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ABSTRAK

ZULIYANTI, NIA. Dosen Pembimbing Dr. UMMIY FAUZIYAH LAILI,
M.Si dan Dr. MOCHAMAD DESTA PRADANA, M.Pd, Analisis
Implementasi Pembelajaran SKI Berbasis Game Kahoot Dalam Mengatasi
Kejenuhan Belajar Siswa di MAN 3 Nganjuk, Skripsi, Program Studi
Pendidikan Agama Islam, Fakultas Tarbiyah dan Ilmu Keguruan, UIN
Syekh Wasil Kediri. 2026.

Kata kunci: Pembelajaran SKI, Game Kahoot, Kejenuhan Belajar

Penelitian ini mengkaji tentang pembelajaran Sejarah Kebudayaan Islam
(SKI) di Madrasah Aliyah yang kerap menemui permasalahan kejenuhan belajar,
terutama ketika proses pengajaran masih lebih banyak bertumpu pada penyampaian
lisan serta presentasi konvensional. Kondisi tersebut berdampak pada minimnya
fokus, dorongan belajar, serta keterlibatan nyata peserta didik sepanjang kegiatan
belajar mengajar. Berdasarkan observasi dan wawancara awal di MAN 3 Nganjuk,
ditemukan bahwa siswa kelas XI menunjukkan gejala kejenuhan belajar yang
cukup tinggi pada mata pelajaran SKI. Dengan demikian, penelitian ini bertujuan
untuk menganalisis implementasi pembelajaran SKI berbasis game Kahoot dalam
mengatasi kejenuhan belajar siswa, serta menelaah unsur-unsur yang memperlancar
maupun yang menghambat pelaksanaan kegiatan tersebut di MAN 3 Nganjuk.

Penelitian ini menggunakan pendekatan kualitatif dengan jenis penelitian
deskriptif. Subjek penelitian meliputi guru mata pelajaran SKI, wakil kepala
sekolah bidang kurikulum, serta peserta didik kelas XI-1 dan XI-2 MAN 3 Nganjuk.
Teknik pengumpulan data dilakukan melalui observasi, wawancara, dan
dokumentasi. Analisis data dilakukan dengan tahapan reduksi data, penyajian data,
dan penarikan kesimpulan. Keabsahan data diperoleh melalui triangulasi sumber
dan teknik untuk memastikan validitas temuan penelitian.

Hasil penelitian menunjukkan bahwa: (1) Implementasi pembelajaran SKI
berbasis game Kahoot di MAN 3 Nganjuk terlaksana dengan baik dan sistematis.
Proses pembelajaran dimulai dari tahap pembukaan, presentasi kelompok, sesi
tanya jawab, penguatan materi dilanjutkan dengan implementasi Kahoot
menggunakan mode tim, hingga kegiatan penutup dan pemberian penghargaan. (2)
Penggunaan Kahoot terbukti efektif dapat mengurangi kejenuhan belajar siswa,
meningkatkan keaktifan, fokus, serta motivasi belajar dalam pembelajaran SKI.
Pembelajaran dengan mode tim, dapat membangun kondisi pembelajaran yang
lebih aktif, menarik, serta mendorong persaingan positif. Selain itu, terdapat
peningkatan pemahaman materi yang ditunjukkan melalui keterlibatan siswa dalam
diskusi dan hasil evaluasi belajar. (3) Faktor pendukung penerapan Kahoot meliputi
ketersediaan sarana prasarana, pengetahuan siswa terhadap teknologi, kompetensi
guru, kesiapan teknis dan budaya kolaborasi, fleksibilitas platform, serta
manajemen pembelajaran dan motivasi. Sedangkan faktor penghambatnya adalah
internet yang tidak stabil, kendala perangkat dan insfrastruktur, batasan teknis
platform, keterbatasan waktu serta preferensi pedagogis sebagian guru.
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ABSTRACT

ZULIYANTI, NIA. Academic Advisors Dr. UMMIY FAUZIYAH LAILI,
M.Si and Dr. MOCHAMAD DESTA PRADANA, M.Pd, Analysis of the
Implementation of Kahoot-Based SKI Learning in Overcoming Students'
School Burnout at MAN 3 Nganjuk, Undergraduate Thesis, Islamic
Religious Education Study Program, Faculty of Tarbiyah and Teacher
Training, UIN Syekh Wasil Kediri. 2026.

Keywords: SKI Learning, Kahoot Game, School Burnout

This study examines the teaching of Islamic Cultural History (SKI) in
Islamic Senior High Schools, which frequently encounters issues of school burnout,
particularly when the instructional process still relies heavily on oral delivery and
conventional presentations. This condition results in a lack of focus, learning
motivation, and active student engagement throughout the teaching and learning
activities. Based on preliminary observations and interviews conducted at MAN 3
Nganjuk, it was found that eleventh-grade students exhibited relatively high levels
of school burnout in the SKI subject. Therefore, this study aims to analyze the
implementation of Kahoot-based game learning in SKI to overcome students’
school burnout, as well as to examine the factors that facilitate and hinder the
implementation of this learning activity at MAN 3 Nganjuk.

This study employed a qualitative approach with a descriptive research
design. The research subjects included the SKI subject teacher, the vice principal
for curriculum affairs, and students of classes XI-1 and XI-2 at MAN 3 Nganjuk.
Data were collected through observation, interviews, and documentation. Data
analysis was carried out through the stages of data reduction, data display, and
conclusion drawing. Data validity was ensured through source and technique
triangulation to confirm the trustworthiness of the research findings.

The research findings indicate that: (1) The implementation of game-based
SKI learning using Kahoot at MAN 3 Nganjuk was carried out properly and
systematically. The learning process began with the opening session, followed by
group presentations, a question-and-answer session, reinforcement of the material,
and continued with the implementation of Kahoot using team mode, concluding
with closing activities and the distribution of rewards. (2) The use of Kahoot has
proven to be effective in reducing students’ school burnout, increasing their
participation, focus, and learning motivation in SKI classes. Learning through team
mode creates a more active and engaging classroom environment while
encouraging positive competition. In addition, there was an improvement in
students’ understanding of the material, as reflected in their involvement in
discussions and their learning evaluation results. (3) The supporting factors for the
implementation of Kahoot include the availability of facilities and infrastructure,
students’ technological literacy, teachers’ competence, technical readiness and
collaborative culture, platform flexibility, as well as effective learning management
and motivation. Meanwhile, the inhibiting factors include unstable internet
connections, device and infrastructure constraints, technical limitations of the
platform, time constraints, and the pedagogical preferences of some teachers.
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