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Penelitian ini bertujuan untuk: 1) mendeskripsikan proses pembelajaran 

matematika dengan penggunaan gamifikasi; 2) menganalisis pengaruh 

penggunaan gamifikasi terhadap motivasi belajar siswa; 3) mengukur besarnya 

pengaruh penggunaan gamifikasi terhadap hasil belajar siswa; serta 4) menguji 

pengaruh penggunaan gamifikasi secara simultan terhadap motivasi dan hasil 

belajar matematika. Penelitian ini dilaksanakan di SMP Negeri 11 Kota Cirebon. 

Subjek penelitian ini adalah siswa kelas VIII-G (kelas eksperimen) dan VIII-I 

(kelas kontrol) tahun ajaran 2025/2026 dengan masing-masing berjumlah 32 

siswa Penelitian ini menggunakan desain kuantitatif dengan pendekatan 

eksperimen semu (quasi-eksperimen) terdiri dari kelas eksperimen dan kelas 

kontrol. Teknik pengumpulan data menggunakan observasi, angket, dan 

instrumen tes yang telah teruji validitas serta reliabilitasnya. Analisis data 

dilakukan secara kuantitatif melalui statistik deskriptif, uji prasyarat, dan 

pengujian hipotesis menggunakan uji Independent Sample T-test, Paired Sample 

T-test, dan uji MANOVA. Hasil penelitian menunjukkan bahwa implementasi 

gamifikasi berbantuan Kahoot terlaksana dengan sangat baik, terbukti dari skor 

observasi aktivitas guru sebesar 93%. Penggunaan gamifikasi memberikan 

dampak signifikan terhadap motivasi belajar siswa dengan rata-rata persentase 

74,80% (kategori kuat). Dari sisi hasil belajar, terdapat perbedaan signifikan 

antara kelas eksperimen yang memperoleh nilai rata-rata posttest sebesar 86,38, 

jauh lebih tinggi dibandingkan kelas kontrol dengan nilai 67,44. Berdasarkan uji 

hipotesis melalui Independent Sample T-test dan Paired Sample T-test, diperoleh 

nilai signifikansi 0,000 (< 0,05), yang berarti terdapat pengaruh nyata penggunaan 

gamifikasi terhadap peningkatan hasil belajar. Selanjutnya, hasil uji MANOVA 

menghasilkan nilai signifikansi 0,000 (< 0,05), sehingga dapat disimpulkan bahwa 

penggunaan gamifikasi berbantuan Kahoot secara simultan berpengaruh positif 

dan signifikan terhadap motivasi belajar dan hasil belajar matematika siswa kelas 

VIII SMP Negeri 11 Kota Cirebon. 

Kata kunci: Gamifikasi; Kahoot; Motivasi Belajar; Hasil Belajar 
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This study aims to: 1) describe the mathematics learning process using 

gamification; 2) analyze the effect of gamification on students' learning 

motivation; 3) measure the magnitude of the effect of gamification on students' 

learning outcomes; and 4) test the effect of gamification simultaneously on 

mathematics learning motivation and outcomes. This study was conducted at SMP 

Negeri 11 Cirebon City. The subjects of this study were students of class VIII-G 

(experimental class) and VIII-I (control class) in the 2025/2026 academic year 

with 32 students each. This study used a quantitative design with a quasi-

experimental approach consisting of an experimental class and a control class. 

Data collection techniques used observation, questionnaires, and test instruments 

that had been tested for validity and reliability. Data analysis was carried out 

quantitatively through descriptive statistics, prerequisite tests, and hypothesis 

testing using the Independent Sample T-test, Paired Sample T-test, and MANOVA 

tests. The results of the study showed that the implementation of Kahoot-assisted 

gamification was carried out very well, as evidenced by the teacher's activity 

observation score of 93%. The use of this method had a significant impact on 

student learning motivation with an average percentage of 74.80% (strong 

category). In terms of learning outcomes, there was a significant difference 

between the experimental class, which obtained an average posttest score of 

86.38, significantly higher than the control class, which scored 67.44. Based on 

hypothesis testing using the Independent Sample T-test and Paired Sample T-test, 

a significance value of 0.000 (<0.05) was obtained, indicating a significant effect 

of the use of gamification on improving learning outcomes. Furthermore, the 

MANOVA test results yielded a significance value of 0.000 (<0.05), thus 

concluding that the use of gamification assisted by Kahoot simultaneously had a 

positive and significant effect on the learning motivation and mathematics 

learning outcomes of eighth-grade students at SMP Negeri 11 Kota Cirebon. 

Keywords: Gamification; Kahoot; Learning Motivation; Learning Outcomes 
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