ABSTRAK

Hoerotunnisa. 2249020060. 2026 Pengaruh Model Pembelajaran Digital Game-Based
Learning dan Problem-Based Learning Terhadap Peningkatan Motivasi serta Capaian Kognitif
Siswa Dalam Pembelajaran Pendidikan Agama Islam
Studi Kuasi Eksperimen di SDN Ibu Dewi 1 Cianjur.

Penelitian ini dilatarbelakangi oleh rendahnya motivasi belajar dan capaian kognitif siswa
pada mata pelajaran Pendidikan Agama Islam di SDN Ibu Dewi | Cianjur hal ini disebbakan oleh
dominasi pembelajaran konvensional dan belum optimalnya penerapan model pembelajaran
inovatif. Dari pengamatan selama proses belajar mengajar, sekitar 65% siswa kelas tinggi (V dan
VI) menunjukkan perilaku pasif, seperti kehilangan fokus, sering mengobrol dengan rekan sejawat,
hingga menunjukkan gejala kejenuhan saat materi PAI yang bersifat teoritis dipaparkan. Kondisi ini
berimplikasi langsung pada capaian kognitif mereka; dokumen nilai Penilaian Harian (PH)
menunjukkan bahwa 42% siswa belum mencapai Kriteria Ketercapaian Tujuan Pembelajaran
(KKTP)

Penelitian ini bertujuan untuk menganalisis: (1) pengaruh model pembelajaran Digital
Game-Based Learning terhadap motivasi belajar dan capaian kognitif siswa (2) pengaruh model
pembelajaran Problem-Based Learning terhadap motivasi belajar dan capaian kognitif siswa dan (3)
perbedaan pengaruh kedua model pembelajaran tersebut terhadap motivasi belajar dan capaian
kognitif siswa di SDN Ibu Dewi 1 Cianjur.

Penelitian ini berlandaskan konsep Digital Game-Based Learning dari Prensky yang
menekankan pembelajaran melalui permainan digital yang interaktif, menantang, dan memberikan
umpan balik; konsep Problem-Based Learning dari Barrows yang menempatkan masalah sebagai
pemicu pembelajaran melalui proses penyelidikan dan pemecahan masalah dalam perspektif
konstruktivisme; Self-Determination Theory dari Deci dan Ryan yang menjelaskan motivasi melalui
pemenuhan kebutuhan otonomi, kompetensi, dan keterhubungan; serta Revisi Taksonomi Bloom
dari Anderson dan Krathwohl yang mengukur capaian kognitif melalui kemampuan mengingat,
memahami, menerapkan, menganalisis, mengevaluasi, dan mencipta. Kerangka teoretis tersebut
mendasari asumsi bahwa pembelajaran yang interaktif, kontekstual, dan berpusat pada peserta didik
dapat meningkatkan motivasi sekaligus capaian kognitif siswa.

Penelitian ini menggunakan pendekatan kuantitatif dengan metode kuasi eksperimen (quasi
experimental research) menggunakan desain pretest-posttest nonequivalent control group design.
Penelitian melibatkan tiga kelompok, yaitu kelas kontrol, kelas eksperimen Digital Game-Based
Learning, dan kelas eksperimen Problem-Based Learning, masing-masing berjumlah 30 siswa.
Teknik pengumpulan data dikumpulkan melalui angket motivasi belajar dan tes hasil belajar,
kemudian dianalisis menggunakan SPSS versi 25 melalui uji prasyarat, regresi linier berganda, uji
t, uji F, dan uji komparatif.

Hasil penelitian menunjukkan HO ditolak dan Ha atau H1 diterima (1) Pengaruh model
pembelajaran Digital Game-Based Learning berpengaruh positif dan signifikan terhadap motivasi
belajar serta meningkatkan capaian kognitif siswa (2) Model pembelajaran Problem-Based Learning
juga berpengaruh positif dan signifikan terhadap motivasi belajar serta meningkatkan capaian
kognitif siswa; dan (3) Terdapat perbedaan pengaruh antara kedua model, di mana Digital Game-
Based Learning menghasilkan rata-rata nilai posttest 86,03 (meningkat 7,93 poin), lebih tinggi
dibandingkan Problem-Based Learning dengan rata-rata nilai posttest 83,77 (meningkat 7,64 poin)
maupun kelas kontrol dengan rata-rata nilai posttest 82,10 (meningkat 5,23 poin). Secara simultan,
kedua model berpengaruh signifikan terhadap motivasi belajar dengan kontribusi sebesar 84,9%.
Dengan demikian hipotesis yang diajukan diterima yaitu model pembelajaran Digital Game-Based
Learning (DGBL) dan Problem-Based Learning (PBL) baik secara parsial maupun simultan
berpengaruh positif dan signifikan terhadap peningkatan motivasi belajar serta capaian kognitif
siswa pada mata pelajaran Pendidikan Agama Islam di SDN Ibu Dewi 1 Cianjur.



ABSTRACT

Hoerotunnisa. 2249020060. 2026 . The Influence of Digital Game-Based Learning
and Problem-Based Learning Models on Enhancing Student Motivation and
Cognitive Achievement in Islamic Religious Education: A Quasi-Experimental
Study at SDN Ibu Dewi 1 Cianjur

This research was motivated by the low level of students’learning motivation and cognitive
achievement in Islamic Religious Education (PAl) at SDN Ibu Dewi 1 Cianjur. This condition was
caused by the dominance of conventional learning and the suboptimal implementation of innovative
learning models. Observations during the teaching and learning process showed that approximately
65% of upper-grade students (grades V and VI) demonstrated passive behaviors, such as losing
focus, frequently talking with peers, and experiencing boredom when theoretical PAI materials were
presented. This condition had a direct impact on their cognitive achievement, as the daily assessment
records showed that 42% of students had not achieved the Learning Objective Attainment Criteria
(KKTP).

This study aimed to analyze: (1) the effect of the Digital Game-Based Learning (DGBL)
model on students’ learning motivation and cognitive achievement; (2) the effect of the Problem-
Based Learning (PBL) model on students’ learning motivation and cognitive achievement; and (3)
the difference in the effects of the two learning models on students’learning motivation and cognitive
achievement at SDN Ibu Dewi I Cianjur.

This research was based on Prensky's concept of Digital Game-Based Learning, which
emphasizes learning through interactive and challenging digital games that provide feedback;
Barrows’ concept of Problem-Based Learning, which positions problems as triggers for learning
through investigation and problem-solving from a constructivist perspective; Deci and Ryan's Self-
Determination Theory, which explains motivation through the fulfillment of the needs for autonomy,
competence, and relatedness; and Anderson and Krathwohls Revised Bloom's Taxonomy, which
measures cognitive achievement through the abilities to remember, understand, apply, analyze,
evaluate, and create. These theoretical frameworks support the assumption that interactive,
contextual, and student-centered learning can improve students’ motivation and cognitive
achievement.

This study employed a quantitative approach with a quasi-experimental method using a
pretest-posttest nonequivalent control group design. The research involved three groups: a control
group, a DGBL experimental group, and a PBL experimental group, with 30 students in each group.
Data were collected through a learning motivation questionnaire and learning achievement tests
and were analyzed using SPSS version 25 through prerequisite tests, multiple linear regression, t-
tests, F-tests, and comparative analysis.

The results showed that the null hypothesis (Ho) was rejected and the alternative hypothesis
(H./H1) was accepted. First, the Digital Game-Based Learning model had a positive and significant
effect on students’ learning motivation and cognitive achievement. Second, the Problem-Based
Learning model also had a positive and significant effect on students’ learning motivation and
cognitive achievement. Third, there was a difference in the effects of the two learning models. The
DGBL group obtained a mean posttest score of 86.03, representing an increase of 7.93 points, which
was higher than the PBL group, with a mean posttest scorve of 83.77 and an increase of 7.64 points,
and the control group, with a mean posttest score of 82.10 and an increase of 5.23 points.
Simultaneously, DGBL and PBL had a significant effect on learning motivation, with a contribution
of 84.9%. Therefore, the proposed hypotheses were accepted, indicating that Digital Game-Based
Learning and Problem-Based Learning, both partially and simultaneously, had positive and
significant effects on improving students’ learning motivation and cognitive achievement in Islamic
Religious Education at SDN Ibu Dewi I Cianjur.
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