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ABSTRAK

Jaiva Lakaran, 2024, Pengembangan Gamifikasi pembelajaran Berbasis Classpoint
Pada Mata Pelajaran IPA Kelas VII Di SMP Kristen 1 Tagari Rantepao, Dosen
Pembimbing (1) Ervianti, S,Pd., M.Pd, Dosen Pembimbing (2) Drs. I Ketut Linggih,
M.Pd.

SMP Kristen I Tagari Rantepao sekolah yang terletak di Tagari, Kelurahan Tagari
Tallunglipu, Kec. Tallunglipu, Kab. Toraja Utara Prov. Sulawesi Selatan dalam
pembelajaran salah satu mata pelajaran yang menghadapi tantangan dalam pembelajaran
yaitu [lmu Pengetahuan Alam (IPA) dimana siswa kurang tertarik dan kurang termotivasi
dalam pembelajaran. Penelitian ini bertujuan untuk (1) Mendeskripsikan desain
pengembangan gamifikasi pembelajaran berbasis classpoint pada mata pelajaran IPA di
kelas VII SMP Kristen 1Tagari Rantepao, (2) Mendeskripsikan kevalidan pengembangan
gamifikasi pembelajaran berbasis classpoint pada mata pelajaran IPA di kelas VII SMP
Kristen 1Tagari Rantepao, (3) Mendeskripsikan kepraktisan pengembangan gamifikasi
pembelajaran berbasis classpoint pada mata pelajaran IPA di kelas VII SMP Kristen 1
Tagari Rantepao. Penelitian ini menggunakan metode Research and Development. Desain
Penelitian yang digunakan yaitu Model ADDIE yang terdiri dari 5 tahapan yaitu analisis,
desain, pengembangan, implementasi, dan evaluasi, tetapi dalam pengembangan ini
hanya fokus sampai pada 3 tahap yaitu analisis, desain dan pengembangan. ..... Hasil
validasi ahli media terhadap gamifikasi pembelajaran berbasis classpoint ini dengan
presentase 96,00% termasuk dalam kategori “Sangat Layak” dan hasil validasi ahli materi
presentase 80,00% termasuk dalam kategori “Layak”. Serta hasil uji coba kepraktisan
yaitu hasil dari respon guru presentase sebesar 86,00% termasuk dalam katergori “Sangat
Praktis” sedangkan hasil dari respon siswa diperoleh presentase 91,1% termasuk dalam
kategori “Sangat Praktis”.

Kata Kunci: Pengembangan, Gamifikasi Pembelajaran, Classpoint, IPA
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ABSTRACT

Jaiva Lakaran, 2024, Development of Classpoint Based Learning Gamification in Science
Subjects at SMP Kristen 1 Tagari Rantepao, Supervisor (1) Ervianti, S,Pd., M.Pd,
Supervisor (2) Drs. I Ketut Linggih, M.Pd.

SMP Kristen I Tagari Rantepao is a school located in Tagari, Tagari Tallunglipu
Village, Tallunglipu District, North Toraja Regency, South Sulawesi Province, in learning
one of the subjects that faces challenges in learning, namely Natural Sciences (IPA) where
students are less interested and less motivated in learning. This study aims to (1) Describe
the design of developing classpoint-based learning gamification in the subject of IPA in
class VII of SMP Kristen 1 Tagari Rantepao, (2) Describe the validity of developing
classpoint-based learning gamification in the subject of IPA in class VII of SMP Kristen
1 Tagari Rantepao, (3) Describe the practicality of developing classpoint-based learning
gamification in the subject of IPA in class VII of SMP Kristen 1 Tagari Rantepao. This
study uses the Research and Development method. The research design used is the ADDIE
Model which consists of 5 stages, namely analysis, design, development, implementation,
and evaluation, but in this development only focuses on 3 stages, namely analysis, design
and development. The results of the media expert validation of this classpoint-based
learning gamification with a percentage of 96.00% are included in the "Very Feasible"
category and the results of the material expert validation with a percentage of 80.00%
are included in the "Feasible" category. As well as the results of the practicality trial,
namely the results of the teacher's response, the percentage of 86.00% is included in the
"Very Practical" category, while the results of the student's response obtained a
percentage of 91.1% included in the "Very Practical” category.

Keywords: Development, Learning Gamification, Classpoint, Science
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