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ABSTRAK

Ignasia Mufida, 06040122102, 2025, Pengaruh penggunaan media Islamic Board
Game (Monopoli pintar) Terhadap Pemahaman Siswa Pada Materi Meyakini Kitab-
Kitab Allah Di SMP Negeri 16 Surabaya

Penelitian ini bertujuan untuk mengetahui penggunaan media Islamic Board
Game (Monopoli Pintar) dalam pembelajaran Pendidikan Agama Islam pada materi
meyakini kitab-kitab Allah di SMP Negeri 16 Surabaya. Untuk mengetahui tingkat
pemahaman siswa pada materi meyakini kitab-kitab Allah. Serta untuk
menganalisis ada atau tidaknya pengaruh penggunaan media Islamic Board Game
(Monopoli Pintar) terhadap pemahaman siswa pada materi meyakini kitab-kitab
Allah di SMP Negeri 16 Surabaya.

Penelitian ini menggunakan pendekatan kuantitatif, dan jenis penelitian pre-
eksperimen dengan desain One Group Pretest-Posttest Design. Melalui pendekatan
kuantitatif, penelitian ini mengukur dua variabel, yaitu penggunaan media Islamic
Board Game (Monopoli Pintar) sebagai variabel bebas dan pemahaman siswa
sebagai variabel terikat. Subjek penelitian berjumlah 32 siswa kelas VIII A SMP
Negeri 16 Surabaya. Pengumpulan data penelitian ini menggunakan tes (pre-test
dan post-test), angket, wawancara, dan dokumentasi. Data yang diperoleh
kemudian dianalisis melalui beberapa uji, antara lain uji N-Gain dan uji hipotesis
menggunakan Wilcoxon Signed Rank Test dengan bantuan aplikasi IBM SPSS
Statistics versi 25.

Penelitian ini memperoleh hasil yaitu: penggunaan media Islamic Board
Game (Monopoli Pintar) dalam pembelajaran Pendidikan Agama Islam berjalan
dengan baik dan mendapat respon positif dari siswa. Pemahaman siswa pada materi
meyakini kitab-kitab Allah mengalami peningkatan yang signifikan, ditunjukkan
oleh nilai rata-rata pre-test sebesar 54,38 dan nilai rata-rata post-test sebesar 94,00,
dengan hasil perhitungan N-Gain berada pada kategoti tinggi. Secara statistik,
penggunaan media Islamic Board Game terbukti berpengaruh signifikan terhadap
pemahaman siswa, ditunjukkan oleh hasil wji Wilcoxon Signed Rank Test dengan
nilai Asymp. Sig. (2-tailed) sebesar 0,000 < 0,05. Dengan demikian, penggunaan
media Islamic Board Game (Monopoli Pintar) efektif dan berpengaruh secara
signifikan terhadap pemahaman siswa pada materi meyakini kitab-kitab Allah di
SMP Negeri 16 Surabaya.

Kata Kunci: Islamic Board Game, Monopoli Pintar, Pemahaman Siswa, Kitab-
Kitab Allah.
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ABSTRACT

Ignasia Mufida, 06040122102, 2025, The Influence of Using Islamic Board Game
(Smart Monopoly) Media on Students' Understanding of the Material "Believing in
the Books of Allah" at SMP Negeri 16 Surabaya.

This study aims to determine the implementation of Islamic Board Game
(Smart Monopoly) media in Islamic Religious Education learning specifically on
the material of "Believing in the Books of Allah" at SMP Negeri 16 Surabaya. It
also seeks to assess the level of students' understanding of the material and analyze
whether there is a significant influence of using Islamic Board Game media on
students' understanding at the same institution.

This research employs a quantitative approach with a pre-experimental
research type, utilizing the One Group Pretest-Posttest Design. Through this
quantitative method, the study measures two variables: the use of Islamic Board
Game (Smart Monopoly) media as the independent variable and students'
understanding as the dependent variable. The subjects of this study were 32 students
from class VIII A at SMP Negeri 16 Surabaya. Data collection techniques included
tests (pre-test and post-test), questionnaires, interviews, and documentation. The
collected data were analyzed through several tests, including the N-Gain test and
hypothesis testing using the Wilcoxon Signed Rank Test with the assistance of IBM
SPSS Statistics version 25.

The results of this study indicate that: the implementation of Islamic Board
Game (Smart Monopoly) media in Islamic Religious Education learning proceeded
effectively and received positive responses from students. Students' understanding
of the material "Believing in the Books of Allah" experienced a significant increase,
as evidenced by the average pre-test score of 54.38 and the average post-test score
of 94.06, with the N-Gain calculation result falling into the high category.
Statistically, the use of Islamic Board Game media is proven to have a significant
influence on students' understanding, indicated by the Wilcoxdn Signed Rank Test
results with an Asymp. Sig. (2-tailed) value of 0.000 <'0.05. In conclusion, the use
of Islamic Board Game (Smart Monopoly) media is effective and significantly
influences students' understanding of the material "Believing in the Books of Allah"
at SMP Negeri 16 Surabaya.

Keywords: Islamic Board Game, Smart Monopoly, Student Understanding, Books
of Allah.
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