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ABSTRAK 

Zilfadlia Nirmala. 2320010004. “Pengembangan e-LKPD Berbasis Model Game based 

learning Berbantuan Blooket pada Pembelajaran Pendidikan Agama Islam dan Budi 

Pekerti Terhadap Minat Dan Hasil Belajar Peserta Didik Di SMA Kelas X”. Program Studi 

Pendidikan Agama Islam Pascasarjana Universitas Islam Negeri Imam Bonjol Padang. 

2025 

Fenomena yang terjadi dalam pembelajaran Pendidikan Agama Islam dan Budi 

Pekerti menunjukkan bahwa minat belajar peserta didik cenderung lebih rendah 

dibandingkan dengan mata pelajaran lain, sehingga berdampak pada rendahnya hasil 

belajar. Hal ini disebabkan oleh penggunaan bahan ajar yang masih bersifat konvensional, 

kurang melibatkan peserta didik secara aktif, serta belum sesuai dengan karakteristik 

peserta didik yang menyukai pembelajaran interaktif dan berbasis teknologi. Oleh karena 

itu, pengembangan e-LKPD berbasis model Game based learning berbantuan Blooket 

sebagai lembar kerja peserta didik yang interaktif dan berorientasi pada aktivitas belajar 

diharapkan mampu mendukung minat belajar serta mendukung pencapaian hasil belajar. 

Penelitian ini bertujuan untuk menghasilkan e-LKPD berbasis Game based learning 

berbantuan Blooket yang valid, praktis, dan efektif pada pembelajaran Pendidikan Agama 

Islam dan Budi Pekerti. 

Penelitian ini merupakan penelitian pengembangan yang mengadaptasi model 

pengembangan Plomp, yang meliputi tiga tahap, yaitu preliminary research, prototyping 

phase, dan assessment phase. Tahap preliminary research meliputi studi literatur, analisis 

kebutuhan dan konteks, serta perancangan desain awal e-LKPD. Tahap prototyping phase 

meliputi perancangan prototipe e-LKPD, pelaksanaan evaluasi formatif, serta revisi 

prototipe berdasarkan hasil penilaian ahli dan uji coba terbatas. Tahap assessment phase 

dilakukan untuk memperoleh e-LKPD yang praktis dan efektif melalui uji coba lapangan. 

Data penelitian diperoleh melalui observasi keterlaksanaan pembelajaran, angket validasi 

dan kepraktisan, angket minat belajar, serta tes hasil belajar peserta didik. Data dianalisis 

secara deskriptif kuantitatif dan kualitatif. 

Hasil penelitian menunjukkan bahwa e-LKPD berbasis game based learning 

berbantuan blooket yang dikembangkan telah memenuhi kriteria valid, praktis, dan efektif. 

Hasil validasi ahli menunjukkan bahwa e-LKPD memperoleh nilai rata-rata validitas 

sebesar 94,1% dengan kategori sangat valid, yang ditinjau dari aspek isi (97,5%), konstruk 

(92,8%), dan bahasa (92%). Hasil uji kepraktisan menunjukkan bahwa e-LKPD mudah 

digunakan dan dapat dilaksanakan dengan sangat baik dalam pembelajaran. Hal ini 

dibuktikan melalui hasil observasi keterlaksanaan pembelajaran dengan skor rata-rata 4,16 

pada kegiatan pendahuluan, 4,00 pada kegiatan inti, dan 4,50 pada kegiatan penutup, yang 

seluruhnya berada pada kategori sangat praktis. Selain itu, hasil angket keterbacaan 

menunjukkan bahwa e-LKPD dinilai mudah dipahami dan menarik oleh guru serta peserta 

didik. Keefektifan e-LKPD ditunjukkan oleh meningkatnya minat belajar peserta didik ke 

dalam kategori tinggi–sangat tinggi, serta tercapainya ketuntasan hasil belajar secara 

klasikal (≥85%). Peserta didik juga memberikan respon positif terhadap penggunaan e-

LKPD dan menunjukkan ketertarikan untuk menggunakan kembali bahan ajar tersebut 

dalam pembelajaran selanjutnya. Dengan demikian, e-LKPD berbasis model game based 

learning berbantuan blooket layak digunakan sebagai bahan ajar digital dalam 

pembelajaran Pendidikan Agama Islam dan Budi Pekerti. 
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ABSTRACT 

Zilfadlia Nirmala. 2320010004. “The Development of an e-LKPD Based on the Game 

based learning Model Assisted by Blooket on Students’ Interest and Learning Outcomes in 

Islamic Religious Education and Character Education for Grade X Senior High School 

Students.” Islamic Religious Education Study Program, Graduate School, State Islamic 

University of Imam Bonjol Padang, 2025. 

The phenomenon that occurs in the learning of Islamic Religious Education and 

Ethics shows that students' interest in learning tends to be lower compared to other subjects, 

so it has an impact on low learning outcomes. This is due to the use of teaching materials 

that are still conventional, do not actively involve students, and are not in accordance with 

the characteristics of students who like interactive and technology-based learning. 

Therefore, the development of e-LKPD based on the Game based learning model assisted 

by Blooket as an interactive and activity-oriented student worksheet is expected to be able 

to support learning interests and support the achievement of learning outcomes. This 

research aims to produce a valid, practical, and effective e-LKPD based on Game based 

learning assisted by Blooket in Islamic Religious Education and Ethics. 

This study employed a research and development approach by adapting the Plomp 

development model, which consists of three stages: preliminary research, prototyping 

phase, and assessment phase. The preliminary research stage included literature review, 

needs and context analysis, and the design of the initial e-LKPD framework. The 

prototyping phase involved designing the e-LKPD prototype, conducting formative 

evaluations, and revising the prototype based on expert validation and limited trials. The 

assessment phase was conducted to obtain a practical and effective e-LKPD through field 

testing. Research data were collected through observations of learning implementation, 

validation and practicality questionnaires, student learning interest questionnaires, and 

learning outcome tests. The data were analyzed using descriptive quantitative and 

qualitative techniques. 

The results of this study indicate that the developed game based learning e-LKPD 

supported by blooket meets the criteria of validity, practicality, and effectiveness. Expert 

validation results show that the e-LKPD achieved an average validity score of 94.1%, 

categorized as very valid, as assessed from the content aspect (97.5%), construct aspect 

(92.8%), and language aspect (92%). The practicality test results demonstrate that the e-

LKPD is easy to use and can be implemented very well in the learning process. This is 

evidenced by the observation results of learning implementation, which obtained an 

average score of 4.16 for the introductory activities, 4.00 for the core activities, and 4.50 

for the closing activities, all of which fall into the very practical category. Therefore, the 

e-LKPD based on the game based learning assisted by blooket is feasible to be used as a 

digital teaching material in Islamic Religious Education and Character Education learning.
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