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ABSTRAK

Gian Fadlan. 1402622027. Pengaruh Penggunaan Media Kuis Interaktif Berbasis
Gamifikasi dengan Platform Gimkit, Kahoot, dan Quizizz terhadap Hasil Belajar
Geografi Peserta Didik Kelas X SMAN 37 Jakarta. Skripsi. Jakarta: Program Studi
Pendidikan Geografi, Fakultas Ilmu Sosial dan Hukum, Universitas Negeri Jakarta.
2026

Penelitian ini bertujuan mendeskripsikan pengaruh media kuis interaktif gamifikasi
(Gimkit, Kahoot!, Quizizz) sebagai variasi asesmen formatif terhadap hasil belajar
kognitif dan afektif (minat belajar) Geografi peserta didik kelas X SMAN 37
Jakarta pada materi Lapisan Atmosfer. Metode kuantitatif deskriptif (quasi-
experiment) digunakan dengan sampel tiga kelas eksperimen melalui purposive
sampling. Data kognitif diukur menggunakan tes pilihan ganda (pre-test dan post-
test). Ranah afektif diukur menggunakan angket minat belajar berbasis model
ARCS (Attention, Relevance, Confidence, Satisfaction). Analisis data
menggunakan statistik deskriptif. Hasil penelitian menunjukkan peningkatan rata-
rata post-test kognitif: kelas Kahoot (81,02), Gimkit (76,84), dan Quizizz (74,98).
Pada ranah afektif, persentase minat belajar mencapai kategori sangat tinggi yang
dipimpin oleh Gimkit (88,95%), diikuti Quizizz (88,60%), dan Kahoot (83,75%).
Pembahasan temuan menunjukkan bahwa fitur batasan waktu pada Kahoot memacu
ketangkasan kognitif, namun rentan memicu kecemasan afektif pada sebagian
siswa. Sementara itu, sistem ekonomi virtual pada Gimkit memompa antusiasme
maksimal meski rentan mendistraksi fokus kognitif, dan lingkungan student-paced
pada Quizizz unggul menjaga kenyamanan psikologis walau ketiadaan elemen
kompetitif menjadikannya relatif lebih rendah secara capaian kognitif.
Kesimpulannya, ketiga platform memberikan pengaruh positif dengan implikasi
karakteristik fungsional yang spesifik pada kondisi sampel peserta didik di SMAN
37 Jakarta.

Kata Kunci: Gamifikasi, Kahoot, Gimkit, Quizizz, Hasil Belajar Kognitif, Minat
Belajar.



ABSTRACT

Gian Fadlan. 1402622027. The Effect of Using Gamification-Based Interactive
Quiz Media with Gimkit, Kahoot, and Quizizz Platforms on the Geography
Learning Outcomes of Tenth-Grade Students at SMAN 37 Jakarta. Undergraduate
Thesis. Jakarta: Geography Education Study Program, Faculty of Social Sciences
and Law, Universitas Negeri Jakarta. 2026

This study aims to describe the effect of gamification-based interactive quiz media
(Gimkit, Kahoot!, Quizizz) as a variation of formative assessment on the cognitive
and affective (learning interest) Geography learning outcomes of tenth-grade
students at SMAN 37 Jakarta on the Atmosphere material. A descriptive
guantitative method (quasi-experiment) was used with a sample of three
experimental classes selected through purposive sampling. Cognitive data were
measured using multiple-choice tests (pre-test and post-test). The affective domain
was measured using a learning interest questionnaire based on the ARCS
(Attention, Relevance, Confidence, Satisfaction) motivation model. Data analysis
was conducted using descriptive statistics. The results showed an increase in the
cognitive post-test average: the Kahoot class (81.02), Gimkit (76.84), and Quizizz
(74.98). In the affective domain, the percentage of learning interest reached a very
high category, led by Gimkit (88.95%), followed by Quizizz (88.60%), and Kahoot
(83.75%). A discussion of the findings indicates that the time limit feature in
Kahoot stimulates cognitive agility but is prone to triggering affective anxiety in
some students. Meanwhile, the virtual economy system in Gimkit boosts maximum
enthusiasm although it is prone to distracting cognitive focus, and the student-paced
environment in Quizizz excels in maintaining psychological comfort even though
the lack of competitive elements makes it relatively lower in cognitive achievement.
In conclusion, the three platforms provide a positive effect with specific functional
characteristic implications on the condition of the student sample at SMAN 37
Jakarta.

Keywords: Gamification, Kahoot, Gimkit, Quizizz, Cognitive Learning Outcomes,
Learning Interest.
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