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MOTTO

“Everyone has their own problems. Jangan banyak mengeluh, lakukan apa yang
harus dilakukan”

“Jika ingin sesuatu harus dicoba, jangan takut gagal. Gagal adalah pelajaran

terbaik dari sebuah usaha”
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PENERAPAN GAMIFIKASI PADA PROTOTIPE E-LEARNING

TAJUDDA ADI NEGARA
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Universitas Sebelas Maret

ABSTRAK

Sistem e-learning yang digunakan pada universitas di Indonesia kebanyakan
menggunakan Sistem Pembelajaran Daring” (SPADA) tak terkecuali pada
Universitas Sebelas Maret.Surakarta (UNS). E-learning yang kebanyakan dipakai
memang sudah membantu perkuliahan, namun berdasarkan penelitian sebelumnya,
sistem e-learning masih ada kekurangan terutama dalam motivasi mahasiswa untuk
menggunakan SPADA UNS. Sehingga diperlukan sebuah pembaharuan pada
sistem e-learning. Penelitian dimulai dari analisis kebutuhan, tahap rancangan
gamifikasi, tahap produksi gamifikasi e-learning dan yang terakhir adalah tahap
validasi akhir. Didapatkan hasilbahwa gamifikasi-dapat diimplementasikan pada e-
learning. Memasukan unsur=gamifikasi kepada e-learning diantaranya poin,
reward, leaderboard, dan badge. Hasil unit testing menunjukan sistem telah sesuai
dengan yang dirancang. Kemudian hasil validasi akhir kepada responden yang
menyatakan bahwa konsep prototipe” gamifikasi e-learning lebih disukali
dibandingan dengan konsep pada SPADA UNS.

Kata kunci — E-learning, Gamifikasi, Kriteria Mahasiswa, Motivasi

Mahasiswa, Performa Mahasiswa, SPADA
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IMPLEMENTATION OF GAMIFICATION IN E-LEARNING PROTOTYPE

TAJUDDA ADI NEGARA

Departement of Informatics
Faculty of Mathematic and Natural Sciences

Universitas Sebelas Maret

ABSTRACT

Most of the e-learning systems used at universities in Indonesia use the Sistem
Pembelajaran Daring (SPADA), including the Sebelas Maret University Surakarta
(UNS). E-learning which is mostly used has indeed helped lectures, but based on
previous research, the e-learning system still has:shortcomings, especially in
student motivation to use.it. So that we need an update to the e-learning system.
The research starts from- the needs analysis, the gamification design stage, the e-
learning gamification production stage.and the last is the final validation stage.
The results show that gamification can be implemented in e-learning. Incorporating
gamification elements into"e-learning including points, rewards, leaderboard and
badges. Unit testing results show:the system-is in accordance with the design. Then
the results of validating to respondent showed that the e-learning gamification
prototype’s concept more preferable than the coneept of SPADA UNS.

Keywords — Criteria for Student, E-learning, Gamification, SPADA, Student

Motivation, Student Performance

viii



DAFTAR ISI

HALAMAN PERSETUJUAN ...ttt I
HALAMAN PENGESAHAN ......ooiiiiesect e iii
IMOTTO et e e aneennee s v
HALAMAN PERSEMBAHAN ...ttt v
KATA PENGANTAR L.ttt anae e vi
ABSTRAK ..o gl e reeeeeeesrereesnssessen T et vii
ABSTRACT ..o B omamam [l viii
DAFTARISL...§...... o ... R, IX
DYAVSEWANSEEYANLY/ | 272N 2 S oo SRR . S SR Xii
DAFTAR TABEL .T3......... o Bl Xi
DAFTAR LAMPIRAN . ... f il o oot iasin el sseesessesessesns Xiv
BAB | PENDAHULUAN ..........ciii i Error! Bookmark not defined.
1.1. Latar Belakang......o............ciueecveeiiis Error! Bookmark not defined.

1.2. RumusandMasalah .....................ter...s Errorl Bookmark not defined.

1.3. Batasan Masalah......................i ... Error! Bookmark not defined.

1.4, Tujuan Penelitian...............4....4... . Error! Bookmark not defined.

1.5. Manfaat Penelitian..............c.ccccevnee.n. Error! Bookmark not defined.

1.6. Sistematika Penulisan............cc.cc.c...... Error! Bookmark not defined.

BAB Il TINJAUAN PUSTAKA.......ccooviviieen Error! Bookmark not defined.
2.1. Dasar TEON ...cccccveeereeivee e sieeie e Error! Bookmark not defined.

2.1.1.  Gamifikasi.......ccccccervivierveenne. Error! Bookmark not defined.

2.1.2. E-learning Gamifikasi............. Error! Bookmark not defined.

2.2. Penelitian Terkait..........ccccocvvviiniennne. Error! Bookmark not defined.

BAB Il METODOLOGI PENELITIAN .............. Error! Bookmark not defined.
3.1. Analisis Kebutuhan..........c...cccccoei. Error! Bookmark not defined.

3.2. Rancangan Gamifikasi E-learning....Error! Bookmark not defined.

3.3. Produksi Gamifikasi E-learning........ Error! Bookmark not defined.
3.4. Validasi AKNIT c...ooovveeeiiiiiieien Error! Bookmark not defined.
BAB IV HASIL DAN PEMBAHASAN ................ Error! Bookmark not defined.



4.1. Analisis Kebutuhan..........ccccccoeeeeunnnn. Error! Bookmark not defined.

4.2. Rancangan Gamifikasi E-learning ....Error! Bookmark not defined.

4.3. Produksi Gamifikasi E-learning........ Error! Bookmark not defined.
4.4. Validasi AKNIr .......cccccoooviiiiiiiiiiiinen, Error! Bookmark not defined.
BAB V PENUTUP ... Error! Bookmark not defined.
5.1. Kesimpulan.........cccoiniiiininiinenn Error! Bookmark not defined.
5.2, SAraN ...ccocoeiieeee e Error! Bookmark not defined.
DAFTAR PUSTAKA il it Error! Bookmark not defined.
LAMPIRAN-LAMPIRAN ..........un . s deeeennnenn. Error! Bookmark not defined.



Tabel 2. 1.
Tabel 4. 1.
Tabel 4. 2.
defined.

Tabel 4. 3.
Tabel 4. 4.
Tabel 4. 5.
Tabel 4. 6.

Tabel 4. 7.

Tabel 4. 8.

DAFTAR TABEL

Penelitian Terkait..........ccccoocevvrnnnennnn, Error! Bookmark not defined.
Testing Masuk Kelas Mahasiswa......... Error! Bookmark not defined.
Testing Pengumpulan Tugas Mahasiswa........... Error! Bookmark not
Testing DisKUSI ......ccccoveviviieccieiciienn Error! Bookmark not defined.
Testing Leaderboard Kelas.................. Error! Bookmark not defined.
Testing Badge Kelas ........ e amm diee e Error! Bookmark not defined.
Perbandingan-Kepuasan terkait Pengalaman Menggunakan SPADA
UNS dan Prototipe Gamifikasi E-learning........ Error! Bookmark not
defined.

Perbandingan Fingkat Motivasi Menggunakan SPADA UNS dan
Prototipe Gamifikasi E-learning ......... Error! Bookmark not defined.
Perbandingan‘dari Segi Konsep SPADAUNS dan Prototipe
Gamifikasi E=learRing...................q. Error! Bookmark not defined.

Xi



DAFTAR GAMBAR

Gambar 2. 1. Proses Penentuan Tujuan Sistem Gamifikasi. Error! Bookmark not

defined.
Gambar 2. 2. Alur Engangement Loop .................. Error! Bookmark not defined.
Gambar 3. 1. Alur Penelitian...........ccoovvvniviiinnnnn, Error! Bookmark not defined.
Gambar 4. 1. Use Case Diagram Mahasiswa......... Error! Bookmark not defined.
Gambar 4. 2. Use Case Diagram Mahasiswa......... Error! Bookmark not defined.
Gambar 4. 3. Melakukan Pencarian.MataKuliah ..Error! Bookmark not defined.
Gambar 4. 4. Memilih Mata Kuliah ..............0000 Error! Bookmark not defined.
Gambar 4. 5. Mengunduh-Materi Mata Kuliah.....Error! Bookmark not defined.
Gambar 4. 6. Mengumpulkan Tugas Mata Kuliah.Error! Bookmark not defined.
Gambar 4. 7. MengikutiUTS atau UAS................ Error! Bookmark not defined.
Gambar 4. 8. Mengikuti Kuis........ccecvveoideneecnnnn. Error! Bookmark not defined.
Gambar 4. 9. Melihat Leaderboard.............c....... Error! Bookmark not defined.
Gambar 4. 10. Memulai'DisKUSL......................ie.. Error! Bookmark not defined.

Gambar 4. 11. Melakukan Tanya Jawab Diskusi...Error! Bookmark not defined.

Gambar 4. 12. Membuat KelaSk....cou......gres.oide.... Error! Bookmark not defined.
Gambar 4. 13. Membuat Materi..........ccc.cceccvevennnnn Error! Bookmark not defined.
Gambar 4. 14. Membuat Kuis/UTS/UAS .............. Error! Bookmark not defined.
Gambar 4. 15. Membuat Soal .............ccccvevvvininnnn Error! Bookmark not defined.
Gambar 4. 16. Membuat Tugas...........ccccevevveriennenn Error! Bookmark not defined.
Gambar 4. 17. Melihat Pengumpulan Tugas.......... Error! Bookmark not defined.
Gambar 4. 18. Melakukan Penilaian Tugas ........... Error! Bookmark not defined.
Gambar 4. 19. Melakukan Penilaian Ujian............ Error! Bookmark not defined.
Gambar 4. 20. Memulai Diskusi Materi................. Error! Bookmark not defined.

Gambar 4. 21. Melakukan Tanya Jawab Diskusi...Error! Bookmark not defined.

Gambar 4. 22. Masuk kelas..........c.ccccoevrvverviiinnnnn Error! Bookmark not defined.
Gambar 4. 23. Mengumpulkan Tugas.................... Error! Bookmark not defined.
Gambar 4. 24. Membuat DiSKUSI ............cceevrernnenn Error! Bookmark not defined.
Gambar 4. 25. Leaderboard Mahasiswa................ Error! Bookmark not defined.

Xii



Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.
Gambar 4.

26.
27.
28.
29.
30.
31.
32.
33.
34.
35.

Tambah Kelas........ccccccoovvveivinnnne. Error! Bookmark not defined.
Tambah Tugas.......ccccocevvrvriiiennnn, Error! Bookmark not defined.
Penilaian Tugas Mahasiswa ........... Error! Bookmark not defined.
Tambah Materi.......cccocovvvvvrnnnnnnnn, Error! Bookmark not defined.
Tambah Kuis ........cccoeeeviiiiiiiee, Error! Bookmark not defined.
Tambah Soal..........ccocovvviiiiine Error! Bookmark not defined.
Masuk Kelas Mahasiswa................ Error! Bookmark not defined.

Mengumpulkan Tugas Mahasiswa.Error! Bookmark not defined.
Leaderboard Kelas Mahasiswa...... Error! Bookmark not defined.
Leaderboard Mahasiswa Global ....Error! Bookmark not defined.

Xiii



DAFTAR LAMPIRAN

Lampiran 1 : Kuesioner Penelitian........................ Error! Bookmark not defined.

Xiv



