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ABSTRAK 

 

Penelitian ini dilatarbelakangi kurangnya inovasi dalam penggunaan media 

pembelajaran yang mendukung di kelas. Masih banyak guru yang menggunakan 

media pembelajaran monoton dan berpedoman pada buku paket saja, sehingga 

menyebabkan siswa kurang antusias dalam mengikuti dan memahami materi. 

Selain itu, pembelajaran masih berpusat pada guru, siswa hanya mendengarkan 

penjelasan dari guru. Permasalahan ini berpengaruh terhadap hasil belajar PAI 

siswa di SMPN 1 Krian, khususnya kelas VII. Oleh karena itu, peneliti melakukan 

usaha perbaikan pada pembelajaran PAI melalui media game ular tangga digital 

berbasis QuizWhizzer dengan model pembelajaran kooperatif sebagai alternatif 

media dan model pembelajaran yang interaktif, kompetitif sekaligus kolaboratif. 

Tujuan penelitian ini adalah untuk mengetahui penerapan media pembelajaran 

tersebut, mendeskripsikan hasil belajar PAI setelah perlakuan serta menganalisis 

pengaruhnya terhadap hasil belajar siswa. 

Penelitian ini menggunakan pendekatan kuantitatif dengan design Quasi-

Eksperimental Nonequivalent Control Group Design. Subjek penelitian berjumlah 

70 siswa dari dua kelas, terdiri kelas eksperimen dan kelas kontrol. Instrumen 

penelitian berupa tes objektif (pretest dan postest) dan lembar observasi. Analisis 

data dilakukan melalui statistik deskriptif dan inferensial meliputi uji normalitas, 

uji homogenitas, dan uji hipotesis menggunakan Independent Sample t-Test serta 

menggunakan Effect Size Cohen’s d untuk mengukur seberapa besar pengaruh 

media tersebut. 

Hasil dari penelitian ini menunjukkan bahwa, uji statistik deskriptif  memperoleh 

persentase 87.5% untuk penerapan media game ular tangga digital berbasis 

QuizWhizzer dan keterlaksanaan sintaks model pembelajaran kooperatif. 

Sedangkan pada indikator dinamika kelas memperoleh persentase sebanyak 90%. 

Hal ini menunjukkan bahwa penerapan media game ular tangga digital berbasis 

QuizWhizzer dengan model pembelajaran kooperatif berkategori ”Baik”. 

Berdasarkan uji statistika deskriptif, sebelum diberi perlakuan, kelas eksperimen 

memperoleh nilai rata-rata sebesar 55.17 dan kelas kontrol memperoleh nilai rata-

rata sebesar 55.43. Setelah diberikan perlakuan berupa media game ular tangga 

digital berbasis QuizWhizzer dengan model pembelajaran kooperatif, hasil belajar 

PAI kelas eksperimen mengalami peningkatan menjadi 79.71, sementara kelas 

eksperimen hanya meningkat menjadi 66.86. hal ini menunjukkan bahwa hasil 

belajar kelas eksperimen mengalami peningkatan secara signifikan. 

Hasil uji Independent Sample t-Test menunjukkan bahwa nilai signifikansi yang 

diperoleh yaitu Sig. (2-tailed) sebesar 0.000 atau sig. <0.05, sehingga terdapat 

pengaruh yang signifikan dari penggunaan media game ular tangga digital berbasis 

QuizWhizzer dengan model pembelajaran kooperatif terhadap hasil belajar PAI 

siswa di SMPN 1 Krian. Dengan demikian, H0 ditolak dan Ha diterima. Selanjutnya, 

untuk mengukur besarnya pengaruh, dilakukan perhitungan Size Effect Cohen’s d, 

hasil perhitungan diperoleh nilai sebesar 1.4 yang menunjukkan pengaruh yang 
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sangat besar. Jadi kesimpulannya terdapat pengaruh yang sangat besar dalam 

penerapan media game ular tangga digital berbasis QuizWhizzer dengan model 

pembelajaran kooperatif terhadap hasil belajar PAI di SMPN 1 Krian. 

Kata Kunci: Media Game Ular Tangga Digital Berbasis QuizWhizzer, Model 

Pembelajaran Kooperatif, Hasil Belajar PAI 
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ABSTRACT 

 

 

This research is motivated by the lack of innovation in the use of supporting 

learning media in the classroom. Many teachers still use monotonous learning 

media and are guided only by textbooks, resulting in students being less enthusiastic 

in following and understanding the material. In addition, learning is still teacher-

centered, with students only listening to the teacher's explanation. This problem 

affects the Islamic Religious Education (PAI) learning outcomes of students at 

SMPN 1 Krian, especially grade VII. Therefore, researchers made efforts to 

improve Islamic Religious Education (PAI) learning through digital snakes and 

ladders game media based on QuizWhizzer with a cooperative learning model as 

an alternative media and learning model that is interactive, competitive, and 

collaborative. The purpose of this study was to determine the application of the 

learning media, describe the results of Islamic Religious Education learning after 

the treatment, and analyze its influence on student learning outcomes. 

This study used a quantitative approach with a Quasi-Experimental Nonequivalent 

Control Group Design. The research subjects were 70 students from two classes, 

consisting of an experimental class and a control class. The research instruments 

were objective tests (pretest and posttest) and observation sheets. Data analysis was 

carried out through descriptive and inferential statistics including normality tests, 

homogeneity tests, and hypothesis testing using the Independent Sample t-Test and 

using Effect Size Cohen's d to measure the extent of the media's influence. 

The results of this study indicate that the descriptive statistical test obtained a 

percentage of 87.5% for the application of digital snakes and ladders game media 

based on QuizWhizzer and the implementation of the cooperative learning model 

syntax. While the class dynamics indicator obtained a percentage of 90%. This 

shows that the application of digital snakes and ladders game media based on 

QuizWhizzer with a cooperative learning model is categorized as "Good". Based 

on the descriptive statistical test, before being given treatment, the experimental 

class obtained an average score of 55.17 and the control class obtained an average 

score of 55.43. After being given treatment in the form of digital snakes and ladders 

game media based on QuizWhizzer with a cooperative learning model, the PAI 

learning outcomes of the experimental class increased to 79.71, while the 

experimental class only increased to 66.86. This shows that the learning outcomes 

of the experimental class increased significantly. 

The results of the Independent Sample t-Test show that the significance value 

obtained is Sig. (2-tailed) of 0.000 or sig. <0.05, so there is a significant influence 

of the use of digital snakes and ladders game media based on QuizWhizzer with a 

cooperative learning model on students' PAI learning outcomes at SMPN 1 Krian. 

Thus, H0 is rejected and Ha is accepted. Furthermore, to measure the magnitude of 

the influence, Cohen's d Effect Size calculation was carried out, the calculation 

results obtained a value of 1.4 which indicates a very large influence. So the 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
  

http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/ http://digilib.uinsa.ac.id/  

xiv 

 

conclusion is that there is a very large influence in the application of digital snakes 

and ladders game media based on QuizWhizzer with a cooperative learning model 

on PAI learning outcomes at SMPN 1 Krian. 

Keywords: Digital Snakes and Ladders Game Media Based on QuizWhizzer, 

Cooperative Learning Model, Islamic Education Learning Outcomes 
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