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ABSTRAK

Resti Syafarini. 2022. Efektivitas Penggunaan Gamifikasi Terhadap Hasil Belajar
Membaca Bahasa Jepang Siswa Kelas X IPS 2 SMAN 110 Jakarta. Skripsi,
Program Pendidikan Bahasa Jepang, Fakultas Bahasa dan Seni, Universitas Negeri
Jakarta.

Penelitian ini bertujuan untuk menyelidiki efektivitas penggunaan gamifikasi
terhadap hasil belajar membaca bahasa Jepang. Adapun aplikasi gamifikasi yang
digunakan saat penelitian adalah Classcraft dan Wordwall. Latar belakang dari
penelitian ini yaitu kejenuhan siswa akibat Pembelajaran Jarak Jauh, serta siswa
kelas X kerap mengalami kesulitan pada saat membaca bahasa Jepang seperti, siswa
kurang memahami isi bacaan dan rendahnya ingatan siswa terhadap kosakata.
Penelitian ini menggunakan metode dan desain penelitian pre-experimental one
group pre-test and post-test yang terdiri dari satu kelas sebagai sampel yang dipilih
dengan teknik purposive sampling. Sampel penelitian ini adalah kelas X IPS 2
SMAN 110 Jakarta yang berjumlah 30 siswa. Data diperoleh melalui hasil pre-test
dan post-test serta angket respon siswa.

Berdasarkan hasil pengolahan data dengan rumus uji paired sample t-test, dapat
diketahui bahwa nilai sig (2-tailed) sebesar 0,00 dengan thitung S€besar 4.795 pada
taraf signifikasi sebesar 5% yang diperoleh tiwper Sebesar 2.042. Jadi, hipotesis nol
(Ho) ditolak dan hipotesis alternatif diterima (Ha) karena nilai Sig. (2-tailed) < 5%
dan thiung>tranel. Dalam kata lain, terdapat efektivitas penggunaan gamifikasi
terhadap hasil belajar membaca bahasa Jepang siswa kelas X IPS 2 SMAN 110
Jakarta. Pembelajaran Jarak Jauh (PJJ) yang menggunakan gamifikasi memberikan
pengalaman belajar yang menyenangkan dan belum pernah dirasakan sebelumnya.
Namun, masih terdapat beberapa kekurangan yang terjadi saat penelitian seperti
kurangnya partisipasi siswa yang sangat sulit dipantau saat PJJ. Meskipun begitu
dengan adanya penggunaan gamifikasi ini, siswa merasakan adanya peningkatan
terhadap hasil belajar membaca bahasa Jepang, meningkatkan HOTS mereka, serta
menghilangkan rasa jenuh saat PJJ. Penggunaan gamifikasi yang berbasis teknologi,
juga telah sesuai dengan kurikulum 2013 revisi.

Kata Kunci: Efektivitas, gamifikasi, membaca bahasa Jepang



ABSTRACT

Resti Syafarini. 2022. Effectiveness of Using Gamification on Japanese Reading
Comprehension Learning Outcomes in students of Class X IPS 2 SMAN 110 Jakarta.
Thesis, Japanese Language Education Program, Faculty of Language and Arts,
State University of Jakarta.

This study aims to investigate effectiveness of using gamification on learning
outcomes of Japanese reading comprehension. The gamification applications used
during the research were Classcraft and Wordwall. The background of this research
is the boredom of students due to distance learning, and whenever the class X
students read Japanese, they often experiences difficulties such as understanding
the contents of reading and students low memory of vocabulary. This study used a
pre-experimental one group pre-test and post-test method and research design
which consisted of one class as the sample selected by purposive sampling
technique. The sample of this research is class X IPS 2 SMAN 110 Jakarta, totaling
30 students. Data were obtained through the results of pre-test and post-test as well
as student response questionnaires.

Based on the results of data processing with the paired sample t-test formula, it can
be seen that the value of sig (2-tailed) is 0.00 with tcount of 4.795 at a significance
level of 5%, obtained ttable of 2.042. So, the null hypothesis (Ho) is rejected and
the alternative hypothesis is accepted (Ha) because the value of Sig. (2-tailed) 5%
and tcount>ttable. In Other words, there is an effectiveness of using gamification on the
results of learning to read Japanese for class X IPS 2 students of SMAN 110 Jakarta.
Using gamification for distance learning provides a fun learning experience that has
never been felt before. There are still some shortcomings that occur during the
research, such as the lack of student participation which is very difficult to monitor
during distance learning. However, with the use of this gamification, students feel
an increase in their Japanese reading outcomes, increase their HOTS, and eliminate
boredom during distance learning. The use of technology-based education which is
using gamification has also been in accordance with the revised 2013 curriculum.

Keywords: Effectiveness, gamification, reading Japanese
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