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ABSTRAK 

Literasi baca merupakan kemampuan fundamental yang menjadi dasar bagi 

perkembangan pengetahuan, namun tingkat literasi baca di Indonesia masih 

tergolong rendah, khususnya pada kalangan siswa sekolah menengah yang lebih 

akrab dengan konten digital interaktif dibandingkan bacaan konvensional. 

Penelitian ini bertujuan untuk merancang dan menganalisis sistem gamifikasi 

yang mengintegrasikan MDA (Mechanics, Dynamics, Aesthetics) Framework dan 

Octalysis Framework guna meningkatkan motivasi intrinsik, keterlibatan 

pengguna, dan pemahaman bacaan pada aktivitas literasi baca. Sistem dirancang 

menggunakan Figma dengan enam elemen utama, yaitu sistem poin dan level, 

badge pencapaian, tantangan harian, bonus harian, papan peringkat komunitas, 

dan progress bar bacaan, sebagai respons atas kelemahan platform baseline 

(Medium) yang minim elemen interaktif. Evaluasi dilakukan melalui desain pre-

test dan post-test terhadap 122 responden berpasangan, dengan subset 55 

responden yang menunjukkan peningkatan gabungan paling maksimal dianalisis 

lebih lanjut menggunakan instrumen Intrinsic Motivation Inventory (IMI), User 

Engagement Scale (UES), dan uji Paired-Sample T-Test. Hasil penelitian 

menunjukkan peningkatan signifikan pada skor IMI (dari 2,658 menjadi 3,429; 

+29,0%; p=0,0000) dan skor UES (dari 2,429 menjadi 3,529; +45,3%; p=0,0000) 

dengan besar efek yang sangat besar. Namun, tingkat pemahaman bacaan tidak 

menunjukkan perbedaan signifikan antara kondisi baseline (80,2%) dan setelah 

gamifikasi (78,4%). Elemen Desain Visual/UI teridentifikasi sebagai kontributor 

paling efektif (28,2%) terhadap peningkatan literasi baca. Penelitian ini 

menyimpulkan bahwa gamifikasi berbasis MDA dan Octalysis Framework sangat 

efektif meningkatkan motivasi dan keterlibatan pengguna, tetapi memerlukan 

perancangan tambahan untuk secara eksplisit mendorong peningkatan 

pemahaman bacaan. 

Kata kunci: Gamifikasi, Literasi Baca, MDA Framework, Motivasi dan 

Keterlibatan, Octalysis Framework 
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ABSTRACT 

Reading literacy is a fundamental ability that underlies the development of 

knowledge; however, reading literacy levels in Indonesia remain relatively low, 

particularly among secondary school students who are more accustomed to 

interactive digital content than conventional reading materials. This study aims to 

design and analyze a gamification system that integrates the MDA (Mechanics, 

Dynamics, Aesthetics) Framework and the Octalysis Framework to increase 

intrinsic motivation, user engagement, and reading comprehension in reading 

literacy activities. The system was designed using Figma with six main elements: 

a point and level system, achievement badges, daily challenges, daily bonuses, a 

community leaderboard, and a reading progress bar, developed in response to the 

weaknesses of the baseline platform (Medium), which lacked interactive elements. 

Evaluation was conducted through a pre-test and post-test design involving 122 

paired respondents, with a subset of 55 respondents showing the maximum 

combined improvement further analyzed using the Intrinsic Motivation Inventory 

(IMI), the User Engagement Scale (UES), and the Paired-Sample T-Test. The 

results showed significant increases in IMI scores (from 2.658 to 3.429; +29.0%; 

p=0.0000) and UES scores (from 2.429 to 3.529; +45.3%; p=0.0000), with very 

large effect sizes. However, reading comprehension levels showed no significant 

difference between the baseline condition (80.2%) and after gamification (78.4%). 

The Visual/UI Design element was identified as the most effective contributor 

(28.2%) to the improvement in reading literacy. This study concludes that 

gamification based on the MDA and Octalysis Frameworks is highly effective in 

increasing user motivation and engagement, but requires additional design 

considerations to explicitly promote improvements in reading comprehension. 

Keywords: Engagement and Motivation, Gamification, MDA Framework, 

Octalysis Framework, Reading Literacy 
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