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ABSTRAK 

Hermawan, Feri, 2026, Pengembangan Media QuizWhizzer Materi Nilai Mata 

Uang dan Fungsinya Pada Kelas III SDN Pakis V Surabaya, Program Studi 

Pendidikan Guru Sekolah Dasar, Fakultas Keguruan dan Ilmu Pendidikan, 

Universitas Wijaya Kusuma Surabaya. Diyas Age Larasati, S.Pd.,M.Pd. dan Dr. Hj. 

Savitri Suryandari, S.Psi., M.Psi. 

 Penelitian ini bertujuan untuk mengembangkan media QuizWhizzer pada 

materi nilai mata uang dan fungsinya serta mengetahui tingkat kevalidan, dan 

keefektifannya dalam pembelajaran IPAS di sekolah dasar. Penelitian 

menggunakan metode Research and Development (R&D) dengan model ADDIE 

yang meliputi tahap Analysis, Design, Development, Implementation, dan 

Evaluation. Penelitian dilaksanakan di SDN Pakis V Surabaya dengan subjek 

penelitian terdiri atas ahli media, ahli materi, guru kelas III-A, dan 24 murid kelas 

III-A. Teknik pengumpulan data menggunakan observasi, wawancara, angket, dan 

tes, sedangkan analisis data dilakukan menggunakan persentase dan uji N-Gain 

berbantuan SPSS versi 31.0.2.0 (126). Hasil penelitian menunjukkan bahwa media 

QuizWhizzer memperoleh persentase validasi ahli media sebesar 91,25% dan 

validasi ahli materi sebesar 90% dengan kategori sangat valid, sedangkan respon 

murid memperoleh persentase sebesar 88,125% dengan kategori sangat praktis. 

Hasil analisis N-Gain sebesar 0,9583 atau 95,83% termasuk kategori tinggi. Dengan 

demikian, media QuizWhizzer dinyatakan sangat valid, sangat praktis, dan efektif 

digunakan dalam pembelajaran IPAS materi nilai mata uang dan fungsinya pada 

murid kelas III sekolah dasar. 

Kata kunci: QuizWhizzer; media pembelajaran digital; IPAS; nilai mata uang; 

sekolah dasar. 
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ABSTRACK 

Hermawan, Feri. 2026. Development of QuizWhizzer Media for the Topic of 

Currency Values and Their Functions for Third Grade Students at SDN Pakis V 

Surabaya. Program Studi Pendidikan Guru Sekolah Dasar, Fakultas Keguruan dan 

Ilmu Pendidikan, Universitas Wijaya Kusuma Surabaya.  Diyas Age Larasati, S.Pd., 

M.Pd. and Dr. Hj. Savitri Suryandari, S.Psi., M.Psi. 

This study aimed to develop QuizWhizzer learning media on the topic of currency 

values and their functions and to determine its validity and effectiveness in IPAS 

(Natural and Social Sciences) learning at the elementary school level. The study 

employed the Research and Development (R&D) method using the ADDIE model, 

which consists of the Analysis, Design, Development, Implementation, and 

Evaluation stages. The research was conducted at SDN Pakis V Surabaya, 

involving media experts, material experts, a third-grade teacher, and 24 third-grade 

students as research subjects. Data were collected through observation, interviews, 

questionnaires, and tests. Data analysis was carried out using percentage 

techniques and N-Gain analysis with the assistance of SPSS version 31.0.2.0 (126). 

The results showed that the QuizWhizzer media obtained a media expert validation 

score of 91.25% and a material expert validation score of 90%, both categorized 

as very valid. Student responses reached 88.125%, indicating a very practical 

category. Furthermore, the N-Gain analysis yielded an average score of 0.9583 or 

95.83%, which falls into the high category. Therefore, the developed QuizWhizzer 

media was considered highly valid, highly practical, and effective for use in IPAS 

learning on the topic of currency values and their functions for third-grade 

elementary school students. 

Keywords: QuizWhizzer, digital learning media, IPAS, currency values, 

elementary school. 
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