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ABSTRAK

Alvian Nur Jamil. 02040822012. 2024. Efektivitas Pembelajaran Model ASSURE
Berbasis Gamifikasi Untuk Meningkatkan Motivasi Dan Prestasi Belajar Siswa Pada
Mata Pelajaran Fikih Di MAN 1 Lamongan. Pembimbing (1) Prof. Dr. H. Abd.
Rachman Assegaf, M.Ag dan (2) Prof. Dr. Abdul Muhid, M.Si

Penelitian ini dilatar belakangi bertambahnya pengguna game online di Indonesia
yang sebagian besar dimainkan pelajar. Tercatat 95,4% pemakai internet bermain
game di berbagai platform. Hal ini membuat motivasi belajar siswa menurun sehingga
berdampak pada prestasi belajar yang diperoleh. Cara yang dinilai efisien adalah
memasukkan unsur game pada pembelajaran dan dibantu model ASSURE sebagai
kerangka pembelajaran yang sistematis dan tepat sasaran. Penelitian ini bertujuan
mengetahui efektivitas pembelajaran model ASSURE berbasis gamifikasi untuk
meningkatkan motivasi belajar dan prestasi belajar siswa pada mapel Fikih di MAN
1 Lamongan. Penelitian ini adalah studi kuantitatif quasi eksperiment dengan populasi
mencakup seluruh siswa kelas XI di MAN 1 Lamongan, sampel terdiri dari XI MIPA
2 sebagai kelas eksperimen dan XI MIPA 4 kelas kontrol. Instrumen penelitian berupa
angket dan soal tes. Analisis data tahap awal yaitu uji kelayakan media gamifikasi
menggunakan platform Quizizz dan Wordwall oleh ahli materi dan ahli media.
Pengukuran motivasi dan prestasi belajar siswa awal dengan Independent Sample t-
test. Analisis akhir pengumpulan data nilai pretest dan post-test kedua kelas, yang
dianalisis menggunakan Paired Sample t-test dan uji N-Gain

Diperoleh hasil pada media gamifikasi yang diterapkan mendapat skor ahli media 70
berada pada skala 67,2 < ST < 80 dan ahli materi 53 dengan skala 50,4 < ST < 60,
keduanya berkategori sangat layak. Perolehan data pretest dan post-test seluruhnya
normal dan homogen. Hasil independent sample t-test data pretest menunjukkan nilai
Sig.2 tailed > 0,05, kedua kelas relatif ' memiliki kondisi‘awal yang sama se¢hingga
layak diperbandingkan. Data post-test; hasil uji paired. sample t-test-kedua kelas
menunjukkan sama-sama terdapat perbedaan rerata nilai awal dan akhir baik pada
motivasi belajar maupun prestasi belajar siswa. Untuk motivasi belajar siswa kelas
eksperimen meningkat dari 29,15 menjadi 48,82 dengan selisih 19,67, sedangkan
pada kelas kontrol dari 28,36 menjadi 33,55 dengan selisih 5,18. Pada prestasi belajar
kelas perlakuan mendapat rerata awal 58,48 menjadi 82,42 dengan selisih 23,94.
Sedangkan kelas kontrol mendapat rerata awal 57,27 menjadi 70,76 dengan selisih
13,49. Uji N-Gain motivasi belajar pada kelas eksperimen 85,55% dengan klasifikasi
“Efektif”’, sedangkan kelas kontrol memdapat skor 21,66% klasifikasi “Tidak
Efektif” dan pada prestasi belajar kelas eksperimen mendapat skor 58,91% dengan
klasifikasi “Cukup Efektif’, sedangkan kelas kontrol memperoleh skor 29,12%
dengan Kklasifikasi “Tidak Efektif”. Hasil ini juga didukung oleh uji tingkat capaian
responden pada kelas eksperimen yang memperoleh hasil 87,25% dengan klasifikasi
“Sangat Baik”.

Kata kunci: Model ASSURE, gamifikasi, motivasi belajar, prestasi belajar
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ABSTRACT

Alvian Nur Jamil. 02040822012. 2024. Effectiveness of Gamification-Based
ASSURE Model Learning to Increase Student Motivation and Learning Achievement
on Fikih Subjects at MAN 1 Lamongan. Supervisor (1) Prof. Dr. H. Abd. Rachman
Assegaf, M.Ag and (2) Prof. Dr. Abdul Muhid, M.Si

This research is motivated by the increasing number of online game users in
Indonesia, the majority of whom are students. It is recorded that 95.4% of internet
users play games on various platforms. This has caused a decline in students' learning
motivation, which in turn affects their academic performance. An efficient approach
is to incorporate gaming elements into learning, supported by the ASSURE model as
a systematic and targeted learning framework. This study aims to determine the
effectiveness of the ASSURE model of gamified learning in enhancing students'
learning motivation and academic performance in the Figh subject at MAN 1
Lamongan. This research is a quasi-experimental quantitative study, with the
population covering all 1lth-grade students at MAN 1 Lamongan. The sample
consists of XI MIPA 2 as the experimental class and XI MIPA 4 as the control class.
The research instruments include questionnaires and test questions. The initial data
analysis involved the feasibility test of gamified media using the Quizizz and
Wordwall platforms, assessed by subject matter experts and media experts. Students'
initial learning motivation and academic performance were measured using an
Independent Sample t-test. The final analysis of pretest and post-test scores for both
classes was conducted using a Paired Sample t-test and the N-Gain test.

The results show that the gamified media applied received a score of 70 from media
experts, falling within the scale of 67.2 < ST < 80, and a score of 53 from subject
matter experts, within the scale of 50.4 < ST < 60, both categorized as highly feasible.
The pretest and post-test data were all normal and homogeneous. The results of the
independent sample' t-test for:pretest ‘data showed a Sig.2 tailed value > 0.05,
indicating that both classes_had relatively similar initial conditions, making them
comparable. The post-test results of the paired sample t-test for both classes showed
differences in the average initial and final scores for both learning motivation and
academic performance. In the experimental class, students' learning motivation
increased from 29.15 to 48.82, with a difference of 19.67, while in the control class,
it increased from 28.36 to 33.55, with a difference of 5.18. In terms of academic
performance, the experimental class had an initial average of 58.48, which increased
to 82.42, with a difference of 23.94. Meanwhile, the control class had an initial
average of 57.27, which increased to 70.76, with a difference of 13.49. The N-Gain
test for learning motivation in the experimental class was 85.55%, classified as
"Effective," while the control class scored 21.66%, classified as "Not Effective." For
academic performance, the experimental class scored 58.91%, classified as
"Moderately Effective," while the control class scored 29.12%, classified as "Not
Effective." This result is also supported by the respondent achievement level test in
the experimental class, which scored 87.25%, classified as "Very Good."

Keyword: ASSURE model, gamification, learning motivation, learning achievement
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