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ABSTRAK 

 

 

Ningrum, Dwi Agus Tina, 2026., Pengaruh Model Game Based Learning 

Berbasis Gimkit Terhadap Hasil Belajar IPAS Di SDN Pakis V Surabaya, 

Program Studi Pendidikan Guru Sekolah Dasar, Fakultas Keguruan dan Ilmu 

Pendidikan, Universitas Wijaya Kusuma Surabaya. Pembimbing (I) Dr. Savitri 

Suryandari, S.Psi., M.Psi, dan Pembimbing (II) Diyas Age Larasati, S.Pd., 

M.Pd. 

 

 

Kata Kunci : Model Pembelajaran, Game Based Learning, Gimkit, Hasil 

belajar, IPAS, kelas  4, sekolah dasar 

 

Penelitian ini dilatarbelakangi oleh rendahnya hasil belajar murid pada mata 

pelajaran IPAS yang disebabkan oleh proses pembelajaran yang masih 

didominasi oleh penjelasan guru sehingga murid kurang aktif dalam kegiatan 

pembelajaran. Penelitian ini bertujuan untuk mengetahui pengaruh model 

Game Based Learning berbantuan Gimkit terhadap hasil belajar IPAS murid 

kelas 4 SDN Pakis V Surabaya. Penelitian ini menggunakan pendekatan 

kuantitatif dengan metode quasi eksperimen dan desain nonequivalent control 

group design. Sampel penelitian terdiri atas kelas eksperimen dan kelas kontrol 

dengan jumlah masing-masing 30 murid. Teknik pengumpulan data 

menggunakan tes hasil belajar berupa pretest dan posttest. Instrumen 

penelitian telah diuji validitas dan reliabilitas sebelum digunakan. Analisis data 

dilakukan melalui uji prasyarat yang meliputi uji normalitas dan homogenitas, 

kemudian dilanjutkan dengan uji hipotesis menggunakan independent sample 

t-test. Hasil penelitian menunjukkan bahwa terdapat perbedaan hasil belajar 

yang signifikan antara murid yang memperoleh pembelajaran menggunakan 

model Game Based Learning berbantuan Gimkit dengan murid yang 

memperoleh pembelajaran konvensional. Penerapan model Game Based 

Learning berbantuan Gimkit memberikan pengaruh positif terhadap 

peningkatan hasil belajar IPAS murid. Dengan demikian, model Game Based 

Learning berbantuan Gimkit dapat digunakan sebagai alternatif model 

pembelajaran untuk menciptakan kegiatan belajar yang aktif, inovatif, dan 

menyenangkan. 
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This research was motivated by the low learning outcomes of students in the 

IPAS subject due to learning activities that were still dominated by teacher 

explanations, causing students to be less active in the learning process. This 

study aims to determine the effect of the Game Based Learning model assisted 

by Gimkit on the learning outcomes of fourth-grade students at SDN Pakis V 

Surabaya. This research used a quantitative approach with a quasi-

experimental method using a nonequivalent control group design. The 

research sample consisted of an experimental class and a control class, with 

30 students in each class. Data were collected through learning outcome tests 

in the form of pretest and posttest. The research instruments were tested for 

validity and reliability before being used. Data analysis was conducted using 

prerequisite tests, including normality and homogeneity tests, followed by 

hypothesis testing using the independent sample t-test. The results showed that 

there was a significant difference in students’ learning outcomes between the 

class that applied the Game Based Learning model assisted by Gimkit and the 

class that used conventional learning. The implementation of the Game Based 

Learning model assisted by Gimkit had a positive effect on improving students’ 

IPAS learning outcomes. Therefore, the Game Based Learning model assisted 

by Gimkit can be used as an alternative learning model to create active, 

innovative, and enjoyable learning activities. 
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