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ABSTRAK

PENGARUH MODEL PEMBELAJARAN GAME BASED
LEARNING TERHADAP HASIL BELAJAR SISWA KELAS
V SD NEGERI 104219 TANJUNG ANOM
TAHUN PEMBELAJARAN 2024/2025

Cintya Rahayu Br Tampubolon
NPM: 210910022

Program Studi Pendidikan Guru Sekolah Dasar
Fakultas Keguruan dan Ilmu Pendidikan
Universitas Katolik Santo Thomas Medan

Penelitian ini bertujuan untuk mengetahui pengaruh model pembelajaran
Game Based Learning terhadap hasil belajar siswa kelas V di SD Negeri 104219
Tanjung Anom Tahun Pembelajaran 2024/2025 pada mata pelajaran Bahasa
Indonesia, khususnya materi unsur intrinsik cerita - fiksi. Penelitian ini
menggunakan pendekatan kuantitatif dengan desain one group pretest-posttest.
Subjek penelitian adalah seluruh siswa kelas V yang berjumlah 32 orang. Teknik
pengumpulan data menggunakan tes (pretest dan postest) dan angket respons
siswa. Hasil pretest menunjukkan rata-rata sebesar 48,75, sedangkan hasil posttest
meningkat menjadi 79,68. Hasil uji statistik menunjukkan bahwa model Game
Based Learning memberikan pengaruh signifikan terhadap peningkatan hasil
belajar siswa. Selain itu, respons siswa terhadap model pembelajaran ini berada
pada kategori baik dengan skor rata-rata angket sebesar 77,19. Berdasarkan hasil
tersebut, dapat disimpulkan bahwa penerapan model Game Based Learning
efektif dalam meningkatkan hasil belajar siswa pada materi unsur intrinsik cerita
fiksi.

Kata Kunci: Game Based Learning, hasil belajar, Bahasa Indonesia, unsur
intrinsik, siswa SD.



ABSTRACT

THE EFFECT OF GAME BASED LEARNING MODEL ON STUDENT
LEARNING OUTCOMES OF GRADE V STATE ELEMENTARY
SCHOOL 104219 TANJUNG ANOM
ACADEMIC YEAR 2024/2025

Cintya Rahayu Br Tampubolon
NPM: 210910022

Primary School Teacher Education Study Program
Faculty of Teacher Training and Education
St. Thomas Catholic University Medan

This study aims to determine the effect of the Game Based Learning learning
model on the learning outcomes of grade V students at SD Negeri 104219
Tanjung Anom in the 2024/2025 Academic Year in the Indonesian Language
subject, especially the intrinsic elements of fictional stories. This study uses a
quantitative approach with a one group pretest-posttest design. The subjects of the
study were all 32 grade V students. Data collection techniques used tests (pretest
and posttest) and student response questionnaires. The pretest results showed an
average of 48.75, while the posttest results increased to 79.68. The results of the
statistical test showed that the Game Based Learning model had a significant
effect on improving student learning outcomes. In addition, students' responses to
this learning model were in the good category with an average questionnaire score
of 77.19. Based on these results, it can be concluded that the application of the
Game Based Learning model is effective in improving student learning outcomes
on the intrinsic elements of fictional stories.

Keywords: Game Based Learning, learning outcomes, Indonesian, intrinsic
elements, elementary school students.
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