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ABSTRAK 

Wildan Fahmi Febriansyah, 06040121131, Efektivitas Penerapan Game Based-

Learning Media Ular Tangga Melalui Platform Genially Dalam Meningkatkan 

Motivasi Belajar Peserta Didik Pada Mata Pelajaran PAI Di SMPN 5 Surabaya. 

Skripsi Program Studi Pendidikan Agama Islam, Universitas Islam Negeri Sunan 

Ampel Surabaya, Dosen Pembimbing Skripsi : Dr. H. Zakariyah, M.Pd.I dan M. 

Nasihuddin, M.Ag. 

Penggunaan media belajar yang kurang bervariasi menyebabkan motivasi peserta didik 

menjadi kurang. Penelitian ini bertujuan untuk mengetahui efektivitas penerapan game 

based-learning media ular tangga melalui platform genially dalam meningkatkan 

motivasi belajar peserta didik pada mata pelajaran PAI di SMPN 5 Surabaya. Penelitian 

ini menggunakan metode kuantitatif dengan jenis quasi experimental control group 

design. Populasi dalam penelitian ini berjumlah 831 peserta didik dengan mengambil 

jumlah sampel 60 peserta didik. Teknik sampling yang digunakan dalam penelitian 

yaitu purposive sampling. Data yang di dapat pada penelitian ini diperoleh dengan 

menggunakan observasi, wawancara, kuesioner dan dokumentasi. Selanjutnya data 

diolah dengan mengggunakan analisis deskriptif dan parametrik. 

Hasil penelitian menunjukkan bahwa : 1) Penerapan game based learning media ular 

tangga melalui platform genially dalam meningkatkan motivasi belajar peserta didik 

kelas VIII pada mata pelajaran PAI di SMP Negeri 5 Surabaya terlaksana dengan 

sangat baik , hal ini dibuktikan dengan lembar observasi aktivitas guru dan peserta 

didik. 2) Motivasi belajar peserta didik sebelum penerapan game based-learning media 

ular tangga melalui platform genially mendapatkan skor presentase 74% kategori kuat 

dengan rata-rata 58,96. Setelah diberikan tindakan Penerapan Penerapan game based 

learning media ular tangga melalui platform genially mengalami peningkatan dengan 

skor presentase 82% kategori sangat kuat dengan nilai rata-rata 81,63. 3) Hasil 

penerapan game based learning media ular tangga melalui platform genially efektif 

dalam meningkatkan motivasi belajar peserta didik kelas VIII pada mata pelajaran PAI 

di SMP Negeri 5 Surabaya dibuktikan uji t-test  dengan nilai signifikansi (2-tailed) 0,00 

< 0,05 sebagai keterangan H0 ditolak dan Ha diterima. 

 

Kata Kunci: Efektivitas Penerapan, Media Ular Tangga Genially, Motivasi Belajar. 
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ABSTRACT 

Wildan Fahmi Febriansyah, 06040121131, The Effectiveness of Implementing Game-

Based Learning Using Snakes and Ladders Media Through the Genially Platform in 

Enhancing Students' Learning Motivation in Islamic Religious Education at SMPN 5 

Surabaya. Undergraduate Thesis, Islamic Religious Education Study Program, Sunan 

Ampel State Islamic University Surabaya, Thesis Supervisors: Dr. H. Zakariyah, 

M.Pd.I and M. Nasihuddin, M.Ag. 

 

The lack of variety in learning media leads to low student motivation. This study aims 

to determine the effectiveness of implementing game-based learning using Snakes and 

Ladders media through the Genially platform in enhancing students' learning 

motivation in Islamic Religious Education at SMPN 5 Surabaya. This research employs 

a quantitative method with a quasi-experimental control group design. The population 

in this study consists of 831 students, with a sample of 60 students selected using 

purposive sampling. Data were collected through observation, interviews, 

questionnaires, and documentation. The collected data were then analyzed using 

descriptive and parametric analysis. 

 

The research results indicate that: 1) The implementation of game-based learning using 

Snakes and Ladders media through the Genially platform to enhance the learning 

motivation of eighth-grade students in Islamic Religious Education at SMP Negeri 5 

Surabaya was carried out very well, as evidenced by the observation sheets of teacher 

and student activities. 2) Students' learning motivation before the implementation of 

game-based learning using Snakes and Ladders media through the Genially platform 

obtained a percentage score of 74%, categorized as strong, with an average score of 

58.96. After the implementation, there was an increase, with a percentage score of 82%, 

categorized as very strong, with an average score of 81.63. 3) The implementation of 

game-based learning using Snakes and Ladders media through the Genially platform 

was effective in increasing the learning motivation of eighth-grade students in Islamic 

Religious Education at SMP Negeri 5 Surabaya, as proven by the t-test, which resulted 

in a significance value (2-tailed) of 0.00 < 0.05, indicating that H0 was rejected and Ha 

was accepted. 

Keywords: Effectiveness of Implementation, Genially Snakes and Ladders Media, 

Learning Motivation. 
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