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Pengaruh Metode Pembelajaran Game-Based Learning Terhadap
Hasil Belajar Siswa Kelas XI TAV Pada Mata Pelajaran

Penerapan Rangkaian Elektronika

Dela Agustina
Dosen Pembimbing : Prof. Dr. Moch. Sukardjo, M.Pd. dan Dr. Wisnu Djatmiko, M.T.

ABSTRAK

Penelitian bertujuan mengetahui pengaruh metode pembelajaran Game-Based
Learning (GBL) terhadap hasil belajar siswa kelas XI TAV pada mata pelajaran
Penerapan Rangkaian Elektronika di SMK Negeri 5 Jakarta. Penelitian
menggunakan metode quasi experimental dengan desain Nonequivalent Control
Group Design pada dua kelas, yaitu XI TAV 1 sebagai kelas kontrol dan XI TAV 2
sebagai kelas eksperimen, masing-masing berjumlah 35 siswa. Data dikumpulkan
melalui pretest dan posttest, kemudian dianalisis menggunakan uji normalitas,
homogenitas, uji-t /ndependent, uji Paired Sample t-Test, dan N-Gain. Hasil
penelitian menunjukkan rata-rata nilai kelas eksperimen meningkat dari 58,43
menjadi 85,52, sedangkan kelas kontrol dari 57,60 menjadi 70,96. Hasil uji-t
Independent menunjukkan |t hitung| = 9,867 > t tabel = 1,995 dan uji Paired Sample
t-Test menunjukkan |t hitung| = 2,181 > t tabel = 2,032, sehingga terdapat pengaruh
signifikan metode GBL terhadap peningkatan hasil belajar siswa. Nilai N-Gain
sebesar 0,7 dengan persentase 66% termasuk kategori sedang dan cukup efektif.
Dengan demikian, metode pembelajaran Game-Based Learning (GBL)
berpengaruh positif dan cukup efektif dalam meningkatkan hasil belajar siswa kelas
XI'TAV di SMK Negeri 5 Jakarta.

Kata Kunci : Game-Based Learning, hasil belajar, metode pembelajaran.
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The Effect of the Game-Based Learning Method on the Learning
Outcomes of Grade X1 TAV Students in the Electronic Circuit

Application Subject
Dela Agustina
Advisors: Prof. Dr. Moch. Sukardjo, M.Pd. and Dr. Wisnu Djatmiko, M.T.

ABSTRACT

This study aims to determine the effect of the Game-Based Learning (GBL) method
on the learning outcomes of grade XI TAV students in the Electronic Circuit
Application subject at SMK Negeri 5 Jakarta. The study employed a quasi-
experimental method with a Nonequivalent Control Group Design involving two
classes: XI TAV 1 as the control group and X1 TAV 2 as the experimental group,
each consisting of 35 students. Data were collected through pretests and posttests,
and subsequently analyzed using normality tests, homogeneity tests, Independent
Sample t-tests, Paired Sample t-tests, and N-Gain analysis. The results indicated
that the average score of the experimental group increased from 58.43 to 85.52,
while the control group's average score increased from 57.60 to 70.96. The
Independent Sample t-test showed that |t-count| = 9.867 > t-table = 1,995, and the
Paired Sample t-test showed |t-count| = 2.181 > t-table = 2.032, indicating a
significant effect of the GBL method on the improvement of student learning
outcomes. The N-Gain score of 0.7, with a percentage of 66%, falls into the
moderate category and is considered fairly effective. Thus, the Game-Based
Learning (GBL) method has a positive effect and is fairly effective in enhancing the
learning outcomes of grade X1 TAV students at SMK Negeri 5 Jakarta.

Keywords: Game-Based Learning, learning outcomes, learning method.
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