ABSTRAK

Skripsi dengan judul “Pengaruh Metode Game Based Learning dengan Media
Aplikasi “Kahoot” terhadap Minat dan Hasil Belajar pada Pembelajaran Tematik
Siswa Kelas 5 SDS Islam Al Gontory Tulungagung di Masa Pandemi Covid-19”
ini di tulis oleh Azizah Nur Ainni, NIM: 12205183036, Bapak Dr. H. Abd. Aziz,
M.Pd.1.
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Penelitian ini dilatar belakangi oleh alasan, antara lain minat belajar siswa
yang menurun, dan media yang digunakan guru kurang menyenangkan saat
pembelajaran online di masa pandemi Covid-19. Rumusan masalah dalam
penelitian ini ialah (1) Adakah pengaruh metode game based learning dengan
media aplikasi “kahoot” terhadap minat belajar pada pembelajaran tematik siswa
kelas 5 SDS Islam Al Gontory Tulungagung di masa pandemi covid-19?. (2)
Adakah pengaruh metode game based learning dengan media aplikasi “kahoot”
terhadap hasil belajar pada pembelajaran tematik siswa kelas 5 SDS Islam Al
Gontory Tulungagung di masa pandemi covid-19?. (3) Adakah pengaruh metode
game based learning dengan media aplikasi “kahoot” terhadap minat dan hasil
belajar pada pembelajaran tematik siswa kelas 5 SDS Islam Al Gontory
Tulungagung di masa pandemi covid-19?.

Tujuan dalam penelitian ini ialah (1) Untuk mengetahui pengaruh metode
game based learning dengan media “kahoot” terhadap minat belajar pada
pembelajaran tematik siswa kelas 5 SDS Islam Al Gontory Tulungagung di masa
pandemi covid-19. (2) Untuk mengetahui pengaruh metode game based learning
dengan media “kahoot” terhadap hasil belajar pada pembelajaran tematik siswa
kelas 5 SDS Islam Al Gontory Tulungagung di masa pandemi covid-19. (3) Untuk
mengetahui pengaruh metode game based learning dengan media “kahoot”
terhadap minat dan hasil belajar pada pembelajaran tematik siswa kelas 5 SDS
Islam Al Gontory Tulungagung di masa pandemi covid-19.

Penelitian ini menggunakan pendekatan penelitian kuantitatif, jenis penelitian
yang digunakan ialah metode penelitian eksperimen jenis quasi eksperimen
(eksperimen semu). Populasi dalam penelitian ini ialah seluruh siswa kelas V SDS
Islam Al Gontory Tulungagung yang berjumlah 42 siswa. dalam pengambilan
sampel digunakan sampling nonprobality sampling dengan jenis sampling jenuh,
yaitu kelas V A sebagai kelas eksperimen dengan jumlah 21 siswa dan kelas V B
sebagai kelas kontrol dengan jumlah 21 siswa. Teknik dan instrumen pengambilan
data dalam penelitian ini adalah (1) Tes dan (2) Angket. Instrumen penelitian
berupa angket untuk mengukur minat siswa, sedangkan tes yang berupa soal pre-
test dan post-test untuk mengukur hasil belajar siswa. Instrumen angket, soal pre-
test dan post-test sebelum digunakan untuk mengambil dan mendapatkan data
terlebih dahulu dilakukan uji validitas, uji reliabilitas, uji normalitas, dan uji
homogenitas. Setelah data terkumpul maka akan di uji dengan uji t-test dan uji
MANOVA.
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Hasil penelitian menunjukkan bahwa: (1) Terdapat pengaruh metode game
based learning dengan media aplikasi “kahoot” terhadap minat belajar pada
pembelajaran tematik siswa kelas 5 SDS Islam Al Gontory Tulungagung di masa
pandemi covid-19”, berdasarkan uji t-test diperoleh nilai signifikansi (2-tailed)
sebesar 0,001 sesuai dengan kriteria menunjukkan bahwa 0,001 < 0,05 maka Ho
ditolak dan Ha diterima. (2) Terdapat pengaruh metode game based learning
dengan media aplikasi “kahoot” terhadap hasil belajar pada pembelajaran tematik
siswa kelas 5 SDS Islam Al Gontory Tulungagung di masa pandemi covid-19”,
berdasarkan uji t-test diperoleh nilai sig (2-tailed) sebesar 0,016 sesuai dengan
kriteria menunjukkan bahwa 0,016 < 0,05 maka Ho ditolak dan Ha diterima. (3)
Terdapat pengaruh metode game based learning dengan media aplikasi “kahoot”
terhadap minat dan hasil belajar pada pembelajaran tematik siswa kelas 5 SDS
Islam Al Gontory Tulungagung di masa pandemi covid-19”, berdasarkan uji
manova atau uji multivariate menunjukkan bahwa nilai ke empat p-value (sig)
memiliki signifikansi 0,006 yaitu lebih kecil dari 0,05 atau 5%. Sesuai dengan
kriteria nilai p-value (sig) 0,006 < 0,05 atau 0,6% < 5% maka dapat disimpulkan
bahwa Ho ditolak dan Ha diterima. Dengan demikian dapat disimpulkan bahwa
metode game based learning dengan media aplikasi “kahoot” terhadap minat dan
hasil belajar pada pembelajaran tematik siswa kelas 5 SDS Islam Al Gontory
Tulungagung di masa pandemi covid-19”.
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ABSTRACT

This thesis was entitled "The Influence of Game Based Learning with
Application Media "Kahoot" on Interests and Learning Outcomes in Thematic
Learning of Grade 5 Students at SDS Islam Al Gontory Tulungagung in the Covid-
19 Pandemic Period" was written by Azizah Nur Ainni, Number of student:
12205183036 , supervised by. Dr. H. Abd. Aziz, M.Pd.l.

Keywords: Method Game Based Learning Application Kahoot, Interests, Learning
Outcomes

This research are motivated by reasons, including declining student interest
in learning, and the media used by teachers is not fun when learning online during
the Covid-19 pandemic. The formulation of the problem in this study is (1) Is there
any influence of the game-based learning method with the "kahoot™ application
media on interest in learning in thematic learning of 5th grade students at SDS Islam
Al Gontory Tulungagung during the Covid-19 pandemic?. (2) Is there any effect of
the game-based learning method with the "kahoot" application media on learning
outcomes in thematic learning of 5th grade students at SDS Islam Al Gontory
Tulungagung during the Covid-19 pandemic?. (3) Is there any influence of the
game-based learning method with the "kahoot™ application media on interest and
learning outcomes in thematic learning of 5th grade students at SDS Islam Al
Gontory Tulungagung during the Covid-19 pandemic?.

The objectives of this study are (1) to determine the effect of method game-
based learning with "kahoot on interest in learning in thematic learning of grade 5
students at SDS Islam Al Gontory Tulungagung during pandemic covid-19 (2) To
find out the effect method game-based learning with "kahoot on learning outcomes
in thematic learning of grade 5 students at SDS Islam Al Gontory Tulungagung
during pandemic covid-19 (3) To determine the effect of method game-based
learning with "kahoot on interest and learning outcomes in thematic learning of
grade 5 students at SDS Islam Al Gontory Tulungagung during pandemic covid-19

This study uses a quantitative research approach, the type of research used is
a quasi-experimental type of experimental research method (quasi-experimental).
The population in this study were all fifth grade students of SDS Islam Al Gontory
Tulungagung, totaling 42 students. In sampling, non-probability sampling was used
with saturated sampling type, namely class VA as the experimental class with a
total of 21 students and class VB as a control class with a total of 21 students. The
data collection techniques and instruments in this study were (1) Tests and (2)
Questionnaires. The research instrument was in the form of a questionnaire to
measure student interest, while the test in the form of pre-test and post-test to
measure student learning outcomes. Questionnaire instruments, pre-test and post-
test before being used to collect and obtain data were tested for validity. After the
data has been collected, it will be tested with a t-test and MANOVA test.

The results showed that: (1) There was an effect of the game-based learning
application media "kahoot" on interest in learning in thematic learning of 5th grade
students of SDS Islam Al Gontory Tulungagung during the covid-19 pandemic",
based on the t-test test, a significance value was obtained. (2-tailed) of 0.001
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according to the criteria indicating that 0.001 <0.05 then Ho is rejected and Ha is
accepted. (2) There are an effect of the game based learning application media
"kahoot" on learning outcomes in thematic learning of 5th grade students of SDS
Islam Al Gontory Tulungagung during the covid-19 pandemic”, based on the t-test
test, the value of sig (2-tailed) was obtained. of 0.016 according to the criteria
indicating that 0.016 <0.05 then Ho is rejected and Ha is accepted. (3) There are an
effect of the game based learning application media "kahoot" on interest and
learning outcomes in thematic learning of 5th grade students of SDS Islam Al
Gontory Tulungagung during the covid-19 pandemic”, based on the manova test or
multivariate test, it shows that the fourth p-value (sig) has a significance of 0.006,
which is smaller than 0.05 or 5%. In accordance with the criteria for the p-value
(sig) of 0.006 < 0.05 or 0.6% < 5%, it can be concluded that Ho is rejected and Ha
is accepted. Thus, it can be concluded that the game based learning with the
application media "kahoot" on interest and learning outcomes in thematic learning
of 5th grade students of SDS Islam Al Gontory Tulungagung during the covid-19
pandemic "
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