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PENERAPAN METODE PEMBELAJARAN BERBASIS
GAME BASED LEARNING UNTUK MENINGKATKAN
MINAT BELAJAR SEJARAH KEBUDAYAAN ISLAM
DI MADRASAH IBTIDAIYAH AL IMAROH
CIKARANG BARAT

Nunu Nubzatussaniyyah
Mahapeserta didik Magister Pendidikan Agama Islam
nunu_nubzatussaniyyah@gmail.com

Model game based learning di Madrasah Ibtidaiyyah Al Imaroh Cikarang
Barat menjadi salah satu alternatif metode pembelajaran bagi guru, salah satunya
adalah mata pelajaran Sejarah Kebudayaan Islam. Tujuan penelitian adalah
mendeskripsikan dan menganalisis proses pembelajaran, hambatan dan solusi,
serta dampak penerapan pembelajaran game based learning dalam meningkatkan
minat belajar peserta didik pada mata pelajaran Sejarah Kebudayaan Islam di
Madrasah Ibtidaiyyah Al Imaroh Cikarang Barat.

Metode penelitian yang digunakan adalah penelitian lapangan (field
research) yang bersifat naturalistik dan deskriptif. Informan penelitian ini adalah
kepala madrasah ibtidaiyyah, wakil kepala madrasah ibtidayah, guru sejarah
kebudayaan Islam dan peserta didik. Teknik pengumpulan data menggunakan
wawancara, observasi, dan dokumentasi. Analisis data menggunakan analisis
secara kualitatif yaitu reduksi data, penyajian data, penarikan kesimpulan/
verifikasi.

Temuan penelitian ini adalah: (1) Proses pembelajaran game based learning,
meliputi tiga tahapan yaitu: perencanaan, pelaksanaan, dan evaluasi pembelajaran,
dalam proses pelaksanaannya bahwa proses pembelajaran game based learning
pada pelajaran SKI di kelas 5 MI Al Imaroh dapat meningkatkan minat belajar
siswa dan membuat proses pembelajaran lebih interaktif dan menyenangkan serta
meningkatkan kemampuan peserta didik dalam berfikir kritis dan memecahkan
masalah. Dalam permainannya yaitu bermain ular tangga, kartu dll; (2) Hambatan
yang dihadapi diantaranya keterbatasan sumber daya, alokasi waktu yang kurang
memadai, serta sulitnya pengelolaan kelas dan keterlibatan peserta didik yang
tidak merata. Solusinya yaitu melakukan perencanaan pembelajaran yang lebih
matang mulai dari pemilihan permainan yang digunakan, penyiapan media yang
dibutuhkan; pendisiplinan waktu setiap kegiatan pembelajaran; dan melakukan
pendekatan personal kepada peserta didik untuk terlibat aktif dalam kegiatan
pembelajaran; (3) Penerapan pembelajaran game based learning memberikan
dampak positif dalam meningkatkan minat belajar peserta didik mulai dari rasa
senang, perhatian, ketertarikan, dan keterlibatan peserta didik dalam
pembelajaran.

Kata kunci: Game based learning, minat belajar, sejarah kebudayaan Islam
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ABSTRACT

APPLICATION OF GAME BASED LEARNING METHODS TO IMPROVE
INTEREST IN LEARNING ISLAMIC CULTURAL HISTORY
AT MADRASAH IBTIDAIYAH AL IMAROH
IN WEST CIKARANG

Nunu Nubzatussaniyyah
Lecture of Islamic Religious Education Master
nunu_nubzatussaniyyah@gmail.com

Game based learning method at Madrasah Ibtidaiyah Al Imaroh in West
Cikarang is one of the alternative learning methods for teachers, one of which is
the subject of Islamic Cultural History. The purpose of the study was to describe
and analyze the learning process, obstacles and solutions, and the impact of
implementing game based learning in increasing students' interest in learning the
subject of Islamic Cultural History at Madrasah Ibtidaiyah Al Imaroh in West
Cikarang.

The research method used was field research which was naturalistic and
descriptive. The informants of this study were the principal of the elementary
school, the deputy principal of the elementary school, the teacher of Islamic
cultural history and students. Data collection techniques used interviews,
observations, and documentation. Data analysis used qualitative analysis, namely
data reduction, data presentation, drawing conclusions/verification.

The findings of this study are: (1) The learning process based on game
based learning includes three stages, namely: planning, implementation, and
evaluation of learning, in the implementation procesat the game based learning
process in SKI lessons in class 5 MI Al Imaroh can increase student interest in
learning and make the learning process more interactive and fun and improve
student’ abilities in critical thinking and problem solving. In the game, namely
playing snakes and ledders, cards. etc; (2) The obstacles faced include limited
resources, inadequate time allocation, and the difficulty of class management and
uneven student involvement. The solution is to carry out more mature learning
planning starting from the selection of games used, preparation of the media
needed; discipline of time for each learning activity; and taking a personal
approach to students to be actively involved in learning activities; (3) The
application of game based learning has a positive impact on increasing students'
interest in learning starting from a sense of pleasure, attention, interest, and
student involvement in learning.

Keywords: Game based learning, interest in learning, Islamic cultural history
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