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ABSTRAK

Andrianie, Cici. 2025. Pengaruh Penerapan Game-based Learning Media Interaktif
Aplikasi Wayground Terhadap Motivasi Belajar Siswa Kelas XI Dalam
Mata Pelajaran Sosiologi Di SMA Negeri 3 Palangka Raya, Skripsi,
Program Studi Teknologi Pendidikan, Jurusan Ilmu Pendidikan, Fakultas
Keguruan Dan IImu Pendidikan, Universitas Palangka Raya. Pembimbing |

: Nani Setiawati, Pembimbing II: Pradana Din Permadi

Kata Kunci : Game-based Learning, Wayground, Motivasi Belajar

Penelitian ini berfokus untuk mengeksplorasi bagaimana pengaruh model
game-based learning menggunakan media interaktif aplikasi wayground terhadap
motivasi, partisipasi, dan pemahaman konsep siswa pada pembelajaran. Motivasi
belajar erat kaitannya dengan keberhasilan belajar siswa. Melalui motivasi belajar
yang mereka miliki maka mereka akan memiliki niat dan keinginan untuk
melaksanakan proses belajar. Penelitian ini bertujuan untuk mengetahui pengaruh
penerapan Game-based Learning Media Interaktif Aplikasi Wayground Terhadap
Motivasi Belajar Siswa Kelas XI Dalam Mata Pelajaran Sosiologi Di SMA Negeri
3 Palangka Raya.

Penelitian ini menggunakan pendekatan kuantitatif dengan desain penelitian
quasi experimental design, dengan bentuk nonequivalent control group design.
Menggunakan sampel yang terdapat di SMA Negeri 3 Palangka Raya. Instrumen
yang digunakan dalam penelitian ini adalah instrumen pengaruh penerapan game-
based learning media interaktif aplikasi wayground terhadap motivasi belajar siswa
dan pretest-posttest.

Hasil penelitian menunjukkan bahwa terdapat pengaruh game-based
learning media interaktif aplikasi wayground terhadap motivasi belajar siswa dalam
mata pelajaran sosiologi. Hal ini dibuktikan oleh hasil penelitian dari kelompok

eksperimen dan kelompok kontrol yang menunjukkan bahwa nilai t hitung > t tabel



dan nilai sig. (2-tailed) 0.00 < 0.05, maka disimpulkan bahwa HO ditolak dan H1

diterima.

Berdasarkan hasil instrumen pengaruh penerapan game-based Learning
media interaktif aplikasi wayground terhadap motivasi belajar siswa dan juga pada
hasil belajar siswa terdapat peningkatan pada kelompok eksperimen yang
menggunakan game-based learning media interaktif aplikasi wayground.
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ABSTRACT

Andrianie, Cici. 2025. The Effect of the Application of Game-Based Learning
Media Interactive Wayground Application on the Learning Motivation of
Grade XI Students in Sociology at SMA Negeri 3 Palangka Raya, Thesis,
Educational Technology Study Program, Department of Education, Faculty
of Teacher Training and Education, University of Palangka Raya.
Supervisor I: Nani Setiawati, Supervisor Il: Pradana Din Permadi

Key words: Game-based Learning, Wayground, Learning Motivation

This study focuses on exploring how the influence of the game-based
learning model using the interactive media of wayground applications on students'’
motivation, participation, and understanding of concepts in learning. Learning
motivation is closely related to student learning success. Through their learning
motivation, they will have the intention and desire to carry out the learning process.
This study aims to determine the effect of the application of Game-based Learning
Media Interactive Wayground Application on the Learning Motivation of Grade XI

Students in Sociology Subjects at SMA Negeri 3 Palangka Raya.

This study uses a quantitative approach with a quasi-experimental design
research design, in the form of a nonequivalent control group design. Using samples
found at SMA Negeri 3 Palangka Raya. The instrument used in this study is an
instrument of the influence of the application of game-based learning interactive
media of wayground applications on student learning motivation and pretest-

posttest.

The results of the study show that there is an influence of game-based
learning interactive media of wayground applications on students' learning
motivation in sociology subjects. This is evidenced by the results of research from
the experimental group and the control group which showed that the value of t
calculates > t table and the value of sig. (2-tailed) 0.00 < 0.05, then it is concluded

that HO is rejected and H1 is accepted.
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Based on the results of the instrument, the effect of the application of game-
based learning interactive media on student learning motivation and also on student
learning outcomes, there was an increase in experimental groups that used game-

based learning interactive media of wayground applications.
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