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Pemanfaatan Platform Educandy Sebagai Media Gamification
Untuk Meningkatkan Minat Belajar Siswa
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ABSTRAK

Perkembangan teknologi mendorong inovasi dalam pendidikan, salah satunya
melalui penerapan gamifikasi. Penelitian ini bertujuan menganalisis literatur
mengenai pemanfaatan platform Educandy sebagai media gamifikasi untuk
meningkatkan minat belajar siswa. Metode yang digunakan adalah Systematic
Literature Review (SLR) dengan mengikuti kerangka PRISMA. Dari 110 studi awal
yang diidentifikasi melalui Google Scholar dan Scopus, dilakukan seleksi
berdasarkan kriteria inklusi hingga diperoleh 9 artikel relevan yang dianalisis
menggunakan Self-Determination Theory (SDT). Hasil penelitian menunjukkan
bahwa Educandy secara konsisten meningkatkan minat belajar siswa di berbagai
jenjang pendidikan. Peningkatan tersebut didorong oleh pemenuhan tiga kebutuhan
psikologis dasar SDT: otonomi (fleksibilitas akses dan kebebasan memilih
tantangan), kompetensi (sistem poin, batasan waktu, umpan balik instan, serta
tantangan bertahap), dan keterkaitan (kompetisi antarkelompok, duel, serta
penghargaan sosial). Platform ini mengintegrasikan elemen gamifikasi seperti poin,
lencana, papan peringkat, dan delapan model permainan interaktif. Simpulan
penelitian menyatakan bahwa Educandy efektif sebagai media pembelajaran
berbasis gamifikasi untuk menciptakan pengalaman belajar yang menarik,
interaktif, dan memotivasi. Implikasinya, pendidik disarankan mengintegrasikan
Educandy sebagai suplemen pembelajaran, dengan memperhatikan variasi aktivitas
dan kesesuaian materi.
Kata kunci:

Pemanfaatan, Educandy, Gamification, Minat Belajar.
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ABSTRACT

Technological developments are driving innovation in education, one of which is
through the application of gamification. This study aims to analyze the literature on
the use of the Educandy platform as a gamification medium to increase students'
learning interest. The method used is a Systematic Literature Review (SLR)
following the PRISMA framework. From 110 initial studies identified through
Google Scholar and Scopus, selection was carried out based on inclusion criteria
until 9 relevant articles were obtained and analyzed using Self-Determination
Theory (SDT). The results indicate that Educandy consistently enhances students'
learning interest across various educational levels. This improvement is driven by
the fulfillment of three basic psychological needs of SDT: autonomy (flexible
access and freedom to choose challenges), competence (point systems, time limits,
instant feedback, and gradual challenges), and relatedness (intergroup competition,
duels, and social rewards). The platform integrates gamification elements such as
points, badges, leaderboards, and eight interactive game models. The research
concludes that Educandy is effective as a gamification-based learning medium for
creating engaging, interactive, and motivating learning experiences. The
implication is that educators are advised to integrate Educandy as a learning
supplement, taking into account the variety of activities and the appropriateness of
the material.

Kata kunci:

Utilization, Educandy, Gamification, Learning Interest.
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