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ABSTRAK

Skripsi ini dengan judul “Analisis Penggunaan Permainan Monopoly Game Smart (MGS)
Sebagai Media Pembelajaran Terhadap Motivasi Siswa (Studi Eksperimen di XI ULP di
SMKN 1 Bandung dalam Materi Meeting, Incentive, Convention, and Exhibition)
merupakan penelitian kuantitatif model Quasi Experimental Design yang dilakukan pada
peserta didik kelas XI jurusan Usaha Layanan Pariwisata di SMKN 1 Bandung. penelitian
ini bertujuan untuk menganalisis penggunaan permainan Monopoly Game Smart (MGS)
sebagai media pembelajaraan untuk meningkatkan motivasi belajar siswa. Sampel
penelitian terdiri dari dua kelompok: kelompok eksperimen dengan berbasis menggunakan
permainan Monopoly Game Smart (MGS) dan kelompok kontrol tidak berbasis Monopoly
Game Smart (MGS). Dalam meningkatkan motivasi belajar peserta didik ditinjau dengan
berdasar pada indikator motivasi belajar siswa kepada kelas eksperimen dan kelas kontrol.
Kemudian kelas eksperimen diberi perlakuan (treatment) dengan menggunakan media
pembelajaran berbasis Monopoly Game Smart (MGS) selanjutnya diberikan posttest pada
akhir pembelajaran. Sedangkan kelas kontrol tidak menggunakan media pembelajaran
berbasis permainan Monopoly Game Smart (MGS). Hasil penelitian ditinjau indikator
motivasi belajar menunjuan bahwa motivasi belajar peserta didik kelas eksperimen
mengalami peningkatkan dari kelas kontrol. Berdasarkan hasil penelitian menunjukan
bahwa penggunaaan media pembelajaran Monopoly Game Smart (MGS) dapat
meningkatkan motivasi belajar peserta didik dengan nilai rata-rata gain pada kelas

eksperimen 13,61 sedangkan rata-rata gain pada kelas kontrol adalah 7,97.

Kata Kunci : Media pembelajaran, Monopoly Game Smart (MGS), Quasi experimental,

Motivasi Belajar, Metode Penelitian Eksperimen
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ABSTRACT

The Research "Analysis of Monopoly Game Smart (MGS) Usage as Learning Media on
Student Motivation (Experimental Study in X1 ULP at SMKN 1 Bandung in the Subject of
Meeting, Incentive, Convention, and Exhibition)," is a quantitative research employing a
Quasi Experimental Design model conducted with students of Grade XI majoring in
Tourism Services at SMKN 1 Bandung. The aim of this study is to analyze the use of
Monopoly Game Smart (MGS) as a learning media to enhance student learning motivation.
The research sample consists of two groups: the experimental group using Monopoly Game
Smart (MGS)-based learning and the control group not using Monopoly Game Smart
(MGS). The enhancement of students’ learning motivation is assessed based on learning
motivation indicators for both the experimental and control groups. Subsequently, the
experimental group receives treatment through the utilization of Monopoly Game Smart
(MGS)-based learning media, followed by a posttest at the end of the learning process.
Meanwhile, the control group does not employ Monopoly Game Smart (MGS)-based
learning media. The research findings, based on learning motivation indicators, reveal that
the learning motivation of students in the experimental group has improved compared to
the control group. The results of the study indicate that the utilization of Monopoly Game
Smart (MGS) as a learning media can enhance students' learning motivation, with an
average gain score of 13.61 for the experimental group, while the average gain score for

the control group is 7.97.

Keywords: Learning media, Monopoly Game Smart (MGS), Quasi experimental, Student
Learning Motivation, Experimental Research Method.
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