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1.​ PROJECT SUMMARY 
 

​ The purpose of this innovation is to make students more enthusiastic, especially 
in studying lessons that are more theoretical than practical, one of the most common 
things found when studying lessons that are full of theory is boredom, so that 
students become easily sleepy and instead focus on their respective cellphones 
compared to paying attention to the lecturer. This is what made me do gamification 
method activities to be able to increase the concentration of these students. 
 

Based on the ongoing CTIF project, overall students have increased in participating 
in gamification learning, this is evidenced by the grades they get when working on 
assignments, Students get satisfactory grades and the time to complete them is 
getting shorter so that the remaining learning time can be used for discussion 
activities 

 
 
2. TEACHING INNOVATION IMPLEMENTATION 
 

2.1 Project Activities 
 
●​ First of all, before the class start. We need to make some quiz using wordwall  
●​ Estimate to make at least 2 quiz using wordwall for different difficulty (easy and 

medium) 
●​ After finish making wordwall, I need to send it to google classroom so the 

student can access wordwall 
 

Figure 1 : Google Classroom 

 
 

  



 

 
●​ Template I usually use is Maze Chase, This is the most favorite among 

students because it is challenging and fun, the rules are simple they only have 
3 / 4 chances to visit the answer correctly without being attacked by minions.  

 
Figure 2 : Maze Chase 

 
 

●​ The 2nd template I use is Game Show Quiz, this template I use for Quiz so they 
need to get high score so they can get a better result 

 
Figure 3 : Game Show Quiz 

  



 

 
 
 

Figure 4 : Result 

 
 
 

●​ And for other template will be showing below 
 
 

Figure 5 : Crossword 

  



 

 
 
 
 
 

Figure 6 : Speed Sorting 

 
 
 
 
 

  



 

 
Figure 7 : Open the Box 

 
 

 
Figure 8 : Rank in order 

 
 
 
 

  



 

Figure 9 : Airplane 

 
 

2.2 Challenges & Solutions 
 
●​ No challenges. 

 
3. OUTCOMES 

●​ Task completion time for students doing Quiz becomes faster and students's 
learning mastery level also increases, Gamification methods are indeed promising 
when used to carry out theoretical learning  

●​ Methods for collecting data, such as  
○​ Surveys​ ​ : Through discussions with students, they are happy 

with the learning method using word walls they have crossword, quiz, and 
many more gamification method, but the word wall template is more 
suitable for children because there are too many cartoon themes that are 
suitable for children aged 17 years and below. 

○​ Feedback forms ​ : ongoing  
 

4. BUDGET REALIZATION  
 
 
Month February March May June 
Price Rp 69.000 Rp 69.000 Rp 69.000 Rp 69.000 
Status Paid Paid Paid Ongoing 
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5. SEMESTER LEARNING PLAN 
 

 

 

  



 

 

 

  



 

 

 

  



 

 

Appendices 
 
Please attach supporting data or documents if necessary 
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