ABSTRAK

Skripsi dengan judul “Pengembangan Game Based Learning Dengan
Media Permainan Squid Game Untuk Meningkatkan Minat Belajar PAI di SMPN
1 Ngasem Kediri” ini ditulis oleh Adinda Ramadhani, NIM. 126201202095,
pembimbing Dr. H. Imam Junaris, S.Ag., M.H.L.

Kata kunci: Game Based Learning, Media Pembelajaran, Squid game
(dalgona candy), Minat Belajar

Penelitian ini dilatarbelakangi oleh rendahnya minat belajar peserta didik
kelas VII di SMPN 1 Ngasem Kediri pada mata pelajaran PAI. Permasalahan
tersebut membuat peneliti berinisiatif untuk melakukan pengembangan metode
Game Based Learning dengan media permainan Squid game (dalgona candy)
pada materi Ruksah (Kemudahan Dari Allah Swt. Dalam Beribadah Kepada-Nya)
untuk meningkatkan minat belajar peserta didik.

Rumusan Masalah dalam penelitian ini meliputi, (1) Bagaimanakah
perencanaan pengembangan Games Based Learning dengan media permainan
Squid game untuk meningkatkan minat belajar PAI di SMPN 1 Ngasem Kediri?
(2) Bagaimanakah pelaksanaan pengembangan Games Based Learning dengan
media permainan Squid game untuk meningkatkan minat belajar PAI di SMPN 1
Ngasem Kediri? (3) Bagaimanakah hasil pengembangan Games Based Learning
dengan media permainan Squid game terhadap minat belajar PAI di SMPN 1
Ngasem Kediri?

Penelitian ini merupakan jenis penelitian Research and Development
(R&D) dengan model pengembangan ADDIE, tahap yang dilalui antara lain,
analisis (analisis kinerja dan analisis kebutuhan peserta didik), desain
(perencanaan media dan instrumen penilaian), pengembangan (validasi ahli
materi, validasi ahli media, validasi guru pengampu mata pelajaran PAI),
implementasi (uji coba kelompok kecil dan uji coba lapangan), dan tahap terakhir
evaluasi. Data dianalisis secara kualitatif dan kuantitatif.

Hasil angket analisis kebutuhan peserta didik diperoleh rata-rata nilai
sebesar 81,25% dengan kategori “sangat valid”. Hasil validasi ahli materi
diperoleh rata-rata nilai sebesar 92,22% dengan kategori “sangat valid”. Hasil
validasi ahli media diperoleh rata-rata nilai sebesar 94,83% dengan kategori
“sangat valid”. Hasil validasi guru pengampu diperoleh rata-rata nilai sebesar
94,62% dengan kategori “sangat valid”. Hasil uji coba kelompok kecil diperoleh
rata-rata nilai sebesar 88,56%% dengan kategori “sangat praktis”. Hasil uji coba
kelayakan media diperoleh rata-rata nilai sebesar 92,56% dengan kategori “sangat
layak”. Hasil uji coba lapangan diperoleh rata-rata nilai sebesar 92.99% dengan
kategori “sangat efektif”. Hal tersebeut menunjukkan bahwa media permainan
Squid game (dalgona candy) sangat layak digunakan pada proses pembelajaran
dan sangat efektif sebagai upaya peningkatan minat belajar PAI peserta didik
kelas VII.
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ABSTRACT

The thesis with the title "Development of Game Based Learning with
Squid Game Media to Increase Interest in Learning PAI at SMPN 1 Ngasem
Kediri" was written by Adinda Ramadhani, NIM. 126201202095, supervisor Dr.
H. Imam Junaris, S.Ag., M.H.I.

Keywords: Game Based Learning, Learning Media, Squid game
(dalgona candy),Learning Interest

This research was motivated by the low interest in learning of grade VII
students at SMPN 1 Ngasem Kediri in PAI subjects. This problem made the
researcher take the initiative to develop a Game Based Learning method with the
media of the Squid game (dalgona candy) on the Ruksah (Ease of Allah Swt. in
Worshipping Him) material to increase students' interest in learning.

The formulation of the problem in this study includes, (1) How is the
planning for the development of Games Based Learning with Squid game media
to increase interest in learning PAI at SMPN 1 Ngasem Kediri? (2) How is the
implementation of the development of Games Based Learning with Squid game
media to increase interest in learning PAI at SMPN 1 Ngasem Kediri? (3) What
are the results of the development of Games Based Learning with Squid game
media on the interest in learning PAI at SMPN 1 Ngasem Kediri?

This research is a type of Research and Development (R&D) research with
the ADDIE development model, the stages that are passed include, analysis
(performance analysis and analysis of student needs), design (media planning and
assessment instruments), development (validation of material experts, validation
of media experts, validation of PAI subject teachers), implementation (small
group trials and field trials), and the last stage of evaluation. The data was
analyzed qualitatively and quantitatively.

The results of the student needs analysis questionnaire obtained an average
score of 81.25% with the category "very valid". The results of the validation of
material experts obtained an average score of 92.22% with the category of "very
valid". The results of the validation of media experts obtained an average score of
94.83% with the category of "very valid". The results of the validation of the
teaching teacher obtained an average score of 94.62% with the category of "very
valid". The results of the small group trial obtained an average score of 88.56%%
with the category "very practical". The results of the media feasibility test
obtained an average score of 92.56% with the category "very feasible". The
results of the field trial obtained an average score of 92.99% with the category of
"very effective". This shows that the Squid game media (dalgona candy) is very
suitable to be used in the learning process and is very effective as an effort to
increase the interest in learning PAI of grade VII students.
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