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ABSTRAK 

 

Teknologi yang berkembang pesat telah banyak menghasilkan penemuan yang dapat 

membantu mempermudah kehidupan manusia di berbagai bidang salah satunya adalah 

bidang pendidikan yang dapat membantu guru dan siswa dalam proses pembelajaran, 

salah satu teknologi yang membantu adalah penerapan Learning Management System di 

dalam e-learning, dimana dengan e-learning ini kegiatan pembelajaran dapat dilakukan 

secara fleksibel baik oleh guru maupun siswa. Peran motivasi mempunyai kedudukan 

yang penting untuk mencapai tujuan pembelajaran salah satunya adalah meningkatkan 

kognitif, oleh karena itu berbagai cara dilakukan untuk memotivasi siswa dalam proses 

pembelajaran. Pada penelitian ini dilakukan sebuah upaya berupa penerapan Gamifikasi 

yang merupakan salah satu pendekatan pembelajaran dengan cara membawa dan 

menerapkan elemen-elemen game kedalam Learning Management System dengan tujuan 

meningkatkan motivasi dan kognitif siswa pada proses pembelajaran dengan 

menggunakan metode ADDIE. Analisis hasil pengujian pre-test dan post-test 

menggunakan perhitungan N-Gain dilakukan pada kedua kelompok, dimana hasil nilai 

rata-rata N-Gain dari kelompok gamifikasi sebesar 26,6111 dan untuk kelompok Non-

LMS sebesar -19,8889. Hal ini menjelaskan bahwa kelompok gamifikasi memiliki 

peningkatan kognitif lebih dibandingkan kelompok Non-LMS.  

 

Kata Kunci : E-Learning, Learning Management System, ADDIE, Gamifikasi, 

Kognitif   
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ABSTRACT 

 

Rapidly developing technology has produced many discoveries that can help facilitate 

human life in various fields, one of which is the field of education that can help teachers 

and students in the learning process, one of the technologies that helps is the application 

of the Learning Management System in e-learning, where by This e-learning learning 

activities can be carried out flexibly by both teachers and students. The role of motivation 

has an important position to achieve learning goals, one of which is to improve cognitive, 

therefore various ways are done to motivate students in the learning process. In this 

study, an effort was made in the form of implementing Gamification which is one of the 

learning approaches by bringing and applying game elements into the Learning 

Management System with the aim of increasing students' motivation and cognitive in the 

learning process using the ADDIE method. The analysis of the results of the pre-test and 

post-test using N-Gain calculations was carried out in both groups, where the average 

N-Gain value for the gamified group was 26.6111 and for the Non-LMS group it was -

19.8889. This explains that the gamified group has a more significant cognitive 

improvement than the Non-LMS group, 

 

Keywords: E-Learning, Learning Management System, ADDIE, Gamification, 

Cognitive   

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

vi 
 

 

DAFTAR ISI 

PERNYATAAN ......................................................................................................................... i 

KATA PENGANTAR ............................................................................................................. iii 

ABSTRAK ................................................................................................................................ iv 

ABSTRACT ................................................................................................................................. v 

DAFTAR ISI ............................................................................................................................. vi 

DAFTAR GAMBAR ................................................................................................................ ix 

DAFTAR TABEL .................................................................................................................... xii 

BAB I ......................................................................................................................................... 1 

PENDAHULUAN ..................................................................................................................... 1 

1.1 Latar Belakang ...................................................................................................... 1 

1.2 Rumusan Masalah ................................................................................................. 4 

1.3 Batasan Masalah ................................................................................................... 4 

1.4 Tujuan Penelitian .................................................................................................. 5 

1.5 Manfaat Penelitian ................................................................................................ 5 

1.6 Sistematika Penulisan ........................................................................................... 6 

BAB II ........................................................................................................................................ 7 

LANDASAN TEORI ................................................................................................................. 7 

2.1 Peta Literatur ........................................................................................................ 7 

2.2 Gamifikasi .......................................................................................................... 10 

2.2.1 Elemen-Elemen Gamifikasi ................................................................................ 10 

2.2.2 Jenis-Jenis Gamifikasi ........................................................................................ 11 

2.2.3 Kelebihan Gamifikasi ......................................................................................... 12 

2.3 Pengembangan Model ADDIE ........................................................................... 12 

2.4 E-Learning .......................................................................................................... 13 

2.4.1 Fungsi E-learning ............................................................................................... 14 



 

vii 
 

2.4.2 Manfaat E-learning ............................................................................................. 15 

2.4.3 Tipe E-learning ................................................................................................... 16 

2.4.4 Komponen E-learning ......................................................................................... 17 

2.4.5 Learning Management System (LMS) ............................................................... 18 

BAB III .................................................................................................................................... 19 

METODE PENELITIAN......................................................................................................... 19 

3.1 Kerangka Penelitian ........................................................................................... 19 

3.2 Populasi dan Sampel Penelitian ......................................................................... 20 

3.2.1 Populasi .............................................................................................................. 20 

3.2.2 Sampel ................................................................................................................ 20 

3.3 Instrumen Penelitian .......................................................................................... 20 

3.4 Metode Pengumpulan Data ................................................................................ 21 

3.5 Prosedur Penelitian ............................................................................................ 21 

3.4.1 Analisis ............................................................................................................... 22 

3.4.1.1 Analisis Instrumen Pengujian ............................................................................. 22 

3.4.1.2 Analisis Non-Fungsional Sistem ........................................................................ 22 

3.4.1.3 Analisis Fungsional Sistem ................................................................................ 22 

3.4.1.4 Analisis Kebutuhan Gamifikasi .......................................................................... 22 

3.4.2 Design ................................................................................................................. 23 

3.4.3 Development ....................................................................................................... 23 

3.4.4 Implementation ................................................................................................... 23 

3.4.5 Evaluation ........................................................................................................... 24 

3.6 Teknik Analisis Data.......................................................................................... 24 

BAB IV .................................................................................................................................... 27 

HASIL DAN PEMBAHASAN................................................................................................ 27 

4.1 Pengembangan Sistem ........................................................................................ 27 

4.1.1 Analisis ............................................................................................................... 27 



 

viii 
 

4.1.1.1 Analisis Instrumen Pengujian ............................................................................. 27 

4.1.1.2 Analisis Non-Fungsional Sistem ........................................................................ 27 

4.1.1.3 Analisis Fungsional Sistem ................................................................................ 31 

4.1.1.4 Analisis Kebutuhan Gamifikasi .......................................................................... 31 

4.1.2 Design ................................................................................................................. 34 

4.1.2.1 Use Case Diagram .............................................................................................. 35 

4.1.2.2 Data Flow Diagram ............................................................................................ 42 

4.1.2.3 Entity Relationship Diagram .............................................................................. 44 

4.1.2.4 Elemen Gamifikasi ............................................................................................. 45 

4.1.2.5 Interface .............................................................................................................. 46 

4.1.3 Development ....................................................................................................... 56 

4.1.4 Implementation ................................................................................................... 62 

4.1.5 Evaluation1 ......................................................................................................... 76 

BAB V ................................................................................................................................... 101 

KESIMPULAN DAN SARAN.............................................................................................. 101 

5.1 Kesimpulan ....................................................................................................... 101 

5.2 Saran ................................................................................................................. 102 

DAFTAR PUSTAKA ............................................................................................................ 104 

LAMPIRAN ........................................................................................................................... 106 

 

 

 

 

 

 

 

 

 



 

ix 
 

 

DAFTAR GAMBAR 

Gambar 2.1 Peta Literatur .......................................................................................................... 7 

Gambar 2. 2 Konsep ADDIE ................................................................................................... 13 

 

Gambar 4. 1 Kuisioner Elemen game PUBG .......................................................................... 32 

Gambar 4. 2 Kuisioner Elemen game Mobile Legends ........................................................... 32 

Gambar 4. 3 Kuisioner Elemen Game Call of Duty:Mobile ................................................... 33 

Gambar 4. 4 Use Case Diagram ............................................................................................... 35 

Gambar 4. 5 Data Flow Diagram LMS .................................................................................... 42 

Gambar 4. 6 Data Flow Diagram Admin ................................................................................. 42 

Gambar 4. 7 Data Flow Diagram Guru .................................................................................... 43 

Gambar 4. 8 Data Flow Diagram Siswa .................................................................................. 43 

Gambar 4. 9 Entity Relationship Diagram ............................................................................... 44 

Gambar 4. 10 Desain Elemen Gamifikasi Avatar .................................................................... 45 

Gambar 4. 11 Desain Elemen Gamifikasi Badges ................................................................... 45 

Gambar 4. 12 Rancangan Login Page...................................................................................... 46 

Gambar 4. 13 Rancangan Landing Page .................................................................................. 47 

Gambar 4. 14 Rancangan Halaman Dashboard Admin ........................................................... 47 

Gambar 4. 15 Rancangan halaman register guru ..................................................................... 48 

Gambar 4. 16 Rancangan halaman dashboard guru................................................................. 48 

Gambar 4. 17 Rancangan halaman course list guru ................................................................. 49 

Gambar 4. 18 Rancangan halaman buat course ....................................................................... 49 

Gambar 4. 19 Rancangan halaman detail course guru ............................................................. 50 

Gambar 4. 20 Rancangan halaman tambah materi .................................................................. 51 

Gambar 4. 21 Rancangan halaman tambah soal Exercise ....................................................... 52 

Gambar 4. 22 Rancangan halaman dashboard siswa ............................................................... 53 

Gambar 4. 23 Rancangan halaman daftar course siswa ........................................................... 53 

Gambar 4. 24 Rancangan halaman detail course siswa ........................................................... 54 

Gambar 4. 25 Rancangan halaman detail materi course siswa ................................................ 55 

Gambar 4. 26 Rancangan halaman detail Exercise course siswa ............................................ 55 

Gambar 4. 27 Rancangan halaman cari course ........................................................................ 56 

Gambar 4. 28 Daftar folder bagian server ............................................................................... 56 

file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc110868923
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989416
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989417
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989418
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989419
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989420
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989421
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989422
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989423
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989424
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989425
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989426
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989427
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989428
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989429
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989430
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989431
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989432
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989433
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989434
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989435
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989436
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989437
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989438
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989439
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989440
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989441
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989442
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989443


 

x 
 

Gambar 4. 29 Folder config ..................................................................................................... 56 

Gambar 4. 30 Folder controllers .............................................................................................. 57 

Gambar 4. 31 Folder middleware ............................................................................................ 57 

Gambar 4. 32 Folder models .................................................................................................... 58 

Gambar 4. 33 Folder routes ..................................................................................................... 58 

Gambar 4. 34 Folder src bagian client ..................................................................................... 59 

Gambar 4. 35 Folder api .......................................................................................................... 59 

Gambar 4. 36 Folder assets ...................................................................................................... 59 

Gambar 4. 37 Folder components ............................................................................................ 60 

Gambar 4. 38 Folder hooks ...................................................................................................... 60 

Gambar 4. 39 Folder redux ...................................................................................................... 61 

Gambar 4. 40 Folder style ........................................................................................................ 61 

Gambar 4. 41 Implementasi Landing Page .............................................................................. 62 

Gambar 4. 42 Implementasi Halaman Login ........................................................................... 62 

Gambar 4. 43 implementasi halaman Dashboard admin ......................................................... 63 

Gambar 4. 44 Implementasi halaman register akun guru ........................................................ 63 

Gambar 4. 45 Implementasi Halaman Dashboard guru ........................................................... 64 

Gambar 4. 46 Implementasi Halaman daftar course guru ....................................................... 64 

Gambar 4. 47 Implementasi Halaman tambah course ............................................................. 65 

Gambar 4. 48 Implementasi Halaman tambah akun siswa ...................................................... 65 

Gambar 4. 49 Implementasi Halaman detail course ................................................................ 66 

Gambar 4. 50 Implementasi Halaman materi course ............................................................... 66 

Gambar 4. 51 Implementasi Halaman Exercise soal pilihan ganda......................................... 67 

Gambar 4. 52 Implementasi Halaman tambah judul Exercise ................................................. 67 

Gambar 4. 53 Halaman tambah soal Exercise ......................................................................... 68 

Gambar 4. 54 Implementasi Halaman tambah materi ............................................................. 68 

Gambar 4. 55 Implementasi Halaman untuk mengisi profil dan memilih avatar .................... 69 

Gambar 4. 56 Implementasi Halaman dashboard siswa .......................................................... 70 

Gambar 4. 57 Implementasi Halaman course list .................................................................... 70 

Gambar 4. 58 Implementasi Halaman cari course ................................................................... 71 

Gambar 4. 59 Implementasi Halaman Detail Course .............................................................. 71 

Gambar 4. 60 Implementasi Halaman materi course ............................................................... 72 

Gambar 4. 61 Implementasi konfirmasi materi ....................................................................... 72 

Gambar 4. 62 Implementasi Pemberian Badges ...................................................................... 73 

file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989444
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989445
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989446
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989447
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989448
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989449
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989450
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989451
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989452
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989453
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989454
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989455
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989456
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989457
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989458
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989459
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989460
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989461
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989462
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989463
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989464
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989465
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989466
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989467
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989468
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989469
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989470
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989471
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989472
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989473
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989474
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989475
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989476
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989477


 

xi 
 

Gambar 4. 63 Implementasi halaman Exercise Soal Pilihan Ganda Siswa ............................. 73 

Gambar 4. 64 Implementasi Konfirmasi jawaban soal ............................................................ 74 

Gambar 4. 65 Implementasi Pemberian Badges ...................................................................... 74 

Gambar 4. 66 Implementasi Halaman Dashboard siswa setelah menyelesaikan materi dan 

exercise .................................................................................................................................... 75 

Gambar 4. 67 Implementasi Halaman Leaderboard ................................................................ 76 

Gambar 4. 68 Hasil Jawaban Pernyataan ke-1 LMS tanpa gamifikasi .................................... 82 

Gambar 4. 69 Hasil Jawaban Pernyataan ke-2 LMS tanpa gamifikasi .................................... 83 

Gambar 4. 70 Hasil Jawaban Pernyataan ke-3 LMS tanpa gamifikasi .................................... 83 

Gambar 4. 71 Hasil Jawaban Pernyataan ke-4 LMS tanpa gamifikasi .................................... 84 

Gambar 4. 72 Hasil Jawaban Pernyataan ke-5 LMS tanpa gamifikasi .................................... 84 

Gambar 4. 73 chart jumlah jawaban 5 pernyataan LMS tanpa gamifikasi .............................. 85 

Gambar 4. 74 Hasil Jawaban Pernyataan ke-1 LMS gamifikasi ............................................. 86 

Gambar 4. 75 Hasil Jawaban Pernyataan ke-2 LMS gamifikasi ............................................. 86 

Gambar 4. 76 Hasil Jawaban Pernyataan ke-3 LMS gamifikasi ............................................. 87 

Gambar 4. 77 Hasil Jawaban Pernyataan ke-4 LMS gamifikasi ............................................. 87 

Gambar 4. 78 Hasil Jawaban Pernyataan ke-5 LMS gamifikasi ............................................. 88 

Gambar 4. 79 Chart jumlah jawaban 5 pernyataan LMS gamifikasi ....................................... 88 

Gambar 4. 80 Chart perbandingan jumlah nilai indeks ........................................................... 89 

Gambar 4. 81 Hasil Jawaban Pernyataan ke-1 Elemen gamifikasi ......................................... 92 

Gambar 4. 82 Hasil Jawaban Pernyataan ke-2 Elemen gamifikasi ......................................... 92 

Gambar 4. 83 Hasil Jawaban Pernyataan ke-3 Elemen gamifikasi ......................................... 93 

Gambar 4. 84 Hasil Jawaban Pernyataan ke-4 Elemen gamifikasi ......................................... 93 

Gambar 4. 85 Hasil Jawaban Pernyataan ke-5 Elemen gamifikasi ......................................... 94 

Gambar 4. 86 Chart jumlah jawaban 5 pernyataan elemen gamifikasi ................................... 94 

 

 

 

 

 

 

 

 

file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989478
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989479
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989480
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989481
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989481
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989482
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989483
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989484
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989485
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989486
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989487
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989488
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989489
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989490
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989491
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989492
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989493
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989494
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989495
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989496
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989497
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989498
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989499
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989500
file:///C:/Users/ASUS/Documents/College%20Works/SEMESTER%208/SKRIPSI/SKRIPSI%20-%20RAW.docx%23_Toc111989501


 

xii 
 

DAFTAR TABEL 

Tabel 3. 1 Alur Tahapan Kegiatan Penelitian .......................................................................... 19 

 

Tabel 4. 1 Software Pendukung ............................................................................................... 28 

Tabel 4. 2 Dependensi Server .................................................................................................. 29 

Tabel 4. 3 Dependensi Client ................................................................................................... 30 

Tabel 4. 4 Skenario Login ........................................................................................................ 36 

Tabel 4. 5 Skenario Tambah Akun Guru (Admin) .................................................................. 36 

Tabel 4. 6 Skenario Hapus Akun Pengguna (Admin).............................................................. 37 

Tabel 4. 7 Skenario Mengisi Nama Profil & NIP (Guru) ........................................................ 37 

Tabel 4. 8 Skenario Membuat Course (Guru) .......................................................................... 38 

Tabel 4. 9 Skenario Membuat Materi (Guru) .......................................................................... 38 

Tabel 4. 10 Skenario membuat soal exercise (Guru) ............................................................... 39 

Tabel 4. 11 Skenario membuat akun siswa (Guru) .................................................................. 39 

Tabel 4. 12 Skenario mengisi profil nama dan memilih avatar (Siswa) .................................. 40 

Tabel 4. 13 Skenario mencari course dan bergabung course (Siswa) ...................................... 40 

Tabel 4. 14 Skenario menyelesaikan materi (Siswa) ............................................................... 41 

Tabel 4. 15 Skenario menyelesaikan soal exercise (Siswa) ..................................................... 41 

Tabel 4. 16 Pengujian Black box pengguna Admin ................................................................ 76 

Tabel 4. 17 Pengujian Black box pengguna Guru ................................................................... 77 

Tabel 4. 18 Pengujian Black box pengguna Siswa .................................................................. 80 

Tabel 4. 19 Perhitungan total skor dan indeks pernyataan LMS tanpa Gamifikasi ................. 85 

Tabel 4. 20 Perhitungan total skor dan indeks pernyataan LMS Gamifikasi .......................... 89 

Tabel 4. 21 Perhitungan total skor dan indeks pernyataan Elemen Gamifikasi ...................... 95 

Tabel 4. 22 Hasil perhitungan N-Gain pada kelompok Non-Lms ........................................... 96 

Tabel 4. 23 Hasil perhitungan N-Gain pada kelompok Non-Lms ........................................... 97 

Tabel 4. 24 Case processing summary jumlah normal ............................................................ 97 

Tabel 4. 25 Descriptive jumlah normal.................................................................................... 98 

Tabel 4. 26 Case processing summary tanpa nilai N-Gain negatif .......................................... 98 

Tabel 4. 27 Descriptive tanpa nilai N-Gain negatif ................................................................. 98 

 

 


