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ABSTRAK 

Penelitian ini didasarkan pada studi literatur yang dilakukan oleh peneliti mengenai 

kemampuan siswa dalam memahami berbagai materi yang terdapat dalam mata 

pelajaran informatika, seperti algoritma pemrograman dan pemikiran 

komputasional. Berdasarkan hasil wawancara dan diskusi dengan guru informatika 

di SMPN 10 Cimahi, banyak siswa masih mengalami kesulitan dalam mempelajari 

proses pemikiran komputasional dan materi pemrograman algoritma. Tujuan 

penelitian ini adalah untuk: (1) menganalisis dan mendeskripsikan penerapan 

konsep gamifikasi dalam pembelajaran mobile pada mata pelajaran Informatika. (2) 

Menganalisis dampak penerapan pembelajaran mobile dengan konsep gamifikasi 

terhadap kemampuan Pemikiran Komputasional siswa. (3) Mengidentifikasi 

persepsi siswa terhadap penggunaan pembelajaran mobile dengan konsep 

gamifikasi dalam pembelajaran informatika. Dalam penelitian ini, metode 

penelitian yang digunakan adalah penelitian dan pengembangan (R&D) dengan 

pendekatan kuantitatif. Selanjutnya, prosedur penelitian mengadaptasi model 

pengembangan Analyze-Design-Develop-Implement-Evaluate (ADDIE). Hasil 

penelitian menunjukkan bahwa rata-rata skor pretest siswa adalah 47,63, sedangkan 

setelah menerapkan pembelajaran mobile yang menerapkan gamifikasi, rata-rata 

skor meningkat menjadi 72,88 pada posttest. Rata-rata nilai gain keseluruhan 

sebesar 0,74 masuk ke dalam kategori “Tinggi”, yang menunjukkan bahwa semua 

kelompok mengalami peningkatan signifikan dalam kemampuan computational 

thinking mereka setelah intervensi. 

Kata Kunci: Gamifikasi, Mobile Learning, Computational Thinking 
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IMPLEMENTATION OF GAMIFICATION CONCEPTS IN MOBILE 

LEARNING IN INFORMATICS SUBJECTS AND ITS IMPACT ON 

STUDENTS COMPUTATIONAL THINKING ABILITIES 

by 

Abdul Ghani Al-Fauzan – ghanialfauzan@upi.edu 1900232 

ABSTRACT 

This research is based on a literature study conducted by researchers regarding 

students abilities in understanding various materials contained in informatics 

subjects, such as programming algorithms and computational thinking. Based on 

the results of interviews and discussions with informatics teachers at SMPN 10 

Cimahi, many students still experience difficulties in learning computational 

thinking processes and algorithm programming material. The research objectives 

are to: (1) analyze and describe the implementation of the gamification concept in 

mobile learning in Informatics subjects. (2) Analyzing the impact of implementing 

mobile learning with the concept of gamification on students Computational 

Thinking abilities. (3) Identifying students perceptions of the use of mobile learning 

with the concept of gamification in informatics learning. In this research, the 

research method used is research and development (R&D) with a quantitative 

approach. Next, the research procedure adapted the Analyze-Design-Develop-

Implement-Evaluate (ADDIE) development model. The research results showed 

that the average student pretest score was 47.63, whereas after implementing 

mobile learning which implemented gamification, the average score increased to 

72.88 on the posttest. The overall mean gain of 0.74 fell into the “High” category, 

indicating that all groups experienced significant improvements in their 

computational thinking skills after the intervention. 

Keyword : Gamification, Mobile Learning, Computational Thinking 
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