ABSTRAK

Skripsi dengan judul “Pengaruh Model Pembelajaran Game Based Learning
berbantuan Website Educaplay terhadap Minat Belajar dan Kemampuan Kognitif
Siswa pada Materi Toponimi Kelas VII di MTsN 4 Blitar” ini ditulis oleh Tutut
Widyharti NIM. 1860209223119, dengan bimbingan Dr. Yudi Krisno Wicaksono,
M.IP., NIP. 199104252019031021.

Kata Kunci: Model Pembelajaran Game Based Learning, Educaplay, Minat
Belajar, Kemampuan Kognitif.

Penelitian ini dilatar belakangi oleh kondisi minat belajar siswa yang
tergolong masih rendah, yang ditandai dengan sikap pasif mereka di kelas serta
kurangnya perhatian terhadap penjelasan guru. Banyak siswa menganggap materi
Toponimi membosankan akibat penyajian materi yang masih bersifat konvensional
dan kurang inovatif. Rendahnya minat dalam belajar berdampak negatif pada
kemampuan kognitif mereka. Sebagai solusi, diperlukan wupaya untuk
menumbuhkan suasana belajar yang menyenangkan melalui model yang menarik
namun tetap edukatif, salah satunya adalah model Game Based Learning dengan
berbantuan website educaplay.

Rumusan masalah dari penelitian ini adalah (1) Adakah pengaruh
penggunaan model pembelajaran Game Based Learning berbantuan website
Educaplay terhadap minat belajar siswa kelas VII pada materi Toponimi di MTsN
4 Blitar? (2) Adakah pengaruh penggunaan model pembelajaran Game Based
Learning berbantuan website Educaplay terhadap kemampuan kognitif siswa kelas
VII pada materi Toponimi di MTsN 4 Blitar? (3) Adakah pengaruh penggunaan
model pembelajaran Game Based Learning berbantuan website Educaplay terhadap
minat belajar dan kemampuan kognitif siswa kelas VII pada materi Toponimi di
MTsN 4 Blitar?

Penelitian ini menggunakan pendekatan kuantitatif dengan jenis quasi
eksperimental design (eksperimen semu), desain penelitian ini adalah
nonequivalent control group design. Populasi pada penelitian ini adalah semua
siswa kelas VII MTsN 4 Blitar. Sampel penelitian 35 siswa kelas kontrol dan 35
siswa kelas eksperimen. Teknik sampling yang digunakan adalah purposive
sampling. Pengumpulan data menggunakan angket minat belajar siswa dan tes
kemampuan kognitif siswa. Analisis data pada pengujian hipotesis menggunakan
uji Independent sample T-Test dan uji MANOVA. Hasil penelitian menunjukkan
bahwa: (1) Terdapat pengaruh model pembelajaran Game Based Learning
berbantuan website Educaplay terhadap minat belajar siswa yang dibuktikan
dengan perolehan nilai Sig. (2-tailed) < 0,001 < 0,05. (2) Terdapat pengaruh model
pembelajaran Game Based Learning berbantuan website Educaplay terhadap
kemampuan kognitif siswa yang dibuktikan dengan perolehan nilai Sig. (2-tailed)
<0,001 < 0,05. (3) Terdapat pengaruh model pembelajaran Game Based Learning
berbantuan website Educaplay terhadap minat belajar dan kemampuan kognitif
siswa pada materi Toponimi kelas VII di MTsN 4 Blitar, yang dibuktikan dengan
perolehan nilai Sig. (2-tailed) < 0,001 < 0,05.
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ABSTRACT

The thesis with the title "The Influence of the Game Based Learning Model
assisted by the Educaplay Website on Students' Learning Interest and Cognitive
Ability in Toponymy Material Class VII at MTsN 4 Blitar" was written by Tutut
Widyharti NIM. 1860209223119, with the guidance of Dr. Yudi Krisno Wicaksono,
M.IP., NIP. 199104252019031021.
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This research is motivated by the low level of student learning interest,
characterized by their passive attitude in class and a lack of attention toward the
teacher's explanations. Many students consider Toponymy material boring due to
the conventional and less innovative delivery of the subject matter. This low
learning interest has a negative impact on their cognitive abilities. As a solution,
efforts are needed to foster an enjoyable learning environment through an engaging
yet educational model, one of which is the Game-Based Learning model assisted
by the Educaplay website.

The research problems in this study are: (1) Is there an effect of using the
Game-Based Learning model assisted by the Educaplay website on the learning
interest of Grade VII students in Toponymy material at MTsN 4 Blitar? (2) Is there
an effect of using the Game-Based Learning model assisted by the Educaplay
website on the cognitive abilities of Grade VII students in Toponymy material at
MTsN 4 Blitar? (3) Is there an effect of using the Game-Based Learning model
assisted by the Educaplay website on both the learning interest and cognitive
abilities of Grade VII students in Toponymy material at MTsN 4 Blitar?

This study uses a quantitative approach with a quasi-experimental design,
specifically a nonequivalent control group design. The population of this study
consists of all Grade VII students at MTsN 4 Blitar. The research sample includes
35 students in the control class and 35 students in the experimental class. The
sampling technique employed is purposive sampling. Data collection was carried
out using student learning interest questionnaires and student cognitive ability tests.
Data analysis for hypothesis testing used the Independent Sample T-Test and the
MANOVA test. The results of the study show that: (1) There is an effect of the
Game-Based Learning model assisted by the Educaplay website on student learning
interest, as proven by the acquisition of a Sig. (2-tailed) value of <0.001 < 0.05. (2)
There is an effect of the Game-Based Learning model assisted by the Educaplay
website on student cognitive abilities, as proven by the acquisition of a Sig. (2-
tailed) value of < 0.001 < 0.05. (3) There is a simultaneous effect of the Game-
Based Learning model assisted by the Educaplay website on both the learning
interest and cognitive abilities of Grade VII students in Toponymy material at
MTsN 4 Blitar, as proven by the acquisition of a Sig. (2-tailed) value of < 0.001 <
0.05.
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