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ABSTRAK 

 

PEMANFAATAN FITUR GAMIFIKASI WEB GENIALLY SEBAGAI 

MEDIA PEMBELAJARAN MATA PELAJARAN PRAKARYA UNTUK 

MENINGKATKAN MINAT BELAJAR SISWA DI SEKOLAH 

MENENGAH PERTAMA NEGERI 4 BANJARMASIN 

 

Penelitian ini dilatar belakangi oleh rendahnya minat belajar siswa kelas VII di 

SMP Negeri 4 Banjarmasin pada mata pelajaran Prakarya yang cenderung pasif 

dan cepat jenuh akibat proses pembelajaran konvensional. Sebagai solusi, 

penelitian ini bertujuan mendeskripsikan strategi pemanfaatan fitur gamifikasi 

platform Genially (seperti challenges, point system, badges, dan escape room) 

pada materi pengolahan bahan sayur, mengukur peningkatan minat belajar siswa, 

serta menganalisis respon kelayakan media dari guru. Jenis penelitian yang 

digunakan adalah deskriptif kuantitatif dengan populasi seluruh siswa kelas VII 

tahun ajaran 2025/2026. Pengumpulan data dilakukan melalui observasi, 

wawancara, dan instrumen angket (pretest, posttest) yang telah diuji validitas dan 

reliabilitasnya. Strategi pengintegrasian media di kelas diimplementasikan 

menggunakan tahapan model desain pembelajaran ASSURE. Teknik analisis data 

kuantitatif menggunakan uji Normalized Gain (N-Gain) untuk mengukur 

efektivitas peningkatan minat belajar. Hasil penelitian menunjukkan bahwa 

pemanfaatan fitur gamifikasi web Genially secara signifikan mampu 

meningkatkan minat belajar siswa. Berdasarkan analisis uji N-Gain, diperoleh 

peningkatan minat belajar sebesar 74,47% yang masuk dalam kategori cukup baik 

berkat terpenuhinya indikator perasaan senang, ketertarikan, perhatian, dan 

partisipasi aktif siswa. Kesimpulannya, pemanfaatan fitur gamifikasi web 

Genially terbukti efektif secara empiris dan sangat layak digunakan sebagai 

inovasi media pembelajaran untuk mengatasi permasalahan rendahnya minat 

belajar siswa pada mata pelajaran Prakarya. 

Kata Kunci: Gamifikasi, Web Genially, Minat Belajar, Prakarya. 
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ABSTRACT 

 

THE UTILIZATION OF THE GAMIFICATION FEATURES ON THE 

GENIALLY WEBSITE AS A LEARNING MEDIUM FOR THE PRACTICAL 

ARTS SUBJECT TO ENHANCE STUDENTS’ INTEREST IN LEARNING AT 

STATE JUNIOR HIGH SCHOOL 4 BANJARMASIN 

 

This study was motivated by the low interest in learning among seventh-grade 

students at SMP Negeri 4 Banjarmasin in the Craft subject, who tend to be 

passive and quickly become bored due to conventional teaching methods. As a 

solution, this study aims to describe strategies for utilizing gamification features 

on the Genially platform (such as challenges, point systems, badges, and escape 

rooms) in lessons on vegetable processing, measure the increase in students’ 

interest in learning, and analyze teachers’ responses regarding the suitability of 

the medium. The research design used was quantitative descriptive with a 

population consisting of all seventh-grade students in the 2025/2026 academic 

year. Data collection was conducted through observation, interviews, and 

questionnaire instruments (pretest, posttest) that had been tested for validity and 

reliability. The strategy for integrating media in the classroom was implemented 

using the stages of the ASSURE instructional design model. Quantitative data 

analysis utilized the Normalized Gain (N-Gain) test to measure the effectiveness 

of the increase in learning interest, as well as Likert scale percentage analysis for 

teacher response data. The research results indicate that the use of gamification 

features on the Genially platform significantly increased students’ interest in 

learning. Based on the N-Gain test analysis, an increase in learning interest of 

74.47% was observed, which falls into the “fairly good” category due to the 

fulfillment of indicators such as enjoyment, interest, attention, and active 

participation among students. In conclusion, the use of Genially’s web-based 

gamification features has been empirically proven to be effective and is highly 

suitable as an innovative learning medium to address the issue of low student 

interest in the Crafts subject. 

Keywords: Gamification, Genially,Learning Interest, Crafts 
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MOTTO 

 

 

“Kau akan lebih menyesal bukan karena kau melakukan sesuatu dan ternyata itu 

gagal atau keliru. Kau akan lebih menyesal saat kau tidak pernah melakukan 

sesuatu” 

Janji – Tere Liye 

 

 

“Maka, Sesungguhnya beserta kesulitan ada kemudahan – Sesungguh beserta 

kesulitan ada kemudahan” 

Al-Insyirah 5-6 
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