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ABSTRACT 

Nikmah, Fitrotun. 2020. "Development of Thematic Assessment Based on 

Interactive Games in Primary Schools". Thesis. Basic Education Study 

Program Primary School Teacher Education Concentration. Postgraduate 

program. Muria Kudus University. Supervisor I Dr. Sri Utaminingsih, 

M.Pd., Supervisor II Dr. Su’ad, M.Pd. 

Keywords: Development of Thematic Assessment, Game Based Assessment, 

Interactive Games. 

The purpose of this research are 1) To Arrange the Design of Thematic 

Assessment Development Based on Interactive Game Snakes and Ladders in 

Class 3 Theme 3 Elementary School. And 2) To find out the effectiveness of the 

Game-Based Interactive Assessment Model 

The research method which has used the type of research and development 

(R&D) or research and development with stages of research and collection of 

initial information, planning, initial format development, initial trials, product 

revisions. initial produl revision, field trial, product revision, field test, final 

product revision and Dissemination and Implementation. The product has been 

validated and tested to find out the level of validity qualitatively and 

quantitatively through the credibility test, validity test, reliability test and test item 

analysis. For the effectiveness of the product data were analyzed by t-test. 

The results of this research are, Development of thematic appraisal products 

based on interactive games includes 4 components, namely assessment 

procedures, assessment techniques, assessment instruments and implementation of 

assessments. The assessment procedure is carried out by stages determining the 

objectives of the assessment, KI and KD analysis and formulating a grid. The 

assessment technique developed is a type of multiple choice written test 

assessment. And for the instrument and the implementation of thematic 

assessment based on this game is packaged in the form of a snake ladder game in 

class learning. 

The results of the validation by the experts obtained an average score of 3.7 

and 4.2, the development product is in the good category to be used because it has 

a value of 3.4 <X≤4.2 and the validation by the teacher obtained an overall total 

score of 254 with an average average 4.2 or 85% of the total overall score. Then it 

can be concluded that the thematic assessment based on interactive games is 

feasible to be use. For the level of effectiveness, the results obtained t_ (count)> t_ 

(table) with a sign.0.00 value <0.05 .. This proves that there is a significant 

relationship between the product developed with student learning outcomes. 

From this research, the researcher suggest to : 1) teachers should be able to 

arouse and enhance students' responses and curiosity on multicultural material 

through the value of local wisdom in Jepara district, and 2) products developed 

are limited to class III theme 3 "Differences around me "Only. Then in the future 

it is expected to be able to develop all themes in grade III elementary school and 

have a depth and breadth of the material beyond the scope of the material in the 

2013 teacher and student curriculum book. 
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ABSTRAK 

Nikmah, Fitrotun. 2020. “Pengembangan Penilaian Tematik Berbasis Permainan 

Interaktif di Sekolah Dasar”. Tesis. Program Studi Pendidikan Dasar 

Konsentrasi Pendidikan Guru Sekolah Dasar. Program Pascasarjana. 

Universitas Muria Kudus. Pembimbing I Dr. Sri Utaminingsih, M.Pd., 

Pembimbing II Dr. Su’ad, M.Pd. 

Kata Kunci : Pengembangan Penilaian Tematik, Penilaian Berbasis Permainan, 

Permainan Interaktif. 

Tujuan penelitian ini adalah 1) Untuk Menyusun Desain Pengembangan 

Penilaian Tematik Berbasis Permainan Interaktif Ular Tangga di Kelas 3 Tema 3 

Sekolah Dasar.  Dan 2) Untuk Menemukan Efektivitas Model Penilaian Interaktif 

Berbasis Permainan  

Metode penelitian yang digunakan disini adalah research and development 

(R&D) atau penelitian dan pengembangan dengan tahapan penelitian dan 

pengumpulan informasi awal, perencanaan, pengembangan format awal, uji coba 

awal, revisi produk. revisi produl awal,uji coba lapangan, revisi produk, uji 

lapangan, revisi produk akhir dan Desiminasi dan Implementasi. Produk 

divalidasi dan ujicoba untuk mengetahui tingkat keabsahannya secara kualitatif 

dan kuantitatif melalui uji kredibilitas, uji validitas, uji reabilitas dan analisis butir 

tes. Dan untuk tingkat efektifitas produk data dianalisis dengan uji-t. 

Hasil penelitian ini adalah, Pengembangan produk penilaian tematik 

berbasis permainan interaktif mencakup 4 komponen yaitu prosedur penilaian, 

teknik penilaian, instrukmen penilaian dan pelaksanaan penilaian. Prosedur 

penilaian dilakukan dengan tahapan menetukan tujuan penilaian, analisis KIdan 

KD dan merumuskan kisi-kisi. Teknik penilaian yang dikembangkan adalah jenis 

penilaian tes tertulis pilihan ganda. Dan untuk instrumen serta pelaksanaan 

penilaian tematik berbasis permainan ini dikemas dalam bentuk permainan ular 

tangga dalam pembelajaran dikelas. 

Hasil validasi oleh ahli diperoleh skor rata-rata 3,7 dan 4,2, produk 

pengembagan masuk pada kategori baik untuk digunakan karena memiliki nilai 

3,4 <X≤4,2 dan validasi oleh guru yang diperoleh skor total keseluruhan sebesar 
254 dengan rata-rata 4,2 atau sebesar 85% dari total skor keseluruhan. Maka dapat 

disimpulkan bahwa penilaian tematik berbasis permainan interaktif layak untuk 

digunakan. Untuk  tingkat kefektifitasannya, diperoleh hasil thitung > ttabel   

dengan nilai sign.0,00 < 0,05.. Hal tersebut membuktikan  bahwa terdapat 
hubungan yang signifikan antara produk yang dikembangkan dengan hasil belajar 

siswa.  

Dari penelitian ini disarankan, bahwa: 1) hendaknya guru mampu 

membangkitkan dan meningtkan respon serta rasa ingin tahu siswa pada materi 

multicultural melalui nilai kearifan lokal di kabupaten jepara., dan 2) produk yang 

dikembangkan hanya terbatas pada kelas III tema 3 “Benda di sekitarku” saja. 

Maka kedepan diharapkan dapat mengembangkan semua tema pada kelas III 

sekolah dasar dan memiliki kedalaman serta keluasan materi melebihi cakupan 

materi pada buku guru dan siswa kurikulum 2013. 
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