dengan pemeringkatan yang memiliki
sebuah reward. Perlu dipahami bahwa gamifikasi tidak hanya tentang sebuah gim namun, menggunakan sistem gim
dalam kehidupan nyata. Perlu diadakan penelitian lebih lanjut mengenai cara-cara mengembangkan gamifikasi untuk
meningkatkan motivasi belajar peserta didik agar metode gamifikasi ini dapat semakin beragam.
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INTRODUCTION

In reaching knowledge, the spirit of learning is the primary driver that will guide us through
every page of the book toward a broader horizon of knowledge. Motivation in learning is
not only energy that moves students to learn but also directs students' activities toward
learning goals (Endrejat et al., 2017; Hojnik & Ruzzier, 2016; Saeid & Eslaminejad, 2017).
This means that no matter how good the potential of students, which includes the
intellectual abilities or talents of students, the material to be taught, and the complete
learning facilities, students need to be motivated to learn, and the learning process will not
take place optimally.

The definition of motivation discussed by experts includes a discussion of stimuli, habits,
and feelings of curiosity within students. Most experts divide motivation into two types:
intrinsic motivation and extrinsic motivation. Intrinsic motivation is the desire to act due to
motivating factors from within the individual (Borah, 2021; Ng, 2018; Sharma & Sharma,
2018). However, learning activities often take place when they are based on something
other than intrinsic motivation. The lack of intrinsic motivation can also be caused by
learners' intellectual, emotional, and social immaturity.

Extrinsic motivation is motivation that exists due to the influence of external stimuli.
Extrinsic motivation includes the primary purpose of individuals doing activities to achieve
goals outside the learning activity, or the goal is not involved in learning activities (Cook &
Artino Jr, 2016; Locke & Schattke, 2019). Intrinsic and extrinsic motivation are mutually
reinforcing; even extrinsic motivation can generate intrinsic motivation.

In the study of learning theory, the diversity of understanding learning is categorized into
three theories: behavioristic learning theory, cognitivism learning theory, and constructivist
learning theory. According to behavioristic theory, learning is a process of adaptation or
behavioral adjustment that occurs progressively (Bormanaki & Khoshhal, 2017; Budiman,
2017; Koechlin, 2016). The onset of behavior is due to the relationship between stimulus
and response, where a particular stimulus will cause a specific response from the
individual. The response to this stimulus is referred to as learning. Meanwhile, in the view
of cognitivism, learning is seen as an active process of individuals processing information
(Basri, 2018). Furthermore, constructivism views learning as an active process of learners
constructing knowledge through selecting, organizing, and integrating information (Olofson
et al., 2016; Voon et al., 2020).

Several notions of learning lead to one essence of learning: cognitive processes supported
by psychomotor functions (Hoque, 2016; Sénmez, 2017; Sottilare et al., 2017). In this
case, psychomotor functions include Hearing, seeing, and speaking. The manifestation of
learning by students almost always involves the function of the realm of reason, whose
intensity of use is undoubtedly different from other learning events.

In the learning process, a stimulus is needed to increase learning motivation. One of them
is the gamification method. Gamification is described as a learning approach using some
game elements to motivate learners in the learning process. Gamification is a widely used
method because it increases motivation and provides attractiveness for students in the
learning process.
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In an educational context, gamification improves learner engagement, motivation, and
learning outcomes. Gamification elements such as rewards can provide positive
reinforcement for learners' learning efforts, while competition can stimulate enthusiasm to
participate and achieve better (Bai et al., 2020; Chans & Castro, 2021; Zainuddin &
Keumala, 2021). By incorporating these elements into the learning experience, educational
institutions seek to create a more engaging and interactive environment.

Seeing the potential of the gamification method to increase learning motivation for
students, this method can be applied to the learning process in the classroom. For this
reason, researchers tried to examine the gamification method in this study. This study
aims to determine the effect of gamification on increasing student motivation, so it is
hoped that this gamification method can be applied optimally and increase student
motivation.

LITERATURE REVIEW
Gamification

Gamification is an approach that is gaining popularity in education and other fields. It
involves using elements commonly associated with games in a non-game context,
intending to motivate and engage individuals in an activity. These elements can include
rewards, levels, competitions, challenging tasks, and more.

While gamification has excellent potential to improve engagement and learning outcomes,
it is essential to consider the broader goals of education. Gamification should focus on
extrinsic rewards and consider developing learners' intrinsic motivation, which comes from
within themselves (Mekler et al., 2017; Razali et al., 2020; Van Roy & Zaman, 2017). This
approach can effectively achieve learning objectives by designing gamification elements
that fulfill both psychological and educational aspects.

Overall, gamification is a promising approach to motivating and engaging individuals in
various activities, including learning. By utilizing elements from the world of games,
education can become more attractive, interactive, and effective in achieving learning
objectives. However, wise implementation tailored to the context and goals of education is
crucial in making gamification an effective tool.

Social Cognitive

Social Cognitive is a psychological framework that considers the interaction between
cognitive factors (thoughts and understanding) and social factors in shaping behavior and
learning. Essentially, this theory emphasizes how individuals learn through observation,
interaction with the environment, and interaction with others. Social Cognitive Theory
states that humans learn through the direct consequences of their actions and observation
and modeling of others (Lent et al., 2016; Lim et al., 2020; Schunk & DiBenedetto, 2020).

One core concept in Social Cognitive Theory is self-efficacy. This refers to an individual's
belief in his or her ability to succeed in a given situation. A person's level of self-efficacy
influences their motivation and effort to take on tasks and challenges. Individuals with high
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levels of self-efficacy are more likely to overcome obstacles and work hard to achieve their
goals (Mirsanti, 2019; Permana et al., 2016; Sintya, 2019).

Social Cognitive Theory also recognizes the role of feedback in learning. Positive feedback
that provides reinforcement and recognition can increase learners' motivation and
confidence. Conversely, negative feedback can affect self-efficacy and lead to decreased
motivation. Therefore, in using gamification to increase motivation in learning, it is
essential to provide constructive and supportive feedback (Sailer & Sailer, 2021; Van Roy &
Zaman, 2017). Within Social Cognitive Theory, social interaction also plays a significant
role in learning. Group discussions, cooperation, and shared experiences can help learners
build more profound understanding and broaden their perspectives. Environments
encouraging positive interactions and collaboration can enhance learning through modeling,
discussion, and social reinforcement.

Social Cognitive Theory underlines that learning results from a complex interaction
between cognitive, social, and environmental factors. Self-efficacy, behavioral modeling,
feedback, and social interaction are vital components that must be considered in designing
effective and motivating learning strategies.

Reinforcement Theory

Reinforcement Theory, also known as "Reinforcement Theory," is one of the main
approaches in psychology that examines how rewards or reinforcement affect human
behavior. This theory explains that behavior tends to be repeated if it is followed by
reinforcement that is considered positive (Lefebvre et al., 2017). According to McLean &
Christensen (2017), this reinforcement can be a reward, praise, recognition, or even the
avoidance of negative consequences. The principles of this theory provide essential insights
into how humans learn, adapt, and develop new behaviors.

Conversely, the theory also recognizes negative reinforcement, which involves removing or
avoiding an unwanted stimulus after a specific behavior. An example would be allowing
learners to leave class a few minutes early if they have completed their work well. Negative
reinforcement can motivate learners to achieve goals to avoid unwanted consequences.

It is essential to understand that the effectiveness of reinforcement depends on timeframe
and consistency. Reinforcement delivered consistently after the desired behavior will likely
be more successful in shaping and maintaining the desired behavior (Wood & Neal, 2016).
Uncertainty in the delivery of reinforcement can reduce its effectiveness and produce
inconsistent results.

In the context of education, Reinforcement theory has significant implications. Positive
reinforcement through awards, points, or praise can stimulate learners' learning motivation
(Sidin, 2021). Applying these principles in education often involves publicly recognizing
learners' achievements, providing small rewards for completed tasks, or creating an
environment where success is valued and recognized.

Overall, Reinforcement Theory is an essential concept in psychology and education that
underscores how rewards or reinforcement can influence learning and behavior. In an
education world, increasingly using technology and innovative approaches such as
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gamification, understanding the principles of this theory can help design more effective and
motivating learning experiences.

METHODS

In this research, the method applied is a survey. The survey method is used to collect data
on respondents' perceptions and preferences regarding the implementation of gamification
in the learning environment (Santos et al., 2021). This method explores respondents'
responses, motivations, and interests related to gamification in the learning context. The
survey was conducted through the Google Form platform, and the distribution was done
online through various communication channels to the respondents. With this approach,
the research seeks to collect representative and in-depth data on how gamification affects
their perception and engagement in learning.

RESULT AND DISCUSSION

Research on 40 people who have done the learning process with gamification was
conducted by giving a questionnaire containing five questions about learning motivation
after doing the learning process. Then, the data obtained from the research was in the
form of bar charts. Then, this data is processed, and the difference value of each question
is obtained. The research description is developed based on the questions in the
questionnaire.

First Questionnaire Questions

The first question of the questionnaire was, "Do you like playing games?". This question
was asked to determine how much the learners like playing games. After the research,
data was obtained on how much students like to play games. The processed research
results can be seen in Figure 1:

1. Apakah kamu suka bermain game ?
40 tanggapan

15

10

14 (35%)
9(22,5%) 9 (22,5%)
5 5 (12,5%)
0

1 2 3 4 5
Figure 1. Diagram of the percentage of learners' liking to play games
Source: Research 2021

Based on the figure, it can be seen that many of the learners like playing games. In the
first choice (1), learners who dislike playing games, namely three learners (7.5%). In the
second choice (2), learners who do not like playing games, namely 5 learners (12.5%). In
the third choice (3), learners who do not like playing games, namely nine learners
(22.5%). In the fourth choice (4), learners who like to play games, namely 14 learners
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(35%). In the fifth choice (5), learners who like playing games, namely nine learners
(22.5%). In this picture, it can be seen that many learners like to play games.

Judging from these results, the opportunity to use the gamification method in the learning
process is quite significant. This is in line with the results of other studies, which state that
gamification can provide positive reinforcement for learning efforts made by students so
that they are expected to achieve better achievement (Bai et al., 2020; Chans & Castro,
2021; Zainuddin & Keumala, 2021).

Second Questionnaire Questions

The second questionnaire question was, "If learning is done as a quiz, how much do you
prepare for learning?". This question was asked to determine how much preparation the
learners had for the quiz. After the research, data was obtained on how much students
were prepared to face the quiz. The processed results can be seen in Figure 2:

2. Apabila pembelajaran dilakukan dalam bentuk kuis, seberapa besar persiapanmu dalam belajar ?
40 tanggapan

20 20 (50%)

15 (37,5%)

4 (10%)

1 2 3 4 5
Figure 2. Diagram of the percentage of students' learning preparation
Source: Research 2021

Based on the figure, it can be seen that learners continue to study as usual for the quiz,
although some learners are very prepared for learning, and there are no learners who are
very unprepared for the quiz. In the first option (1), no learners were unprepared to study
for the quiz (0%). In the second option (2), one learner was not ready to learn for the quiz
(2.5%). In the third option (3), learners who study as usual for the quiz are 20 learners
(50%). In the fourth option (4), learners who are ready to learn for the quiz are 15
learners (37.5%). In the fifth option (5), four learners were ready to study for the quiz
(10%). In this diagram, it can be seen that learners will continue to study as usual for the
quiz.

Their self-efficacy greatly influences learners' readiness for quizzes. With gamification,
learners' motivation is increased mainly due to the gamification system, which provides
rewards and other game elements. Learners with high self-efficacy can be more motivated
to complete the games in this gamification method. This is in line with other studies that
discuss a person's belief in their ability to face specific challenges and situations (Mirsanti,
2019; Permana et al., 2016; Sintya, 2019).
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Third Questionnaire Questions

The third questionnaire question was, "How interesting is a quiz if there is a ranking of
scores?". This question was asked to find out how much learners are interested if there is a
ranking in the quiz. After the research, data was obtained regarding learners' interest in
ranking scores in the quiz. The results obtained can be seen in Figure 3:

3. Seberapa menarik sebuah kuis apabila terdapat pemeringkatan hasil skor ?
40 tanggapan

20

17 (42,5%)

8 (20%)

0(0%) 2 (5%)

1 2 3 4 5

0

Figure 3. Diagram of how interesting the quiz is with score ranking
Source: Research 2021

Based on the figure, learners feel interested in the ranking in the quiz. In the first option
(1) learners who felt uninterested in the ranking were none (0%). In the second option (2),
learners who felt uninterested in the ranking, namely two learners (5%). In the third
option (3), learners who felt less interested in the ranking, namely eight learners (20%). In
the fourth option (4), 17 learners (42.5%) were interested in the ranking. In the fifth
option (5), learners who felt very interested in the ranking were 13 learners (32.5%). In
this diagram, learners will likely feel interested in the existence of rankings in quizzes, as
well as elements in games (Zainuddin & Keumala, 2021).

Fourth Questionnaire Questions

The fourth questionnaire question was, "Do you agree that the quiz winner gets a
reward?". This question was asked to find out whether students' motivation would increase
if the quiz winners were given treatment in the form of a reward. After the research, the
data obtained can be seen in Figure 4.

4. Apakah kamu setuju jika pemenang kuis mendapatkan reward ?
40 tanggapan

30

20

10 11 (27,5%)
2 (5%)
0 (0%)
0

1 2 3 4 5

Figure 4. Diagram of learners' interest in quiz rewards
Source: Research 2021

Based on the figure, it can be seen that learners are interested in the reward for the winner
or the person who has the highest score. In the first option (1), learners strongly disagree
with the existence of rewards for quiz winners, namely none (0%). In the second option
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(2), learners disagreed with the existence of rewards for quiz winners, namely two learners
(5%). In the third option (3), students who felt normal with the reward for quiz winners,
namely five students (12.5%). In the fourth option (4), learners agreed that there were
rewards for quiz winners, namely 11 learners (27.5%). In the fifth option (5), learners
strongly agree that there are rewards for quiz winners, namely 22 learners (55%). In this
diagram, it can be seen that students are highly motivated by rewards for winners, which
will increase the sense of competition in students (Chans & Castro, 2021).

Fifth Questionnaire Questions Soal

The fifth questionnaire was "Would your learning motivation increase if learning was done
with games like Kahoot?". This question was asked to determine how much motivation
students have with this gamification-based learning process. After the research, the
processed data has been presented in the form of Figure 5:

5. Apakah motivasi belajar kamu akan meningkat jika pembelajaran dilakukan dengan game kuis

seperti kahoot ?
40 tanggapan

30

23 (57,5%)
20 (67,5%)

16 (40%)

1 2 3

Figure 5. Diagram of how interesting the quiz model learning is
Source: Research 2021

Based on this figure, learners feel very motivated by gamification. In the first choice (1)
learners who feel unmotivated by gamification, namely one learner (2.5%). In the second
choice (2), 16 learners (40%) feel motivated by gamification. In the third option (3), 23
learners (53.5%) felt highly motivated by gamification. In this figure, students will feel
very motivated if the learning process is carried out by gamification. From this data, the
gamification-based learning process can increase students' motivation. Motivation is one of
the most important dynamic aspects of the learning process.

A motive is a set that can make individuals perform certain activities to achieve goals.
Thus, motivation is a drive that can lead to specific behaviors toward achieving a particular
goal (Sidin, 2021). Utilizing learners' interest in games, gamification elements are designed
exactly like the developing games and linked to real life in the form of rewards, it is hoped
that gamification will increase students' learning motivation.

CONCLUSION

Based on the data analysis described above, most students like games. Learners' interest
in games can be utilized to use gamification methods in the classroom learning process.
The gamification method, which can be linked to real life in the form of ranking and
rewards that also exist in-game elements, motivates students to implement the learning
process. Thus, this gamification method can be an alternative for teachers to increase
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learner participation and motivation. It is hoped that in the future, there can also be a way
to develop this gamification so that the gamification method is more diverse.
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