ABSTRAK

Skripsi dengan judul “Pemanfaatan Game Edukasi Digital dalam
Meningkatkan Motivasi Belajar Siswa pada Mata Pelajaran Al-Quran Hadis di
MAN 2 Blitar* ini ditulis oleh Nabila Aulia, NIM. 1860201222195, Pembimbing
Dr. H. Imam Junaris, S.Ag, M.H.IL.

Kata Kunci: Game Edukasi Digital, Zep Quiz, Motivasi Belajar, Al-Qur’an Hadis.

Penelitian ini dilatar belakangi oleh rendahnya motivasi belajar siswa kelas
XI G MAN 2 Blitar pada mata pelajaran Al-Qur’an Hadis yang disebabkan oleh
penggunaan metode pembelajaran konvensional yang kurang variatif serta jam
pembelajaran yang berada pada waktu siswa mengalami kelelahan, yaitu, setelah
dzuhur menjelang ashar. Kondisi tersebut menyebabkan rendahnya perhatian,
partisipasi, dan antusiasme siswa dalam mengikuti pembelajaran. Untuk mengatasi
permasalahan tersebut, peneliti menerapkan game edukasi digital Zep Quiz sebagai
media pembelajaran alternatif.

Penelitian ini bertujuan untuk: (1) mendeskripsikan motivasi belajar siswa
sebelum penerapan gamen edukasi digital Zep Quiz pada mata pelajaran Al-Qur’an
Hadis di kelas XI G MAN 2 Blitar, (2) mendeskripsikan motivasi belajar siswa
sesudah penerapan game edukasi digital Zep Quiz pada mata pelajaran Al-Qur’an
Hadis di kelas XI MAN 2 Blitar, dan (3) mendeskripsikan faktor pendukung dan
penghambat motivasi belajar siswa melalui penggunaan game edukasi digital Zep
Quiz pada mata pelajaran Al-Qur’an Hadis di kelas XI G MAN 2 Blitar.

Penelitian ini menggunakan pendekatan kualitatif dengan jenis penelitian
deskriptif. Teknik pengumpulan data dilakukan melalui observasi, wawancara, dan
dokumentasi. Subjek penelitian terdiri dari guru mata pelajaran Al-Qur’an Hadis
dan siswa kelas XI G MAN 2 Blitar. Analisis data dilakukan melalui tahap
kondensasi data, penyajian data, dan penarikan kesimpulan.

Hasil penelitian menunjukkan bahwa: (1) motivasi belajar siswa sebelum
penerapan game edukasi digital Zep Quiz tergolong rendah, ditandai dengan
kurangnya perhatian, partisipasi, dan semangat belajar akibat metode ceramah yang
monoton serta kondisi fisik siswa yang lelah pada jam pembelajaran terakhir; (2)
motivasi belajar siswa sesudah penerapan game edukasi digital Zep Quiz
mengalami peningkatan yang signifikan, terlihat dari meningkatnya antusiasme,
fokus, parsitipasi aktif, serta munculnya kompetisi sehat antar siswa, sejalan dengan
keempat komponen teori ARCS (Attention, Relevance, Confidence, Satisfaction);
dan (3) faktor pendukung meliputi antusiasme dan rasa ingin tahu siswa, fitur-fitur-
fitur menarik dalam game edukasi digital Zep Quiz, peran guru sebagai fasilitator,
serta dukungan sarana prasarana sekolah, sedangkan faktor penghambat meliputi
kondisi fisik dan psikologis siswa yang kurang optimal, perbedaan kemampuan
akademik, serta kendala jaringan internet yang belum stabil.
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ABSTRACT

This undergraduate thesis entitled "The Utilization of Digital Educational
Games to Enhance Students' Learning Motivation in the Al-Qur'an Hadith Subject
at MAN 2 Blitar" was written by Nabila Aulia (Student ID: 1860201222195) under
the supervision of Dr. H. Imam Junaris, S.Ag., M.H.I.

Keywords: Digital Educational Games, Zep Quiz, Learning Motivation, Al-Qur'an
Hadith

This study was motivated by the low learning motivation of Class XI G
students at MAN 2 Blitar in the Al-Qur'an Hadith subject. This condition was
attributed to the use of conventional teaching methods that lacked instructional
variety and to the scheduling of the subject during a period when students typically
experienced physical fatigue, namely after the Dhuhr prayer and before the Asr
prayer. As a result, students demonstrated low levels of attention, participation, and
enthusiasm during the learning process. To address this issue, the researcher
implemented the Zep Quiz digital educational game as an alternative instructional
medium.

This study aimed to: (1) describe students' learning motivation prior to the
implementation of the Zep Quiz digital educational game in the Al-Qur'an Hadith
subject for Class XI G at MAN 2 Blitar; (2) describe students' learning motivation
following the implementation of the Zep Quiz digital educational game in the same
subject; and (3) identify the supporting and inhibiting factors affecting students'
learning motivation through the use of the Zep Quiz digital educational game in the
Al-Qur'an Hadith subject for Class XI G at MAN 2 Blitar.

This research employed a qualitative approach using a descriptive research
design. Data were collected through classroom observations, semi-structured
interviews, and documentation. The research participants consisted of the Al-
Qur'an Hadith teacher and students of Class XI G at MAN 2 Blitar. The data were
analyzed through the stages of data condensation, data display, and conclusion
drawing.

The findings indicate that: (1) students' learning motivation prior to the
implementation of the Zep Quiz digital educational game was relatively low, as
reflected in their limited attention, participation, and enthusiasm due to the
monotonous lecture-based teaching method and students' physical fatigue during
the final class period; (2) students' learning motivation significantly improved
following the implementation of the Zep Quiz digital educational game, as
evidenced by increased enthusiasm, concentration, active participation, and healthy
competition among students, consistent with the four components of the ARCS
motivational model (Attention, Relevance, Confidence, and Satisfaction); and (3)
the supporting factors included students' enthusiasm and curiosity, the engaging
features of the Zep Quiz digital educational game, the teacher's role as a facilitator,
and the availability of adequate school facilities and infrastructure. Meanwhile, the
inhibiting factors included students' suboptimal physical and psychological
conditions, differences in academic ability, and unstable internet connectivity.
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