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ABSTRAK

PENGARUH GAME BASED LEARNING PERBANTUAN ARTIFICIAL
INTELLIGENCE TERHADAP BERPIKIR KREATIF DAN MOTIVASI
BELAJAR SISWA SEKOLAH DASAR

Tesis ditulis oleh Aji Purwanto. Program Studi Magister Pendidikan Dasar.
Pascasarjana Universitas Muhammadiyah Purwokerto.

Penelitian ini bertujuan untuk menganalisis: (1) pengaruh model Game Based
Learning (GBL) Berbantuan Artificial Intelligence (Al) terhadap kemampuan
berpikir kreatif siswa sekolah dasar; (2) pengaruhnya terhadap motivasi belajar
siswa; serta (3) keterkaitan antara kemampuan berpikir kreatif dan motivasi
belajar. Penelitian ini menggunakan metode kuasi-cksperimen dengan desain
Nonequivalent Control Group Design (Posttest Only). Subjek penelitian adalah
siswa kelas IV SD di Gugus Untung Suropati Lomanis, Kecamatan Cilacap
Tengah, yang terbagi dalam kelompok eksperimen (n=30) dan kontrol (n=30).
Teknik pengumpulan data menggunakan tes tertulis (soal uraian) untuk
mengukur kemampuan berpikir kreatif dan angket skala Likert untuk mengukur
motivasi belajar. Data dianalisis secara statistik dengan uji independent sample
t-test dan uji korelasi Pearson.Hasil penelitian menunjukkan: (1) terdapat
pengaruh signifikan GBL Berbantuan Al terhadap peningkatan kemampuan
berpikir kreatif siswa (t = -26,651; p = 0,000); (2) terdapat pengaruh signifikan
terhadap peningkatan motivasi belajar siswa (t = -28,334; p = 0,000); dan (3)
terdapat hubungan positif yang signifikan antara kemampuan berpikir kreatif
dan motivasi belajar (r = 0,765; p = 0,000). Simpulan penelitian ini
mengkonfirmasi bahwa integrasi GBL dan Al efektif dalam meningkatkan aspek
kognitif (berpikir kreatif) dan afektif (motivasi) siswa secara simultan.
Implikasinya, model ini dapat dijadikan sebagai alternatif pembelajaran inovatif,
khususnya pada materi matematika yang memerlukan visualisasi dan pemecahan
masalah.

Kata Kunci: Game Based Learning, Artificial Intelligence, Berpikir Kreatif,
Motivasi Belajar, Sekolah Dasar.
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ABSTRACT

THE INFLUENCE OF GAME-BASED LEARNING INTEGRATED
WITH ARTIFICIAL INTELLIGENCE ON CREATIVE THINKING
AND LEARNING MOTIVATION OF ELEMENTARY SCHOOL
STUDENTS

Thesis written by Aji Purwanto. Master's Program in Basic Education.
Postgraduate School, Universitas Muhammadiyah Purwokerto.

This study aims to analyze: (1) the influence of the Game-Based Learning (GBL)
model assisted by Artificial Intelligence (Al) on the creative thinking ability of
elementary school students; (2) its influence on students' learning motivation;
and (3) the correlation between creative thinking ability and learning motivation.
This research used a quasi-experimental method with a Nonequivalent Control
Group Design (Posttest Only). The research subjects were fourth-grade
elementary school students in the Untung Suropati Lomanis cluster, Central
Cilacap District, divided into an experimental group (n=30) and a control group
(n=30). Data collection techniques used a written test (essay questions) to
measure creative thinking ability and a Likert scale questionnaire to measure
learning motivation. Data were analyzed statistically using the independent
sample t-test and Pearson correlation test.The results showed: (1) a significant
influence of Al-assisted GBL on improving students' creative thinking ability (t
=-26.651; p=0.000); (2) a significant influence on improving students' learning
motivation (t = -28.334; p = 0.000); and (3) a significant positive relationship
between creative thinking ability and learning motivation (r = 0.765; p = 0.000).
The conclusion of this study confirms that the integration of GBL and Al is
effective in simultaneously improving students' cognitive (creative thinking) and
affective (motivation) aspects. The implication is that this model can be used as
an innovative learning alternative, especially for mathematics materials that
require visualization and problem-solving.

Keywords: Game-Based Learning, Artificial Intelligence, Creative Thinking,
Learning Motivation, Elementary School.
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