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 Tidak Dilambangkan Tidak Dilambangkan ا
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ABSTRAK 

 

 

MUHAMMAD FAKHRUDDIN: 41182911210001 “METODE 

PEMBELAJARAN GAME BASED LEARNING DALAM 

MENINGKATKAN KEAKTIFAN BELAJAR SISWA TPQ DI MASJID 

NURUL YAQIN BEKASI” Skripsi, Bekasi : Jurusan Pendidikan Agama Islam 

Universitas Islam “45” Bekasi 2025. 

 
Penelitian ini dilatarbelakangi oleh rendahnya minat, motivasi, dan 

keaktifan peserta didik dalam mengikuti pembelajaran Al-Qur‟an di TPQ Masjid 

Nurul Yaqin Bekasi. Fenomena tersebut muncul akibat metode pembelajaran yang 

cenderung monoton, bersifat satu arah, dan kurang interaktif, sehingga siswa 

menjadi pasif dan mudah kehilangan fokus. Kondisi ini menunjukkan perlunya 

inovasi dalam strategi pembelajaran yang mampu menciptakan suasana belajar 

yang lebih menarik, menyenangkan, serta mendorong partisipasi aktif peserta 

didik. Oleh karena itu, penelitian ini mencoba menerapkan metode game based 

learning sebagai alternatif pendekatan untuk meningkatkan keterlibatan siswa 

dalam proses belajar mengajar Al-Qur‟an. 

Penelitian ini bertujuan untuk mengetahui bagaimana penerapan metode 

game based learning dilakukan di TPQ Masjid Nurul Yaqin Bekasi serta untuk 

menganalisis efektivitasnya dalam meningkatkan keaktifan belajar peserta didik. 

Metode penelitian yang digunakan adalah Penelitian Tindakan Kelas (PTK) model 

Kemmis dan McTaggart, yang dilaksanakan dalam dua siklus. Setiap siklus 

mencakup tahap perencanaan, pelaksanaan tindakan, observasi, dan refleksi. 

Subjek penelitian terdiri atas 20 peserta didik, dengan teknik pengumpulan data 

melalui observasi, tes hasil belajar, dan wawancara. 

Hasil penelitian menunjukkan adanya peningkatan yang signifikan pada 

aspek keaktifan dan hasil belajar siswa setelah diterapkannya metode game based 

learning. Nilai rata-rata pra-siklus sebesar 51 (materi idzhar-idgham) dan 49,5 

(materi ikhfa-iqlab) meningkat menjadi 68 pada siklus I, kemudian mencapai 81,5 

pada siklus II dengan kategori baik. Peningkatan tersebut mengindikasikan bahwa 

pembelajaran berbasis permainan mampu menciptakan suasana belajar yang lebih 

hidup, memperkuat motivasi, dan menumbuhkan semangat kompetitif yang sehat 

di kalangan siswa. Dengan demikian, penerapan metode game based learning 

dapat direkomendasikan sebagai strategi inovatif dalam meningkatkan keaktifan 

dan hasil belajar Al-Qur‟an di lembaga pendidikan dasar keagamaan. 

 
Kata Kunci : Game Based Learning, Keaktifan Belajar, Hasil Belajar. 
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ABSTRACT 

 

 

MUHAMMAD FAKHRUDDIN: 41182911210001. “THE GAME-BASED 

LEARNING METHOD IN ENHANCING STUDENTS’ LEARNING 

ACTIVENESS AT TPQ MASJID NURUL YAQIN BEKASI” Undergraduate 

Thesis, Bekasi: Department of Islamic Religious Education, Islamic University 

“45” Bekasi, 2025. 

 
This research was motivated by the low interest, motivation, and 

activeness of students in participating in Qur‟an learning activities at TPQ Masjid 

Nurul Yaqin Bekasi. This phenomenon emerged as a result of a monotonous, one- 

way, and less interactive learning method, causing students to become passive and 

easily lose focus. Such conditions indicate the need for innovation in learning 

strategies that can create a more engaging, enjoyable, and participatory classroom 

atmosphere. Therefore, this study applies the game-based learning method as an 

alternative approach to increase students‟ engagement in the Qur‟an learning 

process. 

The purpose of this study was to determine how the game-based learning 

method was implemented at TPQ Masjid Nurul Yaqin Bekasi and to analyze its 

effectiveness in improving students‟ learning activeness. The research employed a 

Classroom Action Research (CAR) approach using the Kemmis and McTaggart 

model, conducted in two cycles. Each cycle consisted of the stages of planning, 

action, observation, and reflection. The subjects of this study were 20 students, 

with data collected through observation, achievement tests, and interviews. 

The results of the study showed a significant improvement in both 

students‟ activeness and learning outcomes after the implementation of the game- 

based learning method. The average pre-cycle scores of 51 (for the material 

Idzhar-Idgham) and 49.5 (for Ikhfa-Iqlab) increased to 68 in the first cycle and 

reached 81.5 in the second cycle, categorized as good. This improvement 

indicates that game-based learning successfully created a more dynamic and 

enjoyable learning environment, strengthened motivation, and fostered a healthy 

competitive spirit among students. Therefore, the implementation of game-based 

learning can be recommended as an innovative strategy to enhance students‟ 

activeness and learning achievement in Qur‟an education at basic religious 

learning institutions. 

 
Keywords: Game Based Learning, Learning Activeness, Learning Outcomes. 
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