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PENGARUH MODEL PEMBELAJARAN GAMIFICATION TERHADAP
KEMAMPUAN BERPIKIR KRITIS SISWA PADA MATA PELAJARAN
IPAS SEKOLAH DASAR
(Penelitian Pre-Eksperimen Jenis One-Group Pre-test Post-test dengan Subjek
Tunggal pada Mata Pelajaran IPAS Siswa Kelas V di SDK Pasundan Kabupaten
Purwakarta Tahun Ajaran 2023/2024)

FAJAR CITRA WIBISONO
NIM: 2008034

ABSTRAK

Kemampuan berpikir kritis pada mata pelajaran IPAS siswa kelas V di SDK
Pasunda Purwakarta masih berada di bawah rata-rata. Berdasarkan hasil observasi
dan hasil pre-test yang menunjukan nilai rata-rata pre-test 52,3. Dalam upaya
peningkatan kemampuan berpikir kritis siswa digunakan model pembelajaran
gamification. Model pembelajaran gamification merupakan sebuah model yang
menerapkan proses belajar berbasis games. Dalam penelitian ini digunakan metode
penelitian one-group atau pre-eksperimen. Berdasarkan hasil yang didapatkan
dalam penelitian ini rata-rata kemampuan berpikir kritis peserta didik mengalami
peningkatanan menjadi 85,4 berdasarkan hasil nilai Post-test, dapat disimpulkan
bahwa model pembelajaran gamification terhadap kemampuan berpikir kritis siswa
pada mata pelajaran IPAS dapat meingkatkan kemampuan berpikir kritis siswa
kelas V SDK Pasundan Purwakarta.

Kata Kunci: Model pembelajaran gamification, Berpikir kritis, IPAS, Siswa
Sekolah Dasar.
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THE EFFECT OF GAMIFICATION LEARNING MODEL TO IMPROVE
STUDENTS' CRITICAL THINKING SKILLS IN ELEMENTARY SCHOOL IPAS
SUBJECTS
(Pre-Experimental Research of One-Group Pre-test Post-test Type with Single Subjects
on IPAS Subjects for Grade V Students at SDK Pasundan Purwakarta Regency in the
2023/2024 Academic Year)

FAJAR CITRA WIBISONO
ID NUMBER: 2008034

ABSTRACT

Critical thinking skills in IPAS subjects of grade V students at SDK Pasunda Purwakarta
are still below average. Based on the results of observations and pre-test results which
showed an average pre-test score of 52.3. In an effort to improve students’ critical
thinking skills, a gamification learning model was used. The gamification learning model
is a model that applies a games-based learning process. In this study, a one-group or pre-
experiment research method was used. Based on the results obtained in this study, the
average critical thinking ability of students has increased to 85.4 based on the results of
the Post-test score, it can be concluded that the gamification learning model to improve
students' critical thinking skills in IPAS subjects can improve the critical thinking skills
of grade V students of Pasundan Purwakarta Elementary School.

Keywords: Gamification learning model, Critical thinking, IPAS, Elementary school

students.
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