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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 Al.

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 Al 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 Al, Minat
Belajar, PAI
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THE EFFECTIVENESS OF ARTIFICIAL INTELLIGENCE -ASSISTED
QUIZIZZ GAMIFICATION MEDIA ON STUDENTS' INTEREST IN
LEARNING IN PAI AND ETHICS SUBJECTS AT SMPN 1
KEDUNGADEM BOJONEGORO

Romadhon, Muhammad. 2024
Supervisor I: Su’udin Aziz, S.Pd.l, M. Ag
Supervisor II: Siti Khoiriyah, M.Pd

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 Al-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 VIl 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 Al-
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, Al-Assisted Quizizz Gamification Media, Learning
Interest, PAI
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