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ABSTRAK

Penelitian yang telah dilakukan berjudul “pengaruh model pembelajaran
game based learning berbantuan media quizlet terhadap hasil belajar dan
kemandriran belajar siswa kelas VIII SMPN 7 Medan” yang dilatarbelakangi
bahwa hasil belajar dan kemandirian belajar siswa cukup memprihatinkan dan
kegiatan pembelajaran yang berlangsung dikelas tatap muka terbatas pada kegiatan
menyimak dan berceramah saja. Padahal tuntutan kurikulum kemampuan yang
hendak dicapai adalah menumbuhkan kemandirian belajar siswa sehingga dapat
memperbaiki hasil belajar.

Metode penelitian ini adalah kuantitatif denga jenis penelitian kuasi
eksperimen. Populasi penelitian adalah siswa kelas VII SMP Negeri 7 Medan
dengan jumlah sampel kelas eksperimen 30 siswa dan kelas kontrol 30 siswa.
Teknik pengambilan sampel didasarkan pada kriteria yang ditetapkan oleh peneliti
yaitu Simple Random Sampling. Teknik pengumpulan data dengan tes dan angket.
Pengolah data statistic baik validitas, reliabilitas serta analisisnya menggunakan
excel.

Hasil penelitian mengungkapkan bahwa (1) terdapat pengaruh model
pembelajaran game based learning berbantuan media quizlet terhadap hasil belajar
dengan nilai  tp;1y04(8,987) > tiqpei(2,002). (2) terdapat pengaruh model
pembelajaran game based learning berbantuan media quizlet terhadap kemandirian
belajar dengan nilai tp;yng(2,400) > tiqpei(2,002). Berdasarkan hasil analisis
data dapat disimpulkan bahwa terdapat pengaruh model pembelajaran game based
learning berbantuan media quizlet terhadap hasil belajar dan kemandirian belajar
siswa.

Kata Kunci: game based learning, hasil belajar, kemandirian belajar



ABSTRACT

The research that has been carried out is entitled "The influence of the game-
based learning model assisted by Quizlet media on the learning outcomes and
learning independence of class VIII students at SMPN 7 Medan™ which is based on
the fact that the learning outcomes and learning independence of students are quite
worrying and learning activities that take place in face-to-face classes are limited to
activities just listen and talk. In fact, the demands of the capability curriculum to be
achieved are to foster student learning independence so that they can improve
learning outcomes.

This research method is quantitative with a quasi-experimental type of
research. The research population was class VII students at SMP Negeri 7 Medan
with a sample size of 30 students in the experimental class and 30 students in the
control class. The sampling technique is based on the criteria set by the researcher,
namely Simple Random Sampling. Data collection techniques using tests and
questionnaires. Processing statistical data for validity, reliability and analysis using
Excel.

The research results reveal that (1) there is an influence of the game based
learning model assisted by Quizlet media on learning outcomes with a value of
teount (8.987) > tiapie (2.002), (2) there is an influence of the game based
learning model assisted by Quizlet media on learning independence with a value of
teount (2.400) > tiape (2.002), Based on the results of data analysis, it can be
concluded that there is an influence of the game based learning model assisted by
Quizlet media on learning outcomes and student learning independence.

Keywords: game based learning, learning outcomes, learning independence
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