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ABSTRACT

Fermita Yuliasma, 2022. Students’ Perception Toward Gamification Applied
in English Language Education FKIP UIR. English Language Education,
Faculty of Teacher Training and Education, Universitas ISlam Riau. Advisor:
Fauzul Etfita, S.Pd:; M.Pd.

Keywords: Gamification, Perception, English Language

Gamification is a learning approach that uses element from games or video games
to motivates students in the learning processand enhance feelings of enjoyment
and engagement with the learning process. This research aimed to investigate the
students’ perception toward gamification applied in English Language Education.

This research was conducted at Universitas ISam Riau, and the sample was 47
students of the sixth semester. This research used quantitative research, and the
instrument IS questionnaire. The questionnaire consists of 35 guestion, divided
into 7 indicators. The results of this study were processed quantitatively using the
Likert scale formula.

The result of this research indicates that students were deminant agree with the 35
statement of 7 indicators about gamification. The research found that the 1%
indicator were agree with index 68.65%, 2™ indicator were agree with index
71.47%, 3" indicator were agree With idex 68.65%, 4" indicator were agree with
index 67.16%, 5™indicator were agree with index 71.1%, 6" indicator were agree
with index 71.7%, and 7" indicator were agree with index 70.8%. Therefore,
Gamification is a platform that suitable for teachers and students in the learning
process, especially inlearning English.
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CHAPTERII
INTRODUCTION

1.1 Background of the Research

English is the primary language in most countries around the world, it
is known as a universal language. Furthermore, English is an important
international |anguage that must be learned or mastered. Although Englishis
a foreign language in Indonesia, it plays a significant role in our society’s
daily life. Thisis obvious in the fndonesian‘educational system. English is a
subject that is taught to students at al levels, from elementary to college.
Teachers teach English in a ssimple way during the teaching and learning
process so that students can understand what is being explained.

In teaching, teachers should be ready in materials, techniques, and
learning media. Nowadays, there are many learning media that can be used.
Not only usingbook, technology also can be a learning media: Technology
has always contributed a |ot”inr the, teaching and.learning process. It is an
important aspect of the teaching profession that teachers can use it to
facilitate learning. Technology has become part of the learning and teaching
process, in this case help improving students® .and teachers’ learning and
teaching experience. Solanki, D., Shyamleel (2012) agreed that technology
has affected language teaching methods.

Students must be able to manage their learning process when they use
technology, and it is also easier for them to find information on lessons that
are not discussed by the teacher. Technology plays an important role in

encouraging students to participate in activities and has a significant impact



on teachers’ instructional approaches. Teachers will never be able to stay up
with technology if they do not use it in their classroom.

In traditional classrooms, teacher stand in front of students and use a
whiteboard to deliver lectures, explanation, and instruction. With the
advancement of technology, these methods. can be medified. For students,
technology is a useful tool. Technology can be afundamental component of
the learning process. Teacher. should'demonstrate how to use technology to
enhance the curriculum-so that students can use technology to improve their
language abilities. The usage of technology in human daily life, particularly
in the field of education, has had an impact on instructional design. This
effect has grown with approaches like gamification, which have been
employed in education for a long time and have broadened the boundaries
of e-learning, which emerged as a result of technology improvements but
was previoudly though to lack emotional interaction.

Gamification is a learning approach that uses elements from games or
video games to moativate students in the learning process and enhance
feelings of enjoyment and engagement with the learning process. This type
of media can aso be utilized to record things that kids are interested in and
motivate them to keep learning. Glover (2013) conclude that Gamification
gives additional motivation for student to finish al of ther learning
activities.

Furthermore, Gamification is the concept of using play and passion to

increase interaction in an activity. It is based on the idea of games, in which
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“plays engage in an artificial conflict, defined by rules, that results in a
quantifiable consequence”(Khosrow-pour et al., 2011). Gamification is not

about converting tasks into games, but about using game mechanics to

structure work processes for a more engaging experience. Students are

Based on the background of the research, the phenomenon is found as
follow: students in Universitas ISlam Riau have used gamification as an
assessment, because gamification is very easy to use and fun for students.
Therefore, it necessary to determine the students’ perception toward

gamification applied in English Language Education FKIP UIR.



nery we[sy sejsIdAiu ) ueeyeisndidg

DI disay yepepe fur udwnyo(

13

14

15

16

Focus of the Research
This research focuses on the students’ perceptions toward
Gamification applied, especialy in perceived utility, knowledge,

engagement, enjoyment, motivation, and ease of use.

researchers.

1. Theoreticaly

The finding of this research expected can support and complete
previous theories related to Gamification, especially on the

students’ perception.
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2. Practically
The researcher expects that the finding of the researcher can be

useful for:

a Students

1.7 Definition of theKey Terms
In order to avoid misunderstanding, the researcher defined the key
term below:

1. Perception
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Perception is the process of resuming and interpreting information
in order to experience objects, event, and relationships (Agung et
al., 2020). In this research, perceptions mean how the students’

responses to the phenomena of the implementation toward

g
)
.
/
?
¢
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CHAPTERII
REVIEW AND RELATED LITERATURE

2.1 Perceptions

Perception is the result of one’s thoughts from a certain situation

(Tarmiji et al., 2016). In addition, Yunita & Maisarah (2020) defined that a

Acco

something

tanaa
g

perception

g

knowledge

addition to K

ALy
P
Q
8

Perception is the process of persons receiving information in the form
of object, qualities, and correlations between symptoms and event until the
stimuli are realized and understood (Irwanto in Hammi, 2017). Students’

perceptions include how they comprehend how to interact with variety of

experiences, including past learning experiences. However, it is possible to



argue that students’ views are influenced by their cognitive impressions,

which are developed as aresult of their studies.

Furthermore, technology acceptance is defined as an individual’s
voluntary acceptance of new technology. The willingness of users is a
critical aspect.in the successful adoption and use of technology. Other
researchers have produces numerous models to analyse the characteristics of
technol ogy acceptance ameng users during the previous few decades. These
models have been tasted several times to determine their usefulness in a
variety of |IT-related application (Ayesha et a., 2020). However,
Technology Acceptance Model  (TAM) by Davis is the most well
established and substantial framework for technology acceptance to date

(Lemuria Carter & France Belanger in Ayesha et al., 2020).

Davis et al., (1989) stated that Technology Acceptance Model (TAM)
is a modified version of the-Theory.of Reasoned Action (TRA) that is
designed to represent user adoption of information systems. TAM is awell-
known model of technology acceptance and use that has shown significant
promise in understanding and predicting information technology user
behaviour. TAM has been used to investigate innovation acceptance in a
variety of settings (Kim, 2015). This model is a useful place to start when
looking at customer attitudes toward new technologies and how they

embrace them quantitatively (Nikou, 2019).



Furthermore, Moores (2012) stated that TAM is based on two key
components. perceived ease of use (PEOU) and perceived usefulness (PU).
System design and features are the major mechanisms supporting perceived

ease of use, while the basic mean behind user acceptance is effort reduction.

N ueeyesndidg
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individual attitudes and subjective norms of the behaviour in questions

(Davis, 1989).

TAM has been used to investigate user acceptance of information
technology in a variety of situations and industries, include the World Wide

Web (Lederer et d., 2000), mobile banking (Lule et al., 2012), multimedia
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(Lau & Woods, 2008), and healthcare (Chau & Hu, 2002). The majority of

technology acceptance models were created and adapted in Western

influenced i g / he user’s

behavioural in ’ [ enced by

Venkates et a (2003) developed UTAUT, one of the most recent
technology acceptance models. UTAUT is a theory that integrates the best
aspects of eight popular technology acceptance theories into one model.
Theory of reasoned action (TRA), technology acceptance model (TAM),

motivational model (MM), theory of planned behaviour (TPB), combined

10
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2.2

TAM and TPB, model of PC utilization (MPTU), innovation diffusion
theory (IDT), and socia cognitive theory (SCT) are the eight key theories

put together in UTAUT.

The UTAUT maodel has Outperformed the other eight technology

conditions,
constructs.
namely per ance ) ectz luence, and
facilitating

behavioural i

non-game situation (Deterd 011). Gamification is alearning
approach that uses elements from games or video games to motivates
students in the learning process and enhance feelings of enjoyment
and engagement with the learning process. This media can also be

used to capture things that students are interested in and inspire them

to keep learning (Jusuf, 2016).

11
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According to Hussain et al (2014) in the context of education,
the inclusion of game element in the gamification approach can
stimulate and encourage users, allowing for the integration of

instruction in the form of games. Hakulinen & Auvinen (2014) stated

overcome their fear of
failure and improve their attachment to the game. Gamification works
by making technology more interesting to users, motivating them to
engage in desirable behaviour, demonstrating the way to mastery and

autonomy, contributing in problem solving rather than being a

12
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distraction, and exploiting the human psychological impulse to play
games (Jusuf, 2016).

Gamification is method of turning an activity into a game in
order to stimulate students’ participation and involvement in learning.

Bunchball < ated m 0 categories:

AR ALN:

1)
3
3

2\ g

4

. Make note of the result in each section. This is to motivate
pupilsto concentrate on raising their overall score.
4. Make the levels date or time sensitive, so the students have to

check for new challenges every day, week, or month.

13
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5. Create task groups so students can work together to finish
projects.
6. Introduce the concept of a ‘quest’ or a ‘epic meaning’, where

students can submit material that will help to reinforce

JJJJJ

2.2.2 Types of Gamification

In education, we can implement a variety of gamification

systems. The research will discuss several Gamification used in
English Language Education FKIP UIR, such as:

1. Kahoot!

14
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Kahoot! Is a digital game-based students response
system that alows teachers and students in classrooms to

interact through competitive knowledge games while

utilizing current infrastructure. Wang et a (2016) pointed

guestion, the answer, and the amount of time it takes to
answer it. The answers will be displayed by visuals and
colour in aunigue way. The correct answer is represented by
a colour or picture, which the participants must choose. All

of the features of Kahoot! Can be accessed and used for free.

15
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To play this game, you must have access to the internet
(Bahar et al., 2020).

2. Duolingo

Duolingo is a free online language learning platform

, including

and other

Users do not to need register an account to participate
in activities. On the other hand, user can only save their
progress if they create an account. Users can choose a

language to study and begin activities right away after

registering an account. Users who have previous knowledge

16
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of the target language can take a placement exam for move
to more advanced sections. The learning experience is
divided into themed units that begin with “Basic” and can

include everything from thematic vocabulary sections like

opics like “Past

Furthermore, Basuki & Hidayati (2019) stated that
Quizizz is an online game that may be used as a formative
assessment tool in the classroom. Quizizz is simple to use,

compiled Quizizz can be directly added, where they can be

17
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customized with images, backdrops, and other choices.
Students can be given codes to take quizzes. This application

also offers statistical data based from student quiz scores,

which may be downloaded as an Excel spreadsheet. Because

by sending responses from their mobile phone that have the
Mentimeter program loaded on them.
Gokbulut (2020) also explained that learners must log

in with their pin code on www.menti.com on order to access

the system and engage in the application. The system can

18
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only be accessed with a pin code, and no additional
information about the student is stored in it. When students
connect in to the system, the teacher and their classmates can

immediately see the answers they provide in the application.

e student is

3
)
".
¢
«£oF
<
1\ g
-

the tittle

in virtua

tactics based on gamifice stimulate interest, facilitate
the learning process, and help to reduce dropout, is one answer to
this problem. In this case, the researcher used a quantitative
methodology using structural equation models to assess the

students’ preference for using the gamified application Didactic

19
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City. Utility, knowledge, engagement, enjoyment, motivation, and

ease of use were all important elementsin this decision.

. Second, research done by Ma. EIma D. Cuario et a with the tittle

“Students’ Perception on the Use of Gamification for English as a

information on the use of gamification in second language
education based on the perceptions of the students, which was
critical in determining its overall effects in the teaching-learning

process.

20



nery wejsy sejisIdAm) ueeyeisndiog

DI disay yepepe fur udwnyo(

24

Conceptual Framewor k
In general, the researcher analysed the students’ perception toward
gamification applied in English language education FKIP UIR. The factors

considered are; perceived utility, knowledge, engagement, enjoyment,

21
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CHAPTER 111
RESEACH METODOLOGY

3.1 TheResearch Design
Based on the research title that has been chosen, the researcher used

quantitative method. There are several definitions, from experts about

quantitative 0 i guantitative
researc ysiS.
Basicall o %%Jﬁm&o
3.2 Location
The au. It is
located at JI. ' SutiC npar it Raya,
Pekanbaru, i hEr < vife:f"s-o

3.3 Population

3.3.1 Popul R

T Kru Ic P' er students
from Eng . The sixth
L L]

semester divi

Table3.1T Research

No. Classes Total of students

1. A 45

2. B 45

3.3.2 Sample of the Resear ch
The researcher decided to conduct this research using random

sampling in the sixth semester of English education Universitas ISlam

22
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Riau. According to Arikunto (2006) if the subject is fewer than 100
people, everyone should be taken, if the subject more than 100 people,

10-15%, 20-25% or more should be taken. There are 90 students from

sixth semester of class A and class B, which mean that the sample to

o
guestionna aptec g 1). The

questionnai

1. | Perceived Utility 1,234

2. | Knowledge 5,6,7,8

3. | Engagement 9,10,11,12,,13,14
4. | Enjoyment 15,16,17,18,19
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3.6

5. | Motivation 20,21,22,23,24,25,26

6. | Easeof Use 27,28,29,30,31,32

7. | Use preference 33,34,35

Data Collecti

, the

The
guestionna : igh a ! ' (2010)
stated th ‘ aC 8 e that the
researcher ions and
submit the Ins about
students’ pe language

education.

Data Analysis Technique

Each student was given a questionnaire through the Google Form
media to facilitate filling. The data achieved through questionnaire and
analysed by describing students’ perception toward gamification applied in
English language education. For the first time, after the researcher get the

data, the researcher looked into the Google form to see the percentage of the

24
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questionnaire. This research was conducted to determine the percentage of
students’ scores in gamification applied. In this research, the researcher

calculated the students’ individual score from the questionnaire use the

following formula of Likert scale:

Table 3.3 Interval Scale (Pranatawijaya et al, 2019)

Option Percentage
Strongly Disagree 0%-19.99%
Disagree 20%-39.99%
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Neutral 40%-59.99%
Agree 60%-79.99%
Strongly Agree 80%-100%

Table 3.3 show that the interval score of Likert scale. If the statement

26
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4.1

4.2

CHAPTER IV
RESEACH FINDINGS

Data Presentation
This research was undertaken in quantitative research. The purpose of

this study is to know students’ perception toward gamification applied. Data
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A. Perceived Utility
1. Using gamification increases my performance in classroom

competences

Table 4. 1The Percentages of Students’ Answer to the 1¥ Statement

ota

Table 4. 2 The Percentages of Students’ Answer to the 2" Statement

Option of Answer Frequency Likert Scale Score

Strongly Disagree 0 1 0

T Disagree 2 2 4

otal Neutral 19 3 57

score | Adree . 167 24 4 96

Strongly Agree 2 5 10

- M{Total Score 167

aximu
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m score 147 x5=235

Minimum score : 47 x 1 =47

Index X % x 100 = 71% (Agree)

Table 4.2 show the total score is 167, and maximum score is

Total score
Maximum score :

Minimum score :47 x 1 =47

Index 22 x 100 = 68% (Agree)

The total scoreis 162, and the maximum score is 235, as shown

in the table 4.3. after calculating the data, the proportion of the index
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is 68%. According to the rating interval 68% is agree, it means the

students agreed with the statement number three.

4. | think gamification isa useful tool

B. Knowledge

1. Gamification increases my knowledge in learning competencies

Table 4. 5 The Percentages of Students’ Answer to the 5 Statement
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Option of Answer Frequency Likert Scale Score
Strongly Disagree 0 1 0
_Disagree 0 2 0
‘Neutral 18 3 54
Agree 27 4 108
Strongly Agree 2 5 10
Total Score 172

Total score : 165

Maximum score : 47 x5=235

Minimum score :47 x1=47

165

Index : — x 100 = 70% (Agree)

235
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Table 4.6 show the total score is 165, and maximum score is
235. After calculating the data, the percentage of index is 70%.
According to the rating interval 70% is agree, it means the students

agreed with the statement number two in thisindicator.

that most of the students agreed with the statement. It means that the

students interested in learning anything with gamification.

4. | am motivated to use the acquired knowledge of gamification

competencesin daily life

Table 4. 8 The Percentages of Students’ Answer to the 8" Statement
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ota
I
sco
re

aximum score

Option of Answer Frequency Likert Scale Score
1Strongly Disagree 0 1 0
Disagree 1 2 2
Neutral 27 3 81
Agree 15 4 60
Strongly Agree : 163 4 > 20
Total Score 163

VI

.| Strongly Agree

Total Score

The Percentages of Students’ Answer to the 9" Statement
Total score : 158

Maximum score : 47 x 5=235

Minimum score :47 x1=47
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Index % x 100 = 67% (Agree)

Table 4.9 shows that the index percentage is 67%. It construes

that most of the students agreed with the statement. It means that the

students always interested in all activitiesin gamification.

i
;
Minimum s ”
s ‘

Index

164, and maximum score is
235. After calculating the data, the percentage of index is 69.7%.
According to the rating interval 69.7% is agree, it means the students

agreed with the statement.

3. When | played, | wastalking to myself in aloud voice
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Table 4. 11 The Percentages of Students’ Answer to the 1"

Option of Answer Frequency Likert Scale Score
Strongly Disagree 1 1 1
Disagree 7 2 14
Neutral 18 54

Strongly Disagree

Disagree

76

10

Neutr al

Agree

Strongly Agree

O WNEF

Total Score

161

Total score 1161

Maximum score : 47 x5=235
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Minimum score :47 x1=47

Index : % x 100 = 68.5% (Agree)

Table 4.12 show the total score is 161, and maximum score is

235. After calculating the data, the percentage of index is 68%.

According t ing interval 68% is s the students
agr
5! indin the hext lev on and that
x&\*‘*‘c‘m 4y
in
i the 13"
S
; O n Fr cy | Score
t| Stro "'f 8 - «1' 0
€ Disa == L || SRS 2
MNeut — i 78
€ Agr 72
N Stron 10
t Total 162
ANBA
Total sco
Maximum .

Minimum scor

Index :

235
Table 4.13 show the tot ore is 162, and maximum score is
235. After calculating the data, the percentage of index is 68%.
According to the rating interval 68% is agree, it means the students

agreed with the statement.

6. | feel time passes quickly when using gamification
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Table 4. 14 The Percentages of Students’ Answer to the 14"

Option of Answer Frequency Likert Scale Score
Strongly Disagree 1 1 1
Disagree 2 2 4
Neutral 16 48

_Strongly Disagree

1
'Disagr ee 2 0
Neutral 3 42
Agree 23 4 92
Strongly Agree . ., 10 5 50
Total Score T 184

Maximum score : 47 x 5=235

Minimum score : 47 x 1 =47

184

Index : — %100 = 78.2% (Agree)

235
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The index percentage is 78.2%, as shown in the table 4.15. it
that most of students agreed with the statement. It means that when

gamification is used, the pupils are happy.

2. | feel bored when using gamification

<>

L

AN )

G

ALY

N RGNS

‘WM‘

~

UV (O
el -

i ™ | |
& ‘ “‘ d maximum score is

sercentage of index is 45.5%.

235. After calculating the
According to the rating interval 45.5% is neutral, it means the students

neutral with the statement.
3. | feel tired when | was finish used gamification

Table 4. 17 The Percentages of Students’ Answer to the 17"
Statement
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ota
I
sco
re

aximum score

Option of Answer Frequency Likert Scale Score
1Strongly Disagree 0 1 0
Disagree 12 2 24
Neutral 25 3 75
Agree 10 4 40
Strongly Agree: 139 0 5 0
Total Score 139

VI

w

Strongly Agr
Total Score

~ 353 M 353 0O —F Q

Total score 1173

Maximum score : 47 x 5=235

Minimum score :47 x1=47

173

173

Index 53 % 100 = 73.6% (Agree)
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The index percentage is 73.6%, as shown in table 4.18. It means
that a lot of students agreed with the statement. It suggests that the

students enjoy the gamification experience.

5. I find the experience of using gamification very interesting

wn

~+ 353 O 3 0 —+ Q@

LTI

235. After calculating the ercentage of index is 79.5%.

According to the rating interval 79.5% is agree, it means the students

agreed with this statement.

E. Motivation

1. 1 am motivated to complete all the levels
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Table 4. 20 The Percentages of Students’ Answer to the 20"

S

a Option of Answer

Frequency

Likert Scale

Score

Strongly Agree

Total Score

Total score
M aximum score

Minimum score

Index

1178
147 x5=235
t47 x1=47

178

: — % 100 = 75% (Agree)

235
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Table 4.22 shows that the index percentage is 75%. It construes
that most of the students agreed with the statement. It means that
gamification makes the students feel enthusiastic.

3. When | get badgesin gamification, | feel good

= i ‘l“'

4
‘__. | W™ I

o
o
g
o
g
g
&
&

4. The moral dilemmas of gamification called out my attention

Table 4. 23 The Percentages of Students’ Answer tothe 23'd
Statement
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ota
I
sco
re

aximum score

Option of Answer Frequency Likert Scale Score
1Strongly Disagree 1 1 1
Disagree 2 2 4
Neutral 24 3 71
Agree 18 4 72
Strongly Agree: 159 2 5 10
Total Score 159

VI

5 67.6%.

S that the

Score
0
t
- :
SCO 84
re | Agree 52
Strongly Agree 5 20
M otal Score 160
axi
mum score 147 x5=235

Minimum score :47 x1=47

. 160

5a X 100 = 68% (Agree)
Table 4.24 shows that the index percentage is 68%. It construes

Index

that most of the students agreed with the statement. It means that

gamification problem situation attracts students’ attention.
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6. Gamification completely got my attention

Table 4. 25T he Per centages of Students’ Answer to the 25™

S

; Option of Answer Frequency Likert Scale Score
t| Strongly Disagree 0 1 0

€ Disagree

n

€

n

t

S
t
S Score

g A
t I ':' 0
€ Disagree 2
MNeutral 72
€ Agree 76
N Strongly Agree 15
t[ Total Score 165

Total score 1 165

Maximum score : 47 x5=235

Minimum score :47 x1=47

. 165 _
L 58 100 = 70% (Agree)

Index
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Table 4.26 show the total score is 165, and maximum score is
235. After calculating the data, the percentage of index is 70%.
According to the rating interval 70% is agree, this suggests that the

students approve with the statement.

F. E
SITAS ISL4
R e 7th

S
a O Score
tStr 0
i 2
MNeu e - - o 54
EAgr & F3RA0 T 100
MBiro S5 E | E 15
Total == /| === 171
Total 1171
Maxim &?ﬁNBﬁR\)
Minimum Sco A
Index 72.

Table C e is 72.7%. It
construes that most the statement. It means
that students easy to understan gamification works.

2. Gamification did not demand a greater mental effort to
understand how it works

Table 4. 28 The Percentages of Students’ Answer to the 28"
Statement
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sco
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aximum score

TS>SO®O30® T W

Option of Answer Frequency Likert Scale Score
1Strongly Disagree 0 1 0
Disagree 1 2 2
Neutral 26 3 78
Agree 18 4 72
Strongly Agree: 162 2 5 10
Total Score 162

VI

JJJJJ

Score
Strongly Agr
Total Score 177
Total score 1177

Maximum score : 47 x5=235

Minimum score :47 x1=47

Index : % x 100 = 75.3% (Agree)
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Table 4.29 shows that the index percentage is 75.3%. It
construes that most of the students agreed with the statement. It means
that interaction with gamification is clear and understandable.

4. | consider it easy to level up in gamification

¢

"ty

o
o
5
e
”
(

¢

%
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Table 4. 30 The Percentages of Students’ Answer to the 30"

S

; Option of Answer Frequency Likert Scale Score
t| Strongly Disagree 1 1 1

€ Disagree 1 2 2
MNeutral 28 3 84
€ ,

N

t

1
eDisagree 2
Meutral 17 3 51
€Agree 26 4 104
Strongly Agree 3 5 15
Total Score 172
Total score 1172

Maximum score : 47 x5=235

48




Minimum score :47 x1=47

Index : % x 100 = 73% (Agree)

The index percentage, as shown in table 4.31, is 73%. It implies

that the majority of students agreed with the statement. It means that

w

N ueeyeisndidg
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nenyj wejsy se)

students consider gamifi

G. UsePreference
1. If | could choose, | would choose a course where this tool was

used

Table 4. 33 The Percentages of Students’ Answer to the 33"
Statement

49



nery wWe[sy sejisIdAm ueeyesndiog

iy disay yejepe il udwnyo(]

ota
I
sco
re

aximum score

Option of Answer Frequency Likert Scale Score
1Strongly Disagree 0 1 0
Disagree 1 2 2
Neutral 19 3 57
Agree 21 4 84
Strongly Agree : 163 4 > 20
Total Score 163

VI

L& ah B

AeANAR

ng“
@
S}
(9]

‘.l

Strongly Agr

Total Score

Total score : 166
Maximum score : 47 x5=235

Minimum score :47 x1=47
Index : g x 100 = 70.6% (Agree)
Table 4.34 show the total score is 166, and maximum score is

235. After calculating the data, the percentage of index is 70%.
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According to the rating interval 70% is agree, this suggests that the

students agreed with this statement.

3. | am enthusiastic about using gamification in virtual courses

Table4. 3 ercentages of Students’ er to the 35"
S
A u ore
t 0
e RSITAD IS 2
N q 60
€Ag 4 84
MStr 25
Tot 171
Total y & = =
Maxi = =
Mini ore : 1=47 = o=
Index .171 9
8?135 : .
0\% d an m score is
235. Af 3, “th R ndex is 72.7%.
Accordin gests that the
o, L]
students agr t

4.3 Discussion
The outcome of seven indicators in the questionnaire in this research
includes perceived utility, knowledge, engagement, enjoyment, motivation,
ease of use, and use preference. The result took from questionnaire in the
Google form and researcher processing the data using Likert scale formula.

The data processed and the result as explained as follows.
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Table 4. 36 Questionnair e data pr ocessed

No. | Indicator Statement Total | Percentage| Rating
score interval
1. Using 163 69.3% Agree
gamification
increases my
2.
3.
4,
5.
6.
7.
8.
knowledge of
gamification
competences  in
daily life
MEAN 168.25 | 71.47% Agree
9. The activities that | 158 67% Agree

| can do in
gamification keep
me interested dl
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the time
10. Gamification 164 69.7% Agree
activities
encourage me to
Engagement | use the tool more
freguently
11. When | played, || 155 65% Agree
taking to
d
12.
AS|IS
13. 429 gree
C
[
[ |
t
14. I : - 15 Agree
_wh =
ificati ) St
NY W [lkiets: Agree
15. Agree
g
16. | Enjoy eel b 45. Neutral
17. Neutral
18. CEir Agree
pl
19. I fi 79.5% Agree
experience
using gamification
very interesting
MEAN 158 67.16% Agree
20. | am motivated to | 173 73.6% Agree
complete all the
levels
21. Gamification 178 75% Agree
makes me fedl
enthusiastic
22. When | get badges | 169 71.9% Agree
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in gamification, |

feel good
23. | Motivation | The moral | 159 67.6% Agree
dilemmas of
gamification
cadled out my
attention
24. !
25.
26.
27.
28.
Ease of
29.
30.
gamification
31 | find it easy to| 172 73% Agree
interaction  with
gamification
32. I consider | 174 74% Agree
gamification easy
to use
MEAN 168.8 71.7% Agree
33. If 1 could choose, | 163 69.3% Agree

| would choose a
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course where this
Use tool was used

34 | Preference | If | had to vote, | | 166 70.6% Agree
would vote to use
gamification  in
virtual courses

35. | am enthusiastic| 171 72.7% Agree

frequency 1
into agrees

increases

in learning anything with gamifica ghth statement (I am motivated to

use the acquired knowledge of gamification competencesin daily life), ninth
statement (the activities that |1 can do un gamification keep me interested all
the time), tenth statement (Gamification activities encourage me to use the
tool more frequently), eleventh statement (when | played, | was talking to

myself in aloud voice), twelfth statement (I am curious to play all the levels
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of gamification), thirteenth statement (I am not sure what | can find in the
next level of gamification and that causes more interest), fourteenth
statement (I feel time passes quickly when using gamification).

Furthermore, Ffteenth statement (I feel happy when used
gamification), eighteenth staiement (I find«the experience of using
gamification very pleasant), nineteenth statement (I find the experience of
using gamification very interesting), twentieth statement (I am motivated to
complete al the levels), twenty first statement (Gamification makes me feel
enthusiastic), twenty second statement (when | get badges in gamification, |
feel good), twenty third statement (the moral dilemmas of gamification
called out my attention), twenty fourth statement (the problem situations of
gamification called out my attention), twenty fifth statement (Gamification
completely got my attention), twenty sixth statement (I feel curious about
the learning test question from gamification), twenty seventh statement (It is
easy to understand how gamification works), twenty eighth statement
(Gamification did not demand a greater mental effort to understand how it
works).

Twenty ninth statement (The interaction with gamification is clear and
understandable), thirtieth statement (I consider it easy to level up in
gamification), thirty first statement (I find it easy to interaction with
gamification), thirty second statement (I consider gamification easy to use),
thirty third statement (If | could choose, | would choose a course where this

tool was used), thirty fourth statement (If | had to vote, | would vote to use
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gamification in virtual courses), thirty fifth statement ( | am enthusiastic
about using gamification in virtual courses). There are 2 statements that into
Neutrals’ categorized, which are the sixteenth statement (I feel bored when

using gamification), and seventeenth statement (I feel tired when | was

finished using gami

%

‘\\\\\\\\\\\“

%
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CHAPTER YV

CONCLUSION AND SUGESTION

5.1 Conclusion

The conclusion of this research based on data anaysis and the result of

agree with the : 3 : ification
applied in
English, su
performance

better result i

5.2 Suggestion

students may explore their enthusiasm in learning English by using

gamification and built their confident in learning English.

5.2.2 For Teacher
The result of this research hopes that teacher more understand

about students’ perception toward gamification. The teacher hopefully
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know about students’ ability of their learning during use gamification.
So, the teacher can create and get more creativity by using gamification

in teaching and learning process, also the teacher can encourage

students’ interest and enthusiastic in learning English.
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