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ABSTRAK 

Aldes Hidayattullah, NIM : 2111210103, Skripsi : Pengaruh 

Game Online Terhadap Minat Belajar Membaca AL-qur‟an 

Pada Siswa Di SMP Islam Al-azhar 52 Kota Bengkulu, 

Program Studi Pendidikan Agama Islam, Fakuktas Tarbiyah Dan 

Tadris, Universitas Islam Negeri Fatmawati Sukarno Bengkulu, 

Pembimbing 1. Dr. Mus Mulyadi, M. Pd, Pembimbing 2. Dr. Adi 

Saputra, M.Pd 

Penelitian ini bertujuan untuk mengetahui pengaruh game 

online terhadap minat belajar membaca Al-Qur‟an pada siswa 

kelas VIII di SMP Islam Al-Azhar 52 Kota Bengkulu. Fenomena 

pesatnya perkembangan teknologi, khususnya hiburan digital 

seperti game online, telah berdampak signifikan terhadap 

kebiasaan dan minat belajar siswa, termasuk aspek keagamaan 

seperti membaca Al-Qur‟an. Penelitian ini menggunakan 

pendekatan deskriptif kuantitatif dengan metode ex post facto, di 

mana peneliti tidak mengendalikan variabel bebas secara 

langsung karena sudah terjadi dalam kehidupan siswa.data 

dikumpulkan melalui angket kepada 62 siswa kelas VIII yang 

telah melalui uji validitas dan reliabilitas. Analisis data 

menggunakan IBM SPSS Statistics 25. Hasil penelitian 

menunjukkan hubungan negatif antara intensitas bermain game 

online dan minat belajar membaca Al-Qur‟an. Uji regresi linier 

sederhana menghasilkan signifikansi < 0,005 dengan koefisien 

regresi 0,348. Koefisien determinasi menunjukkan game online 

berkontribusi 13,1% terhadap minat belajar membaca Al-Qur‟an, 

sementara 86,9% dipengaruhi variabel eksternal seperti 

lingkungan keluarga, guru, metode pembelajaran, akses sumber 

belajar, teknologi, dan game online, yang dapat memengaruhi 

cara siswa mengembangkan keterampilan sosialnya.dapat 

disimpulkan terdapat pengaruh signifikan antara game online dan 

minat belajar membaca Al-Qur‟an. Siswa yang sering bermain 

game cenderung memiliki minat rendah terhadap pembelajaran 

Al-Qur‟an. Oleh karena itu, pengawasan dan pengarahan dari 

orang tua dan pendidik diperlukan untuk mengarahkan 

penggunaan teknologi secara bijak. 
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Kata Kunci: Game Online, Minat Belajar, Membaca Al-Qur‟an, 

Siswa SMP, Pendidikan Islam. 
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ABSTRAK 

Aldes Hidayattullah, NIM: 2111210103, Thesis: The Influence 

of Online Games on the Interest in Learning to Read the 

Qur'an in Students at SMP Islam Al-Azhar 52, Bengkulu 

City", Islamic Religious Education Study Program, Faculty of 

Tarbiyah and Tadris, Fatmawati Sukarno State Islamic University 

Bengkulu, Advisor 1. Dr. Mus Mulyadi, M. Pd, Advisor 2. Dr. 

Adi Saputra, M.Pd 

This study aims to determine the effect of online games 

on the interest in learning to read the Qur'an in grade VIII 

students at SMP Islam Al-Azhar 52 Bengkulu City. The 

phenomenon of rapid technological developments, especially 

digital entertainment such as online games, has had a significant 

impact on students' learning habits and interests, including 

religious aspects such as reading the Qur'an. This study uses a 

quantitative descriptive approach with the ex post facto method, 

where researchers do not control the independent variables 

directly because they have occurred in students' lives. Data were 

collected through questionnaires to 62 grade VIII students who 

had undergone validity and reliability tests. Data analysis used 

IBM SPSS Statistics 25. The results showed a negative 

relationship between the intensity of playing online games and 

interest in learning to read the Qur'an. The simple linear 

regression test produced a significance of <0.005 with a 

regression coefficient of 0.348. The coefficient of determination 

shows that online games contribute 13.1% to the interest in 

learning to read the Qur'an, while 86.9% is influenced by external 

variables such as family environment, teachers, learning methods, 

access to learning resources, technology, and online games, 

which can affect how students develop their social skills. It can 

be concluded that there is a significant influence between online 

games and interest in learning to read the Qur'an. Students who 

often play games tend to have low interest in learning the Qur'an. 

Therefore, supervision and direction from parents and educators 

are needed to direct the use of technology wisely. 
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Keywords: Online Games, Learning Interest, Reading the 

Qur'an, Junior High School Students, Islamic Education. 
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