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ABSTRAK 

Judul skripsi ini adalah “Pengaruh Model Game Based Learning Terhadap 

Motivasi Belajar Santri Pada Mata Pelajaran Tajwid di TPQ Nur Hidayah”, ditulis 

oleh Sulthoni Alfathon, NIM 2214010050, Program Studi Pendidikan Agama Islam (PAI), 

Fakultas Tarbiyah dan Kependidikan, Universitas Islam Negeri Imam Bonjol Padang. 

 Penulisan skripsi  ini dilatarbelakangi oleh kurang optimalnya motivasi belajar santri 

di TPQ Nur Hidayah. Hal ini ditandai dengan sebagian santri kurang memperhatikan 

penjelasan saat pembelajaran, kurang aktif dalam mengikuti kegiatan belajar, mudah 

terdistraksi, serta kurang menunjukkan antusiasme selama pembelajaran berlangsung. 

kondisi tersebut mengindikasikan bahwa motivasi belajar santri masih perlu ditingkatkan. 

Kondisi tersebut menunjukkan perlunya penerapan model pembelajaran yang lebih 

menarik, interaktif, dan menyenangkan. Salah satu upaya yang dapat dilakukan untuk 

mengatasi permasalahan tersebut adalah dengan menerapkan model Game Based Learning  

Tujuan penelitian ini yaitu untuk mengetahui gambaran motivasi belajar santri 

sebelum menggunakan model Game Based Learning, untuk mengetahui gambaran 

motivasi belajar santri sesudah menggunakan model Game Based Learning, serta untuk 

mengetahui pengaruh penggunaan model Game Based Learning  terhadap motivasi belajar 

santri TPQ Nur Hidayah. Penelitian ini diharapkan dapat memberikan manfaat secara 

teoritis berupa tambahan wawasan keilmuan dalam bidang pendidikan, khususnya 

mengenai penerapan model Game Based Learning dalam meningkatkan motivasi belajar 

santri. Secara praktis, penelitian ini diharapkan dapat menjadi bahan pertimbangan bagi 

pendidik dalam memilih model pembelajaran yang menarik dan interaktif serta membantu 

meningkatkan semangat dan ketertarikan santri dalam mengikuti proses pembelajaran. 

Jenis penelitian ini adalah penelitian kuantitatif dengan metode eksperimen dan desain 

One Group Pretest-Posttest. Penelitian ini menggunakan satu kelompok tanpa kelompok 

kontrol, yang diberikan pengukuran awal (pretest), perlakuan berupa penerapan model 

Game Based Learning, kemudian diberikan pengukuran akhir (posttest). Populasi dalam 

penelitian ini adalah seluruh santri TPQ Nur Hidayah. Dalam penelitian ini, teknik 

pengambilan sampel yang digunakan adalah purposive sampling, yaitu teknik penentuan 

sampel berdasarkan pertimbangan tertentu yang sesuai dengan tujuan penelitian. sampel 

penelitian adalah santri kelas 4 yang berjumlah 25 orang. Teknik pengumpulan data 

menggunakan angket motivasi belajar dan angket model. Instrumen penelitian terdiri dari 

40 butir pernyataan pada tahap uji coba, dengan 35 butir dinyatakan valid dan digunakan 

dalam penelitian. 

Hasil penelitian ini adalah pertama, rata-rata skor pretest motivasi belajar santri 

sebelum diterapkan model Game Based Learning  adalah 59,76, dengan skor terendah 49 

dan skor tertinggi 72. Kedua, rata-rata skor posttest motivasi belajar santri setelah 

diterapkan model Game Based Learning  adalah 87,60, dengan skor terendah 75 dan skor 

tertinggi 98. Ketiga, berdasarkan hasil uji hipotesis menggunakan Paired Samples t-test, 

diperoleh nilai signifikansi (Sig. 2-tailed) sebesar 0,000 < 0,05, sehingga H₀ ditolak dan Hₐ 

diterima. Dengan demikian, terdapat perbedaan yang signifikan antara motivasi belajar 

santri sebelum dan sesudah penerapan model Game Based Learning . Hasil tersebut 

menunjukkan bahwa model Game Based Learning  berpengaruh secara signifikan terhadap 

peningkatan motivasi belajar santri pada mata pelajaran Tajwid di TPQ Nur Hidayah 
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ABSTRACT 

The title of this thesis is “The Effect of the Game Based Learning  Model on the 

Learning Motivation of Students in the Tajwid Subject  at TPQ Nur Hidayah,” written by 

Sulthoni Alfathon, Student ID Number 2214010050, Department of Islamic Religious 

Education (PAI), Faculty of Tarbiyah and Teacher Training, Universitas Islam Negeri 

Imam Bonjol Padang. 

This research was motivated by the suboptimal learning motivation of students at TPQ 

Nur Hidayah. This condition was indicated by some students paying insufficient attention 

to explanations during the learning process, participating less actively in learning 

activities, being easily distracted, and showing a lack of enthusiasm throughout the 

learning process. This condition indicates that students’ learning motivation still needs to 

be improved. It also indicates the need for a learning model that is more engaging, 

interactive, and enjoyable. One effort that can be made to address these problems is the 

implementation of the Game Based Learning model. 

The objective of this study is to assess the learning motivation of students at TPQ Nur 

Hidayah before and after the implementation of the Game Based Learning model, as well 

as to determine the impact of this model on their learning motivation. Theoretically, the 

study is expected to contribute to the body of knowledge in the field of education, 

specifically regarding the application of Game Based Learning to enhance student 

motivation. Practically, the findings are intended to serve as a reference for educators in 

selecting engaging and interactive learning models, thereby helping to boost student 

enthusiasm and interest in the learning process. 

The type of research used in this study is quantitative research with an experimental 

method and a One Group Pretest-Posttest design. This study involved one group without a 

control group, which was given an initial measurement (pretest), followed by treatment 

through the implementation of the Game Based Learning model, and then a final 

measurement (posttest). The population of this study consisted of all students at TPQ Nur 

Hidayah. The sampling technique used in this study was purposive sampling, which is a 

sampling technique based on specific considerations relevant to the objectives of the study. 

The research sample consisted of 25 fourth-grade students. Data were collected using a 

learning motivation questionnaire. The research instrument initially consisted of 40 

statement items in the tryout stage, of which 35 items were declared valid and used in the 

study. 

The results of the research showed that, first, the mean pretest score of students’ 

learning motivation before the implementation of the Game Based Learning  model was 

59.76, with the lowest score of 49 and the highest score of 72. Second, the mean posttest 

score of students’ learning motivation after the implementation of the Game Based 

Learning  model was 87.60, with the lowest score of 75 and the highest score of 98. Third, 

based on the hypothesis testing using a Paired Samples t-test, the significance value (Sig. 

2-tailed) was 0.000 < 0.05. Therefore, H₀ was rejected and Hₐ was accepted. This indicates 

a statistically significant difference in students’ learning motivation before and after the 

implementation of the Game Based Learning  model. These findings demonstrate that the 

Game Based Learning  model had a significant effect on improving students’ learning 

motivation in the Tajwid subject at TPQ Nur Hidayah. 

 

Keywords: Effect, Game Based Learning  Model, Learning Motivation, Tajwid 
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