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ABSTRAK 

Annisa Aulia Putri, 06010122003. Pengaruh Metode Pembelajaran Game-Based 

Learning Terhadap Peningkatan Minat Belajar Pada Mata Pelajaran Pendidikan 

Agama Islam Siswa Kelas VII Di UPT SMP Negeri 3 Gresik. 

Penelitian ini dilatarbelakangi oleh rendahnya minat belajar siswa kelas VII pada 

mata pelajaran Pendidikan Agama Islam (PAI) di UPT SMP Negeri 3 Gresik, yang 

ditandai dengan kurangnya antusiasme, perhatian, dan keterlibatan siswa selama proses 

pembelajaran. Kondisi tersebut mendorong perlunya penerapan metode pembelajaran 

yang inovatif, salah satunya melalui metode game-based learning. 

Penelitian ini bertujuan untuk: (1) mendeskripsikan penerapan metode 

pembelajaran game-based learning pada mata pelajaran Pendidikan Agama Islam kelas 

VII di UPT SMP Negeri 3 Gresik, (2) mengetahui tingkat minat belajar siswa kelas VII 

pada mata pelajaran Pendidikan Agama Islam, dan (3) menganalisis pengaruh metode 

game-based learning terhadap peningkatan minat belajar siswa kelas VII pada mata 

pelajaran Pendidikan Agama Islam di UPT SMP Negeri 3 Gresik. 

Penelitian ini menggunakan pendekatan kuantitatif dengan desain quasi 

experimental jenis nonequivalent control group design. Populasi penelitian berjumlah 

66 siswa yang terbagi ke dalam kelas eksperimen dan kelas kontrol, dengan teknik 

pengambilan sampel purposive sampling. Teknik pengumpulan data meliputi angket, 

tes, wawancara, dan dokumentasi. Analisis data dilakukan melalui uji validitas, 

reliabilitas, uji normalitas, uji homogenitas, serta uji hipotesis menggunakan 

independent sample t-test. 

Hasil penelitian menunjukkan bahwa penerapan metode game-based learning pada 

pembelajaran PAI terlaksana dengan baik dan mendapat respons yang sangat positif 

dari siswa. Minat belajar siswa pada kelas eksperimen berada pada kategori sangat 

baik, sedangkan minat belajar siswa pada kelas kontrol berada pada kategori baik. Hasil 

uji hipotesis menunjukkan nilai (thitung > ttabel) (18,229 > 2,001) dengan nilai 

signifikansi < 0,05, sehingga H₀ ditolak dan Hₐ diterima. Dengan demikian, dapat 

disimpulkan bahwa metode pembelajaran game-based learning berpengaruh signifikan 

terhadap peningkatan minat belajar siswa pada mata pelajaran Pendidikan Agama 

Islam kelas VII di UPT SMP Negeri 3 Gresik. 
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ABSTRACT 

Annisa Aulia Putri, 06010122003; The Influence of Game-Based Learning Method on 

Increasing Learning Interest in Islamic Religious Education Subjects for Grade VII 

Students at UPT SMP Negeri 3 Gresik. 

Keywords: Game-based learning method, Islamic religious education students' 

learning interest 

This research was motivated by the low learning interest of seventh-grade students 

in Islamic Religious Education (PAI) at the UPT SMP Negeri 3 Gresik, characterized 

by a lack of enthusiasm, attention, and student engagement during the learning process. 

This condition prompted the need to implement innovative learning methods, one of 

which is game-based learning. 

This study aimed to: (1) describe the application of game-based learning methods 

in seventh-grade Islamic Religious Education at the UPT SMP Negeri 3 Gresik, (2) 

determine the level of seventh-grade students' learning interest in Islamic Religious 

Education, and (3) analyze the effect of game-based learning methods on increasing 

seventh-grade students' learning interest in Islamic Religious Education at the UPT 

SMP Negeri 3 Gresik. 

This study used a quantitative approach with a quasi-experimental design using a 

nonequivalent control group design. The study population consisted of 66 students 

divided into an experimental class and a control class, using purposive sampling. Data 

collection techniques included questionnaires, tests, interviews, and documentation. 

Data analysis was conducted through validity, reliability, normality, homogeneity, and 

hypothesis testing using an independent sample t-test. 

The results showed that the application of the game-based learning method in 

Islamic Religious Education (PAI) learning was well-implemented and received a very 

positive response from students. Student learning interest in the experimental class was 

in the very good category, while student interest in the control class was in the good 

category. The results of the hypothesis test showed a value (t count > t table) (18.229 

> 2.001) with a significance value <0.05, thus H₀ was rejected and Hₐ was accepted. 

Thus, it can be concluded that the game-based learning method significantly increased 

student learning interest in Islamic Religious Education in seventh grade at the UPT 

SMP Negeri 3 Gresik. 
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