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ABSTRAK

Tujuan dari penelitian ini untuk mengetahui: 1). Untuk menganalisis
kelayakan instrumen penilaian berbasis game edukatif berbantuan Gimkit
pada mata pelajaran IPAS materi rantai makanan di kelas V 2). Untuk
menganalisis reliabilitas instrumen penilaian berbasis game edukatif
berbantuan Gimkit pada mata pelajaran IPAS materi rantai makanan di kelas
V 3). Untuk menganalisis kepraktisan instrumen penilaian berbasis game
edukatif berbantuan Gimkit pada mata pelajaran IPAS materi rantai makanan
di kelas V 4). Untuk menganalisis keefektivitasan instrumen penilaian
pembelajaran berbasis game edukatif berbantuan Gimkit pada mata
pelajaran IPAS materi rantai makanan di kelas V. Metode yang digunakan
dalam penelitian ini yaitu metode pengembangan Research And
Development (R&D) dengan menggunakan model ADDIE melalui lima
tahapan yang diantaranya: Analysis, Design, Development, Implementation,
Evaluation. Hasil yang didapat dari beberapa validator ahli terkait, yaitu,
ahli instrumen penilaian mendapatkan skor kelayakan 87%, ahli materi
mendapatkan skor kelayakan 86%, reliabilitas instrumen penilian
mendapatkan skor 0,93 kategori sangat baik, respon guru mendapatkan skor
kelayakan 100% sangat praktis dan efektif karena mudah digunakan,
dioperasikan, dan menyenangkan, dan instrument penilaian sangat efisien
waktu. Dengan demikian Instrumen Penilaian berbasis Game Edukatif
berbantuan Gimkit pada mata pelajaran IPAS materi “Rantai Makanan™ di
kelas V sangat layak digunakan pada proses pembelajaran.
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DEVELOPMENT OF AN EDUCATIONAL GAME-BASED ASSESSMENT
INSTRUMENT USING GIMKIT IN SOCIAL AND NATURAL SCIENCE
SUBJECT ON THE TOPIC “FOOD CHAIN” IN GRADE V
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ABSTRACT

The objective of this research is to: 1). Analyze the feasibility of the Gimkit-assisted
educational game-based assessment instrument for IPAS subject matter food chain
inclass V. 2). Analyze the reliability of the Gimkit-assisted educational game-based
assessment instrument for IPAS subject matter food chain in class V. 3). Analyze
the practicality of the Gimkit-assisted educational game-based assessment
instrument for IPAS subject matter food chain in class V. 4). Analyze the
effectiveness of the Gimkit-assisted educational game-based assessment instrument
Jor IPAS subject matter food chain in class V.The method used in this research is
the Research and Development (R& D) method using the ADDIE model through five
stages: Analysis, Design, Development, Implementation, and Evaluation. The
results obtained from several expert validators, namely, the assessment instrument
expert got a feasibility score of 87%, the material expert got a feasibility score of
86%, the reliability of the assessment instrument got a score of 0.93 in the very
good category, the teacher's response got a feasibility score of 100% very practical
and effective because it is easy to use, operate, and fun, and the assessment
instrument is very time-efficient. Thus, the Gimkit-assisted educational game-based

ument for IPAS subject matter "Food Chain" in class V is very
iNpe learning process.
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