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ABSTRAK 

Perkembangan era digital saat ini sangat pesat, pendidikan dihadapkan pada 

berbagai tantangan seperti kurangnya minat belajar siswa dalam pembelajaran 

pendidikan agama Islam karena jarang menggunakan media atau alat pembelajaran 

berbasis teknologi, sehingga siswa cenderung mengabaikan pengajar karena 

pembelajaran dianggap kurang menarik. Untuk mengatasi Masalah tersebut, 

diperlukan inovasi dalam pembelajaran salah satunya menggunakan media 

permainan. Salah satu media permainan yang dapat digunakan dalam pendidikan 

adalah media gamifikasi Quizizz berbantuan AI. 

Pendekatan yang dilakukan dalam penelitian ini adalah pendekatan 

kuantitatif. Jenis penelitian yang digunakan adalah pre-eksperimental 

menggunakan desain One Group pretest-posttest Design. Populasi penelitian ini 

adalah peserta didik kelas VII dengan teknik pengambilan sampel menggunakan 

Purposive sampling dengan kelas yang telah ditentukan yaitu kelas VII F yang 

berjumlah 30 peserta didik. Adapun teknik pengumpulan data yaitu dengan angket 

dan didukung dengan teknik yang lain yaitu wawancara, observasi dan 

dokumentasi. Teknik analisis berupa uji validitas, uji reliabilitas, uji normalitas, uji 

linearitas, uji hipotesis yaitu teknik analisis Uji T. 

Hasil penelitian menunjukkan bahwa terdapat Efektivitas media gamifikasi 

Quizizz berbantuan AI terhadap minat belajar siswa pada mata pembelajaran PAI 

dan budi Pekerti di SMPN 1 Kedungadem Bojonegoro. Hal ini berdasarkan hasil 

perhitungan skor N-gain bahwasanya nilai N-gain 0,6845 dan N-gain persen 

68,4458. Selanjutnya dari hasil uji paired sample test diketahui nilai sig. (2- tailed) 

sebesar 0,000. Sesuai kaidah pengambilan keputusan dalam uji paired sampel test 

bahwa nilai sig. (2-tailed) < 0,05 atau 0,000 < 0,05 dapat ditarik kesimpulan bahwa 

hipotesis Ho ditolak dan Ha di terima. 

Kata Kunci: Efektivitas, Media Gamifikasi Quizizz Berbantuan AI, Minat 

Belajar, PAI  
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ABSTRACT 

The development of the current digital era is very rapid, education is faced 

with various challenges such as the lack of student interest in learning Islamic 

religious education because it rarely uses technology-based media or learning tools, 

so that students tend to ignore teachers because learning is considered less 

interesting. To overcome this problem, there is a need for innovation in learning, 

one of which is using game media. One of the game media that can be used in 

education is the AI-assisted Quizizz gamification media. 

The approach taken in this study is a quantitative approach. The type of 

research used is pre-experimental using the One Group pretest-postrtest design. 

The population of this study is class VII students with a sampling technique using 

Purposive sampling with a predetermined class, namely class VII F which totals 30 

students. The data collection technique is by questionnaire and supported by other 

techniques, namely interviews, observations and documentation. The analysis 

techniques are in the form of validity tests, reliability tests, normality tests, linearity 

tests, hypothesis tests, namely the T Test analysis technique. 

The results of the study showed that there was an effectiveness of AI-

assisted Quizizz gamification media on students' interest in learning PAI and ethics 

at State Junior High School 1 Kedungadem Bojonegoro. This is based on the results 

of the calculation of the N-gain score that the N-gain value is 0.6845 and the N-

gain percent is 68.4458. Furthermore, from the results of the paired sample test, it 

is known that the value of sig. (2- tailed) by 0.000. According to the decision-

making rules in the paired sample test, the value of sig. (2-tailed) < 0.05 or 0.000 < 

0.05 can be drawn the conclusion that the Ho hypothesis is rejected and Ha is 

accepted. 

Keywords: Effectiveness, AI-Assisted Quizizz Gamification Media, Learning 

Interest, PAI 
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 Dal D De د
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 Fa F Ef ف
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 Ha H Ha ھ

 Hamzah „ apostrof ء

 Ya Y Ye ي

  



 

XI 

 

DAFTAR ISI 

PERSETUJUAN ...................................................................................................... I 

PENGESAHAN ...................................................................................................... II 

PERNYATAAN KEASLIAN TULISAN............................................................. III 

MOTO ................................................................................................................... IV 

PERSEMBAHAN ................................................................................................... V 

ABSTRAK ............................................................................................................ VI 

ABSTRACT ........................................................................................................... VII 

KATA PENGANTAR ........................................................................................ VIII 

PEDOMAN TRANSLITERASI ............................................................................. X 

DAFTAR ISI ......................................................................................................... XI 

DAFTAR TABEL ................................................................................................ XV 

DAFTAR GAMBAR ......................................................................................... XVI 

DAFTAR LAMPIRAN ..................................................................................... XVII 

BAB I ...................................................................................................................... 1 

PENDAHULUAN................................................................................................... 1 

A. Latar Belakang .......................................................................................... 1 

B. Rumusan Masalah ..................................................................................... 7 

C. Tujuan Penelitian ...................................................................................... 7 

D. Manfaat Penelitian .................................................................................... 8 

E. Hipotesis ................................................................................................... 9 

F. Definisi Istilah ......................................................................................... 10 

G. Orisinalitas Penelitian ............................................................................. 12 

H. Sistematika Pembahasan ......................................................................... 16 

BAB II ................................................................................................................... 18 



 

XII 

 

KAJIAN TEORI.................................................................................................... 18 

A. Efektivitas ............................................................................................... 18 

1. Pengertian Efektivitas ............................................................................. 18 

2. Ciri – Ciri Efektivitas Media .................................................................. 19 

B. Media ...................................................................................................... 21 

a. Pengertian Media .................................................................................... 21 

b. Fungsi Media .......................................................................................... 23 

C. Gamifikasi ............................................................................................... 24 

1. Pengertian Gamifikasi ............................................................................ 24 

2. Prinsip Gamifikasi .................................................................................. 25 

D. Quizizz ..................................................................................................... 27 

1. Pengertian Quizizz .................................................................................. 27 

2. Langkah – Langkah Membuat Quizizz ................................................... 30 

3. Kelebihan Dan Kekurangan Quizizz ....................................................... 34 

E. Pengertian AI .......................................................................................... 35 

F. Minat Belajar .......................................................................................... 39 

1. Pengertian Minat Belajar ........................................................................ 39 

2. Faktor-Faktor yang Mempengaruhi Minat Belajar................................. 40 

3. Indikator Minat Belajar .......................................................................... 43 

G. Pendidikan Agama Islam dan Budi Pekerti ............................................ 44 

1. Mata Pelajaran Pendidikan Agama Islam dan Budi Pekerti ................... 44 

2. Tujuan dan Fungsi Pendikan Agma Islam dan Budi Pekerti .................. 45 

H. Kerangka Berpikir ................................................................................... 49 

BAB III.................................................................................................................. 50 

METODE PENELITIAN ...................................................................................... 50 



 

XIII 

 

A. Pendekatan dan Jenis Penelitian ............................................................. 50 

B. Populasi dan Sampel ............................................................................... 51 

1. Populasi .................................................................................................. 51 

2. Sampel .................................................................................................... 52 

C. Jenis Data dan Sumber Data ................................................................... 53 

D. Teknik Pengumpulan Data ...................................................................... 54 

E. Teknik Analisis Data............................................................................... 56 

1. Uji Validitas............................................................................................ 56 

2. Uji Reliabilitas ........................................................................................ 57 

3. Uji Persyaratan Analisis ......................................................................... 57 

4. Uji Hipotesis ........................................................................................... 58 

BAB IV ................................................................................................................. 60 

HASIL DAN PEMBAHASAN ............................................................................. 60 

A. Penyajian dan Hasil Analisis Data .......................................................... 60 

1. Penyajian Data ........................................................................................ 60 

2. Hasil Analisis Data ................................................................................. 67 

a. Uji Validitas............................................................................................ 67 

b. Hasil Uji Reliabilitas .............................................................................. 69 

c. Hasil Uji Normalitas ............................................................................... 70 

d. Hasil Uji Lineasitas ................................................................................ 71 

e. Hasil Uji Hipotesis ................................................................................. 72 

B. Pembahasan............................................................................................. 74 

BAB V ................................................................................................................... 78 

PENUTUP ............................................................................................................. 78 

B. Kesimpulan ............................................................................................. 78 



 

XIV 

 

C. Saran ....................................................................................................... 79 

DAFTAR PUSTAKA ........................................................................................... 81 

LAMPIRAN .......................................................................................................... 86 

 

  



 

XV 

 

DAFTAR TABEL 

 

Tabel 1. 1 Orisinalitas Penelitian .......................................................................... 13 

Tabel 3. 1 one shot case study ............................................................................... 50 

Tabel 3. 2 Jumlah Keseluruan Populasi ................................................................ 51 

Tabel 3. 3 Sampel Penelitian ................................................................................. 53 

Tabel 4. 1 Data media Gamifikasi Quizizz berbantuan AI X ............................... 60 

Tabel 4. 2 Statistik Data Penggunaan Gamifikasi Quizizz Berbantuan AI ........... 61 

Tabel 4. 3 Penggunaan Media Gamifikasi Quizizz Berbantuan AI ...................... 62 

Tabel 4. 4 Klasifikasi Sekor Pengunaan media gamifikasi Berbantuan AI .......... 63 

Tabel 4. 5 Data minat belajar siswa Y .................................................................. 64 

Tabel 4. 6 Statistik Data Minat Mbelajar Siswa (Y) ............................................. 65 

Tabel 4. 7 Minat Belajar Siswa ............................................................................. 66 

Tabel 4. 8 Klasifikasi Sekor Minat Belajar Siswa ................................................ 66 

Tabel 4. 9 Validitas Penggunaan Media Gamifikasi Quizizz Berbantuan AI (X) . 67 

Tabel 4. 10 Minat Belajar siswa (Y) ..................................................................... 68 

Tabel 4. 11 Hasil Uji Reliabilitas .......................................................................... 69 

Tabel 4. 12 Hasil Uji Normalitas .......................................................................... 70 

Tabel 4. 13 Uji Linearitas Penggunaan Media Gamifikasi Quizizz Berbantuan AI 

dan Minat Belajar siswa ........................................................................................ 71 

Tabel 4. 14 Hasil Uji T .......................................................................................... 73 

  



 

XVI 

 

DAFTAR GAMBAR 

Gambar 2. 1 Gambar awal masuk quizizz ............................................................. 28 

Gambar 2. 2 Login menggunakan Google ............................................................ 31 

Gambar 2. 3 Pilih Instansi ..................................................................................... 31 

Gambar 2. 4 Pilih sebagai Guru (teacher) ............................................................ 32 

Gambar 2. 5 Tampilan dasbor (pilih buat) ............................................................ 33 

Gambar 2. 6 tampilan apa yang ingin di buat ....................................................... 33 

Gambar 2. 7 Tampilan pilihan membuat jenis soal............................................... 33 

Gambar 2. 8 Tampilan membuat soal ................................................................... 33 

Gambar 2. 9 Gambar Awal Masuk Gemini .......................................................... 37 

Gambar 2. 10 Gambar Login Menggunakan Akun Google .................................. 38 

Gambar 2. 11 Gemini Siap Digunakan ................................................................. 38 

Gambar 4. 1 Histogram Penggunaan Media Gamifikasi Quizizz Berbantuan AI 64 

Gambar 4. 2 Histogram Minat Belajar Siswa ....................................................... 67 

 

 

 

 

  



 

XVII 

 

DAFTAR LAMPIRAN 

Lampiran 1 Surat Keterangan ........................................................................... 87 

Lampiran 2 Kartu Bimbingan ........................................................................... 87 

Lampiran 3 Lampiran instrumen...................................................................... 89 

Lampiran 4 Profil Sekolah SMPN 1 Kedungadem ........................................ 106 

Lampiran 5 Dokumentasi Penelitian ............................................................... 110 

 

 

 


