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ABSTRAK

Jesica Dwi Rahmayanti, 2024. Pengembangan Quizwhizzer sebagai Game Based
Assessment untuk Melatih Keterampilan Berpikir Kritis Dan Keterampilan
Berpikir Kreatif Siswa Kelas V Pada Mata Pelajaran IPAS di MI Negeri 1 Gresik.
Tesis. Program Studi Pendidikan Guru Madrasah Ibtidaiyah. Pascasarjana, UIN
Sunan Ampel Surabaya. Pembimbing: Dr. Siti Lailiyah, M.Si., Dr. H. Nadlir,
M.Pd.1.

Kata Kunci : Quizwhizzer, Game Based Assessment, Keterampilan Berpikir Kritis,
Keterampilan Berpikir Kreatif, Pembelajaran IPAS.

Berbagai macam kemajuan teknologi mulai diterapkan dalam dunia
pendidikan. Namun penerapan teknologi sebagai media asesmen dalam pembelajaran
belum optimal. Sehingga diperlukan adanya inovasi dalam hal pengaplikasian
teknologi sebagai media asesmen pembelajaran salah satunya melalui aplikasi
Quizwhizzer. Tujuan dari penelitian ini adalah untuk mengetahui desain pengembangan,
kevalidan, kepraktisan, keefektifan Quizwhizzer sebagai Game Based Assessment
untuk melatih keterampilan berpikir kritis dan keterampilan berpikir kreatif siswa
kelas V di MI Negeri 1 Gresik.

Penelitian ini menggunakan jenis penelitian Research and Development dengan
model pengembangan ADDIE yang meliputi 5 tahapan yaitu analysis, design,
development, implementation, dan evaluation. Subjek penelitian ini adalah 50 siswa
kelas V MI Negeri 1 Gresik tahun pelajaran 2024-2025. Pengumpulan data dilakukan
dengan observasi, wawancara, angket, dan tes. Data yang dikumpulkan kemudian
dianalisis menggunakan analisis validitas, analisis kepraktisan dan analisis efektivitas.

Hasil penelitian menunjukkan bahwa: (1) pada tahap analisis diperoleh data
tentang rendahnya keterampilan berpikir kritis dan keterampilan berpikir Kkreatif
siswa, belum adanya inovasi media untuk asesmen pembelajaran di MI Negeri 1
Gresik. Pada tahap desain dilakukan perancangan media asesmen pembelajaran
berbasis game. Pada tahap pengembangan dilakukan pembuatan media asesmen
pembelajaran berbasis game melalui aplikasi quizwhizzer kemudian divalidasi oleh
validator. Pada tahap implementasi dilakukan uji coba dan penerapan media yang
sudah dinyatakan layak oleh validator. Tahap terakhir ialah tahap evaluasi yaitu
melakukan analisis' statistik ‘pada’ data.yang telah diperoleh.: (2) Secara isi, media
quizwhizzer sebagai game based assessment dinyatakan *“ sangat valid” oleh validator
ahli dengan rata-rata skor kevalidan sebesar 4,2 dengan persentase sebesar 84%,
sedangkan secara konstruk dinyatakan valid berdasar pada perolehan nilai rniwng yang
lebih besar dari ruwee;; (3) Kepraktisan media quizwhizzer sebagai game based
assessment secara teori ahli dinyatakan praktis dengan sedikit revisi, sedangkan secara
praktik oleh siswa dan guru memperoleh rata-rata persentase 88,14% sehingga
dinyatakan sangat praktis; 4) Keefektifan media quizwhizzer sebagai game based
assessment dianalisis menggunakan uji manova (multivariate test) diperoleh nilai
signifikansi sebesar 0,000 < 0,05 yang artinya Ho ditolak, sehingga terdapat perbedaan
secara simultan antara keterampilan berpikir kritis dan keterampilan berpikir kreatif
siswa pada kelompok eksperimen dan kelompok kontrol. Dengan demikian dapat
disimpulkan bahwa media quizwhizzer sebagai game based assessment efektif untuk
melatih keterampilan berpikir kritis dan keterampilan berpikir kreatif siswa.
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ABSTRACT

Jesica Dwi Rahmayanti, 2024. Development of Game Based Assessment Assisted by

Quizwhizzer on Critical Thinking Skills and Creative Thinking Skills of

Class V Students in Social Sciences Subjects at MI Negeri 1 Gresik. Thesis.

Madrasah Ibtidaiyah Teacher Education Study Program. Postgraduate, UIN

Sunan Ampel Surabaya. Supervisor : Dr. Siti Lailiyah, M.Si., Dr. H. Nadlir,

M.Pd.I.

Keywords : Quizwhizzer, Game Based Assessment, Critical Thinking Skills, Creative

Thinking Skills, Science Learning.

Various kinds of technological advances are starting to be applied in the
world of education. However, the application of technology as an assessment medium
in learning is not yet optimal. So innovation is heeded in terms of applying technology
as a learning assessment medium, one of which is through the Quizwhizzer
application. The aim of this research is to determine the development design, validity,
practicality and effectiveness of Quizwhizzer as a Game Based Assessment to train
critical thinking skills and creative thinking skills for class V students at M1 Negeri 1
Gresik.

This research uses Research and Development research with the ADDIE
development model which includes 5 stages, namely analysis, design, development,
implementation, and evaluation. The subjects of this research were 50 class V students
of MI Negeri 1 Gresik for the 2024-2025 academic year. Data collection was carried
out by observation, interviews, questionnaires and tests. The data collected was then
analyzed using validity analysis, practicality analysis and effectiveness analysis.

The results of the research show that: (1) at the analysis stage, data was
obtained regarding the low critical thinking skills and creative thinking skills of
students, there was no media innovation for learning assessment at Ml Negeri 1
Gresik. At the design stage, game-based learning assessment media is designed. At
the development stage, game-based learning assessment media was created through
the Quizzwhizzer application and then validated by validators. At the implementation
stage, trials and application of media are carried out which have been declared feasible
by the validator. The final stage is the evaluation stage, namely carrying out statistical
analysis on the data that has'been obtained. (2) In terms of content, the quizwhizzer
media as a game based assessment was declared "very valid" by expert validators with
an average validity score of 4.2 with a'percentage of 84%, whilein terms of construct
it was declared valid based on obtaining an rcount value that was greater than rtable;
(3) The practicality of quizwhizzer media as a game based assessment is theoretically
stated by experts to be practical with a few revisions, while in practice students and
teachers obtained an average percentage of 88.14% so it is declared very practical; 4)
The effectiveness of quizwhizzer media as a game based assessment was analyzed
using the MANOVA test (multivariate test), obtaining a significance value of 0.000 <
0.05, which means that HO was rejected, so there was a simultaneous difference
between critical thinking skills and creative thinking skills of students in the
experimental group and the experimental group. control. Thus, it can be conclude that
quizwhizzer media as a game based assessment is effective for training students'
critical thinking skills and creative thinking skills.
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