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The C programming language is a popular computer language used in teaching
today. However, the survey found that many students obtain low grades or withdraw in
the C programming language course because the students lack of motivation to learn.
This research proposes the development of a game application for motivating C
language learning. To develop the application, the content of C language lessons is
designed in the style of game. In addition, the concepts of Gamification are used to
motivate the students to learn the lessons.

The content validity of C language problems used for the design and
development of game application is checked by item-objective congruence index
(10C). The assessment results reveal that there are 33 failures among 130 problems
whereas 29 problems are revised and 4 problems are removed. The evaluation results
of the student satisfaction show that students get the highest satisfaction (x = 4.67
from 5, S.D. = 0.58) to the game application in the aspect of interaction.

In addition, the evaluation results of the motivation of the students indicate that
students have motivation to learn C language. Most of motivation factors have a
statistically significant difference. The difference in students’ high ambition is
statistically significant at the 0.01 level. The difference in students’ hopefulness,

patience, responsibility, attempt, and venture is statistically significant at the 0.05



level. On the other hand, a motivation factor that is not statistically significant is
students who fear failure towards success. Furthermore, the motivation evaluation of
applying the Gamification concept for game application development reveals that

learners’ satisfaction is in a high level (x = 3.10 from 5, S.D. = 0.80).
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