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IMPLEMENTASI GAMIFIKASI OCTALYSIS PADA
SISTEM PEMBELAJARAN CERDAS DENGAN

DUKUNGAN AGEN AI

Dzaky Fatur Rahman

ABSTRAK

Pembelajaran pemrograman dasar seringkali menghadapi tantangan dalam motivasi
mahasiswa dan kesulitan dalam memahami konsep abstrak. Metode pembelajaran
tradisional di kelas reguler ditemukan kurang interaktif, personal, dan gagal
mempertahankan keterlibatan mahasiswa. Penelitian ini bertujuan untuk
merancang, membangun, dan mengevaluasi sebuah website pembelajaran interaktif
yang mengatasi masalah ini. Metodologi penelitian yang digunakan adalah
Research and Development (R&D) dengan pendekatan evaluasi komparatif.
Platform ”Starcoder” dirancang dan dibangun dengan mengintegrasikan dua
pilar konseptual: Gamifikasi menggunakan delapan core drives dari Octalysis
Framework (meliputi Nebula Path, Daily Challenge, Kustomisasi PFP, dan
Streak System), dan Sistem Pembelajaran Cerdas yang didukung oleh agen AI
(M.E.C.H.A.) untuk memberikan feedback adaptif dan alur remedial. Efektivitas
platform dievaluasi menggunakan kuesioner Hedonic-Motivation System Adoption
Model (HMSAM) yang disebar kepada 54 responden, dengan membandingkan
platform ”Starcoder” (gamifikasi) dengan pengalaman kelas reguler (non-
gamifikasi). Hasil penelitian menunjukkan bahwa platform ”Starcoder” secara
statistik unggul secara signifikan pada seluruh tujuh konstruk HMSAM. Tiga
kategori teratas mencapai skor rata-rata ”Sangat Setuju”: Perceived Usefulness
(86.44%), Curiosity (85.56%), dan Perceived Ease-of-Use (84.63%). Peningkatan
persentase tertinggi dibandingkan dengan baseline kelas reguler terdapat pada
kategori Behavioral Intention to Use (+15.56%), Curiosity (+12.47%), dan
Perceived Usefulness (+11.11%). Penelitian ini menyimpulkan bahwa integrasi
komprehensif antara framework Octalysis dan Sistem Pembelajaran Cerdas berbasis
AI terbukti berhasil dan secara signifikan lebih efektif dalam meningkatkan
motivasi, kebergunaan yang dirasakan, rasa ingin tahu, dan niat penggunaan
platform pembelajaran pemrograman dibandingkan dengan metode pembelajaran
tradisional.

Kata kunci: AI, Gamifikasi, HMSAM, ITS, Octalysis
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IMPLEMENTATION OF OCTALYSIS GAMIFICATION ON AN
INTELLIGENT LEARNING SYSTEM WITH AI AGENT SUPPORT

Dzaky Fatur Rahman

ABSTRACT

Fundamental programming education often faces challenges in student motivation
and difficulty in comprehending abstract concepts. Traditional learning methods
in regular classrooms are found to be less interactive, personal, and fail to maintain
student engagement. This research aims to design, build, and evaluate an interactive
learning website that addresses these problems. The research methodology
employed is Research and Development (R&D) with a comparative evaluation
approach. The ”Starcoder” platform was designed and built by integrating two
conceptual pillars: Gamification utilizing the eight core drives of the Octalysis
Framework (including the Nebula Path, Daily Challenge, PFP Customization, and
Streak System), and an Intelligent Tutoring System (ITS) supported by an AI agent
(M.E.C.H.A.) to provide adaptive feedback and remedial pathways. The platform’s
effectiveness was evaluated using the Hedonic-Motivation System Adoption Model
(HMSAM) questionnaire, distributed to 54 respondents, comparing the ”Starcoder”
platform (gamified) with the regular classroom experience (non-gamified). The
research results show that the ”Starcoder” platform was statistically significantly
superior across all seven HMSAM constructs. The top three categories achieved
”Strongly Agree” average scores: Perceived Usefulness (86.44%), Curiosity
(85.56%), and Perceived Ease-of-Use (84.63%). The highest percentage increases
compared to the regular classroom baseline were found in the Behavioral Intention
to Use (+15.56%), Curiosity (+12.47%), and Perceived Usefulness (+11.11%)
categories. This research concludes that the comprehensive integration between
the Octalysis Framework and an AI-based Intelligent Tutoring System (ITS) proved
successful and is significantly more effective in enhancing motivation, perceived
usefulness, curiosity, and intention to use the programming learning platform
compared to traditional learning methods.

Keywords: AI, Gamification, HMSAM, ITS, Octalysis
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