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ABSTRAK 

 

Maula Yowanda Putri. 2025. Pengaruh Penerapan Game Baamboozle Terhadap 

Kemampuan Berpikir Kritis Siswa pada Pembelajaran IPA di Kelas V SD Negeri 

Lamreung Aceh Besar. Skripsi, Program Studi Pendidikan Guru Sekolah Dasar, 

Fakultas Keguruan dan Ilmu Pendidikan. Pembimbing I. Prof. Dr. Hj. Lili 

Kasmini, S.Si., M.Si. Pembimbing II. Haris Munandar, M.Pd. 

 

Penelitian ini bertujuan untuk melihat Pengaruh Penerapan Game Baamboozle 

Terhadap Kemampuan Berpikir Kritis Siswa Kelas V SD Negeri Lamreung dalam 

materi Sistem Pencernaan Manusia. Media pembelajaran Baamboozle bertujuan 

untuk meningkatkan kemampuan berpikir kritis siswa melalui interaksi berbasis 

teknologi yang menyenangkan. Penelitian ini menggunakan pendekatan 

kuantitatif desain pre-eksperimen dengan metode one group pretest posttest, 

melibatkan 31 siswa tanpa kelompok kontrol. Data dikumpulkan melalui pretest 

posttest, lembar observasi, dan angket respon siswa. Data yang dikumpul 

dianalisis dengan menggunakan uji statistik (uji-t). Uji validitas dan uji reliabilitas 

dengan hasil pengujian r hitung > r tabel, maka dapat disimpulkan setiap item soal 

pretest posttest dinyatakan valid. Dan Cronbach Alpha > 0,06 maka dinyatakan 

reliabel atau dapat dipercaya. Hasil uji normalitas menunjukkan nilai sig pretest 

sebesar 0,099 > 0,06, dan hasi posttest sebasar 0,094 > 0,06, sehingga data ini 

dinyatakan berdistribusi normal. Uji hipotesis Skor Sig. (2-tailed) sebesar 0,000 < 

0,05 dapat disimpulkan bahwa Ha diterima dan H0 ditolak. Berdasarkan pengujian 

N-Gain menunjukkan hasil yang beragam yaitu terdapat 13 siswa kategori tinggi, 

13 siswa kategori sedang, dan 5 siswa kategori rendah yang berarti game 

Baamboozle memberikan dampak positif terhadap kemampuan berpikir kritis 

siswa. Berdasarkan lembar observasi kemampuan berpikir kritis siswa 

menunjukkan 77,5% dengan kategori baik. Dan hasil angket respon siswa 

terhadap Game Baamboozle menunjukkan 84% respon siswa dengan kategori 

sangat baik. Dengan demikian penerapan Game Baamboozle dapat meningkatkan 

kemampuan berpikir kritis siswa pada materi Sistem Pencernaan Manusia kelas V 

SD Negeri Lamreung Aceh Besar. 

 

Kata Kunci: Game Baamboozle, Berpikir Kritis, Sistem Pencernaan Manusia 
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ABSTRACT 

 

Maula Yowanda Putri. 2025. The Influence of the Application of Baamboozle 

Game on Students' Critical Thinking Skills in Science Learning in Grade V at 

Lamreung State Elementary School, Aceh Besar. Thesis, Elementary School 

Teacher Education Program, Faculty of Teacher Training and Education. 

Supervisor I. Prof. Dr. Hj. Lili Kasmini, S.Si., M.Si. Supervisor II. Haris 

Munandar, M.Pd. 

 

This study aims to examine the Effect of Implementing the Baamboozle Game on 

the Critical Thinking Skills of Fifth Grade Students at Lamreung Public 

Elementary School in the material of the Human Digestive System. The 

Baamboozle learning media aims to enhance students' critical thinking skills 

through enjoyable technology-based interaction. This research employs a 

quantitative approach with a pre-experimental design using the one group pretest 

posttest method, involving 31 students without a control group. Data were 

collected through pretest posttest, observation sheets, and student response 

questionnaires. The collected data were analyzed using statistical tests (t-tests). 

Validity tests and reliability tests yielded results showing that r calculated > r 

table, indicating that each item in the pretest posttest is considered valid. Also, 

Cronbach Alpha > 0.06 indicates that it is reliable or trustworthy. The results of 

the normality test showed a pretest significance value of 0.099 > 0.06, and a 

posttest result of 0.094 > 0.06, indicating that the data is normally distributed. 

The hypothesis test showed a Sig. score (2-tailed) of 0.000 < 0.05, leading to the 

conclusion that Ha is accepted and H0 is rejected. Based on the N-Gain test, there 

were varied results, namely 13 students in the high category, 13 students in the 

medium category, and 5 students in the low category, which means the 

Baamboozle game has a positive impact on students' critical thinking skills. Based 

on the observation sheet, students' critical thinking skills showed 77.5% with a 

good category. The student response questionnaire on the Baamboozle Game 

indicated an 84% response rate in the very good category. Therefore, the 

implementation of the Baamboozle Game can enhance students' critical thinking 

skills on the topic of the Human Digestive System in grade V at SD Negeri 

Lamreung Aceh Besar. 

 

Keywords: Baamboozle Game, Critical Thinking, Human Digestive System 
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