ABSTRAK

Skripsi dengan judul “Strategi Permainan Guru Dalam Meningkatkan
Prestasi Belajar Mata Pelajaran Al-Qur’an Hadits Siswa Kelas X MAN 1
Tulungagung” ini ditulis oleh Saefudin Zuhri, NIM. 17201153369, pembimbing
Dr. Sukarsono, M.Pd.

Kata Kunci : Strategi Permainan, Prestasi Belajar, Al-Qur’an Hadits

Penelitian ini dilatarbelakangi oleh fenomena dalam suatu proses
pembelajaran, dimana guru perlu menyusun sebuah strategi dalam pembelajaran
agar pembelajaran bisa lebih efektif dan efisien. Guru harus mampu merancang
strategi pembelajaran yang tepat sesuai dengan minat dan keinginan siswa, serta
mampu memberikan suasana menyenangkan dalam proses pembelajaran dan juga
memberikan kemudahan siswa dalam memahami pelajaran yang disampaikan.
Dengan adanya prinsip tersebut, peneliti ingin mengetahui lebih dalam tentang
strategi permainan yang dilakukan guru untuk meningkatkan prestasi belajar
peserta didiknya pada mata pelajaran Al-Qur’an Hadits di MAN 1 Tulungagung.

Fokus penelitian dalam penulisan skripsi ini meliputi: (1) Bagaimana
strategi permainan guru dalam meningkatkan prestasi belajar Al-Qur’an Hadits
siswa kelas X MAN 1 Tulungagung? (2) Faktor apa saja yang mendukung strategi
permainan guru dalam meningkatkan prestasi belajar Al-Qur’an Hadits siswa
kelas X MAN 1 Tulungagung? (3) Faktor apa saja yang menghambat strategi
permainan guru dalam meningkatkan prestasi belajar Al-Qur’an Hadits siswa
kelas X MAN 1 Tulungagung? (4) Bagaimana dampak strategi permainan guru
terhadap prestasi belajar Al-Qur’an Hadits siswa kelas X MAN 1 Tulungagung?

Adapun yang menjadi tujuan dalam penulisan skripsi ini adalah: (1)
Mendeskripsikan strategi permainan guru dalam meningkatkan prestasi belajar
Al-Qur’an Hadits siswa kelas X MAN 1 Tulungagung. (2) Mengetahui faktor apa
saja yang mendukung strategi permainan guru dalam meningkatkan prestasi
belajar Al-Qur’an Hadits siswa kelas X MAN 1 Tulungagung. (3) Mengetahui
faktor apa saja yang menghambat strategi permainan guru dalam meningkatkan
prestasi belajar Al-Qur’an Hadits siswa kelas X MAN 1 Tulungagung. (4)
Mengetahui seberapa besar dampak strategi permainan guru terhadap prestasi
belajar Al-Qur’an Hadits siswa kelas X MAN 1 Tulungagung.

Penelitian ini termasuk dalam penelitian dengan pendekatan Kualitatif
Deskriptif, model rancangan Studi Kasus. Teknik pengumpulan datanya melalui
wawancara, observasi, dan dokumentasi. Wawancara dilakukan untuk
memperoleh informasi kepada informan melalui proses tanya jawab terkait
strategi permainan yang dilakukan guru dalam meningkatkan prestasi belajar
siswa, observasi dilakukan untuk mengetahui tentang penerapan strategi
permainan dalam peristiwa pembelajaran di kelas, sedangkan dokumentasi untuk
menggali data tentang peningkatan prestasi belajar siswa selama guru
menggunakan strategi permainan dalam pembelajaran. Sumber data dalam
penelitian ini diperoleh melalui peristiwa pembelajaran di kelas, wawancara
dengan informan, serta studi dokumen yang mendukung perolehan data
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penelitian. Sedangkan analisis datanya menggunakan model Miles dan Huberman
yang dilakukan secara interaktif dan berlangsung secara terus menerus sampai
tuntas. Aktivitas dalam analisis data meliputi reduksi data, penyajian data, dan
penarikan kesimpulan.

Temuan dalam penelitian ini menunjukkan bahwa: (1) Strategi permainan
guru dalam meningkatkan prestasi belajar mata pelajaran Al-Qur’an Hadits
bertujuan untuk menciptakan pembelajaran yang menyenangkan, sehingga siswa
lebih aktif dan antusias. Jenis permainan yang digunakan bermacam-macam
seperti bermain menghafal dalil dengan lagu, film ilustrasi, tebak kata, key bird,
teka-teki silang, slide kotak tanya jawab, bermain SOS, dan sebagainya. (2)
Faktor pendukung strategi permainan guru dalam meningkatkan prestasi belajar
mata pelajaran Al-Qur’an Hadits yaitu faktor internal, seperti antusiasme dan
kreatifitas siswa dalam mengikuti pembelajaran. Faktor eksternal, seperti sarana
yang memadai. Faktor pendekatan belajar, seperti pemilihan jenis permainan. (3)
Faktor penghambat strategi permainan guru dalam meningkatkan prestasi belajar
mata pelajaran Al-Qur’an Hadits, meliputi faktor internal seperti rendahnya
motivasi siswa dalam belajar dan keterbatasan prasarana dalam pembelajaran.
Faktor eksternal seperti atmosfer belajar yang tidak kondusif dan terlalu ramai. (4)
Dampak strategi permainan guru terhadap prestasi belajar mata pelajaran Al-
Qur’an Hadits, meliputi strategi permainan guru mampu menciptakan
pembelajaran yang menyenangkan bagi siswa, strategi bermain menghafal dengan
lagu dapat mempermudah siswa dalam menghafalkan dalil-dalil hadits serta
hafalan yang dimiliki siswa cenderung bertahan lebih lama, strategi permainan
mampu mempermudah siswa dalam menerima pelajaran, strategi permainan guru
mampu meningkatkan pengetahuan dan juga hasil prestasi belajar siswa.
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ABSTRACT

Thesis entitled "Strategy of Teacher's Game in Increasing Learning
Achievement Subjects of Al-Qur'an Hadith in Class X MAN 1 Tulungagung" was
written by Saefudin Zuhri, NIM. 17201153369, guided by Dr. Sukarsono, M.Pd.

Keywords: Strategy Games, Learning Achievements, Al-Qur'an Hadith

This research is motivated by phenomena in the learning process, where
teachers need to develop a strategy in learning so that learning can be more
effective and efficient. The teacher must be able to design learning strategies that
are appropriate to student's interests and desires, and able to provide a pleasant
atmosphere in the learning process and also facilitate students in understanding
the lessons delivered by the teacher. With this principle, researchers want to know
about the strategy of the game performed by the teacher to improve the learning
achievement of their students in the Al-Qur'an Hadith in MAN 1 Tulungagung.

The focus of the research in this thesis includes: (1) What is the strategy of
the teacher's game in improving the learning achievement of Al-Qur'an Hadith in
class X MAN 1 Tulungagung? (2) What factors support the teacher's game
strategy in improving the learning achievement of Al-Qur'an Hadith in class X
MAN 1 Tulungagung? (3) What factors hinder the teacher's game strategy in
improving the learning achievement of Al-Qur'an Hadith in class X MAN 1
Tulungagung? (4) How does the teacher's game strategy affect the learning
achievement of Al-Qur'an Hadith students of class X MAN 1 Tulungagung?

As for the objectives in writing this thesis are: (1) Describe the teacher's
game strategy in improving the achievement of learning Al-Qur'an Hadith of class
X MAN 1 Tulungagung. (2) Knowing what factors support the teacher's game
strategy in improving the learning achievement of Al-Qur'an Hadith in class X
MAN 1 Tulungagung. (3) Knowing what factors hinder the teacher's game
strategy in improving the learning achievement of Al-Qur'an Hadith in class X
MAN 1 Tulungagung. (4) Knowing how much the impact of the teacher's game
strategy on the achievement of Al-Qur'an Hadith learning in class X MAN 1
Tulungagung.

This research is included in Qualitative Descriptive approach, a Case
Study design model. The researcher used data collection techniques through
interviews, observation, and documentation. Interviews were conducted to obtain
information to informants through a question and answer process related to game
strategies conducted by teachers in improving student learning achievement,
observations were made to find out about the implementation game strategies in
classroom learning events, while documentation to explore data about improving
student achievement during the teacher's use game strategy in learning. The data
sources in this study were obtained through classroom learning events, interviews
with informants, and analysis documents that support the acquisition of research
data. While the data analysis uses the Miles and Huberman models which are
carried out interactively and take place continuously until complete. Activities in
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data analysis are including data reduction, data presentation, and drawing a
conclusion.

The findings in this study indicate that: (1) Teacher's game strategy in
improving learning achievement in the subjects of the Al-Hadith aims to create a
fun learning so that students are more active and enthusiastic. The types of games
that are used are various such as playing memorizing the propositions with songs,
illustrated films, guessing words, key birds, crossword puzzles, question and
answer box slides, playing SOS, and so on. (2) Factors supporting the teacher's
game strategy in improving learning achievement in the subjects of the Al-Hadith
are internal factors, such as the enthusiasm and creativity of students in
participating in learning. External factors, such as adequate facilities. Factors of
learning approaches, such as the selection of types of games. (3) The inhibiting
factors of the teacher's game strategy in improving learning achievement in the
subjects of the Al-Hadith include internal factors such as low student motivation
and limited infrastructure in the learning process. External factors such as a
learning atmosphere that is not conducive and too crowded. (4) The impact of the
teacher's game strategy on the learning achievements of the Al-Qur'an Hadith
subjects, including the teacher's game strategies are able to create a fun learning
for students, the strategy to play memorization with songs can facilitate students
in memorizing the hadith propositions and memorization that students have
tended to last longer, the game strategy is able to facilitate students in accepting
lessons, teacher's game strategy is able to improve student's knowledge and also
student’s learning achievements.
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