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ABSTRAK

Penelitian ini menggaris bawahi urgensi implementasi Teknologi Informasi dan
Komunikasi (TIK), khususnya melalui inovasi Gamifikasi, sebagai solusi terhadap
minimnya minat belajar siswa yang dipicu oleh monotonitas metode pengajaran dan
evaluasi konvensional. Penelitian ini bertujuan ganda: (1) Mengetahui konsep dan
implementasi gamifikasi berdasarkan hasil studi independen bersertifikat ICE-
Institute, dan (2) Mengetahui dampak penggunaan dan strategi pemanfaatan Gimkit
sebagai sarana gamifikasi meningkatkan minat siswa berdasarkan systematic
literature review (SLR). Data bersumber dari 8 artikel terakreditasi nasional dan
internasional (2016-2024) yang diseleksi secara ketat dari database Google Scholar
dan Scopus. Hasil kajian menunjukkan bahwa elemen gamifikasi pada Gimdkit,
khususnya mekanisme umpan balik langsung (real-time feedback) dan sistem
penghargaan, secara konsisten meningkatkan motivasi dan keterlibatan aktif siswa
di berbagai jenjang pendidikan. Kendati demikian, literatur mengindikasikan
bahwa peningkatan minat tersebut belum sepenuhnya berkorelasi linier dengan
peningkatan prestasi akademik yang terukur secara instan. Berdasarkan temuan
tersebut, penelitian ini merekomendasikan penggunaan Gimkit difokuskan sebagai
media asesmen formatif yang didukung oleh pelatihan desain instruksional bagi
pendidik serta pemerataan infrastruktur teknologi di institusi pendidikan untuk
menjamin keberlanjutan implementasi.

Kata kunci:
Pemanfaatan, Gimkit, Gamification, Minat Belajar.
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ABSTRACT

This study underscores the wurgency of implementing Information and
Communication Technology (ICT), particularly through Gamification innovation,
as a solution to the low student interest in learning caused by the monotony of
conventional teaching and evaluation methods. This research has two objectives:
(1) To understand the concept and implementation of gamification based on the
findings of an independent ICE-Institute certified study, and (2) To examine the
impact and strategies for utilizing Gimkit as a gamification tool to enhance student
interest based on a systematic literature review (SLR). The data were drawn from 8
nationally and internationally accredited articles (2016-2024) carefully selected
from the Google Scholar and Scopus databases. The findings show that
gamification elements in Gimkit, particularly the real-time feedback mechanisms
and reward systems, consistently boost student motivation and active engagement
across various educational levels. Nevertheless, the literature indicates that the
increase in interest does not fully linearly correlate with an immediate improvement
in measurable academic achievement. Based on these findings, this study
recommends that the use of Gimkit be focused as a formative assessment tool,
supported by instructional design training for educators and the equitable
distribution of technological infrastructure in educational institutions to ensure the
sustainability of its implementation..

Keywords:
Utilization, Gimkit, Gamification, Learning Interest.
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