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PENGEMBANGAN ASESMEN PEMBELAJARAN BERBANTUAN
APLIKASI QUIZIZZ PADA IPAS MATERI INDONESIAKU
KAYA BUDAYA KELAS IV SD

DINA SRI NOVITA
NPM. 211434060

ABSTRAK

Penelitian ini bertujuan untuk mengembangkan asesmen pembelajaran berbantuan
aplikasi Quizizz pada mata pelajaran IPAS dengan materi Indonesiaku Kaya
Budaya untuk siswa kelas I'V SD. Latar belakang penelitian ini adalah rendahnya
keterlibatan siswa dalam asesmen pembelajaran yang masih bersifat konvensional
dan minim pemanfaatan teknologi. Metode penelitian yang digunakan adalah
Research and Development (R&D) dengan model ADDIE, yang mencakup lima
tahap: Analisis, Desain, Pengembangan, Implementasi, dan Evaluasi. Produk
asesmen dikembangkan sesuai dengan capaian pembelajaran Kurikulum Merdeka
dan divalidasi oleh ahli materi, ahli asesmen, ahli pembelajaran, serta diuji coba
kepada siswa kelas IV SD Negeri 064034 Medan Johor. Hasil validasi
menunjukkan bahwa asesmen yang dikembangkan termasuk dalam kategori layak
sebelum revisi dengan tingkat kelayakan sebesar 78% sebelum revisi setelah revisi
menjadi 84% sangat layak, ahli asesmen 88% sangat layak, ahli pembelajaran 98%
sangat layak dan respons siswa sebesar 94,82%. Temuan ini menunjukkan bahwa
aplikasi Quizizz efektif digunakan sebagai asesmen yang interaktif dan
menyenangkan, serta mampu meningkatkan minat dan pemahaman siswa terhadap
keberagaman budaya Indonesia.
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DEVELOPING A LEARNING ASSESSMENT USING THE QUIZIZZ
APPLICATION FOR SOCIAL AND NATURAL SCIENCES ON THE
TOPIC “INDONESIAKU KAYA BUDAYA” FOR GRADE IV
ELEMENTARY SCHOOL STUDENTS

DINA SRI NOVITA
NPM. 211434060

ABSTRACT

The objective of the research was to develop a learning assessment using the
Quizizz application for social and natural sciences on the topic “Indonesiaku Kaya
Budaya” for grade 1V elementary school students. The background of this research
is the low level of students’ engagement in learning assessments, which are still
conventional and utilize minimal technology. The research method used was
Research and Development (R&D) with the ADDIE model, which included five
stages: Analysis, Design, Development, Implementation, and Evaluation. The
assessment product was developed in accordance with the learning outcomes of the
Independent Curriculum and validated by material experts, assessment experts, and
learning experts, and was piloted on grade 1V students of SD Negeri 064034 Medan
Johor. Validation results showed that the developed assessment was considered
Jeasible before revision, with a feasibility rating of 78% before revision, and a very
feasible rating of 84% after revision. Assessment experts rated it as very feasible at
88%, learning experts rated it as very feasible at 98%, and student responses at
94.82%. These findings demonstrate that the Quizizz app is effective as an

assessment, and is capable of increasing students' interest
and Indonesian cultural diversity.
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