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Penelitian ini dilatarbelakangi oleh rendahnya motivasi dan hasil belajar
siswa pada pembelajaran matematika, khususnya materi pemusatan data. Proses
pembelajaran yang masih berpusat pada guru menyebabkan siswa kurang aktif dan
kurang termotivasi dalam mengikuti pembelajaran. Oleh karena itu, diperlukan
model pembelajaran yang mampu meningkatkan keterlibatan siswa sehingga
motivasi dan hasil belajar dapat meningkat.

Penelitian ini bertujuan untuk mengetahui pengaruh model Gamification
Learning berbantuan media Learning Station terhadap motivasi belajar siswa, hasil
belajar siswa, serta motivasi dan hasil belajar siswa secara simultan pada materi
pemusatan data kelas V111 MTsN 2 Kota Blitar.

Penelitian ini menggunakan pendekatan kuantitatif dengan jenis penelitian
quasi experiment. Sampel penelitian berjumlah 68 siswa yang terdiri atas kelas
VIII-H sebagai kelas eksperimen dan kelas VI11-G sebagai kelas kontrol. Teknik
pengumpulan data menggunakan angket motivasi belajar dan tes hasil belajar.
Analisis data dilakukan menggunakan uji Independent Sample t-Test dan uji
MANOVA dengan bantuan IBM SPSS Statistics 25.

Hasil penelitian menunjukkan bahwa terdapat pengaruh model
Gamification Learning berbantuan media Learning Station terhadap motivasi
belajar siswa dengan nilai signifikansi 0,018 < 0,05. Selain itu, terdapat pengaruh
terhadap hasil belajar siswa dengan nilai signifikansi 0,000 < 0,05. Hasil uji
MANOVA juga menunjukkan adanya pengaruh secara simultan terhadap motivasi
dan hasil belajar siswa dengan nilai signifikansi 0,000 < 0,05. Dengan demikian,
model Gamification Learning berbantuan media Learning Station berpengaruh
positif terhadap motivasi dan hasil belajar siswa pada materi pemusatan data kelas
VIII MTsN 2 Kota Blitar.
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This study was motivated by the low levels of students’ motivation and
learning outcomes in mathematics, particularly in the topic of central tendency.
Learning activities that are still teacher-centered cause students to be less active and
less motivated in participating in the learning process. Therefore, an instructional
model is needed to increase student engagement so that learning motivation and
outcomes can be improved.

This study aimed to determine the effect of the Gamification Learning
model assisted by Learning Station media on students’ learning motivation,
learning outcomes, and the simultaneous effect on both learning motivation and
learning outcomes in the central tendency topic for Grade V111 students at MTsN 2
Kota Blitar.

This study employed a quantitative approach with a quasi-experimental
design. The sample consisted of 68 students, including class VIII-H as the
experimental group and class V111-G as the control group. Data were collected using
a learning motivation questionnaire and a learning outcomes test. Data analysis was
conducted using the Independent Sample t-Test and MANOVA with the assistance
of IBM SPSS Statistics 25.

The results showed that the Gamification Learning model assisted by
Learning Station media significantly affected students’ learning motivation with a
significance value of 0.018 < 0.05. In addition, it significantly affected students’
learning outcomes with a significance value of 0.000 < 0.05. The MANOVA test
also indicated a simultaneous effect on learning motivation and learning outcomes
with a significance value of 0.000 < 0.05. Therefore, the Gamification Learning
model assisted by Learning Station media has a positive effect on students’ learning
motivation and learning outcomes in the central tendency topic for Grade VIII
students at MTsN 2 Kota Blitar.
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