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ABSTRAK

Ariyani, Dwi. 2022. Peningkatan Motivasi Belajar Melalui Model Teams
Games Tournament Berbantuan PEPIBOX (Puzzle Profesion Box)
Pada Tema Daerah Tempat Tinggalku Kelas IV SDN 2 Sadang.
Pendidikan Guru Sekolah Dasar Fakultas Keguruan Dan [lmu Pendidikan
Universitas Muria Kudus. Dosen pembimbing (1) Dr. Wawan Shokib
Rondli, M.Pd (2) Sekar Dwi Ardianti, M.Pd.

Kata Kunci: Model Pembelajaran Teams Games Tournament, Media
PEPIBOX (Puzzle Profesion Box), Motivasi Belajar, Keterampilan
Mengajar Guru

Pendidikan merupakan proses memperbaiki diri yang dilalui oleh manusia
disepanjang hidupnya. Pengaruh pendidikan yang rendah salah satunya yaitu
kurangnya motivasi belajar peserta didik. Tujuan dari penelitian ini yaitu
mendeskripsikan keterampilan guru dan menganalisis model pembelajaran Teams
Games Tournament dalam meningkatkan motivasi belajar peserta didik yang
berbantuan media PEPIBOX (Puzzle Profesion Box).

Model pembelajaran  Teams Games Tournament merupakan model
pembelajaran kooperatif yang melibatkan peran seluruh peserta didik sebagai tutor
sebaya tanpa adanya perbedaan status, serta memuat unsur permainan yang
berbantuan media. Motivasi belajar yaitu suatu dorongan yang muncul dari dalam
diri peserta didik yang memiliki perkembangan dan memberikan arahan dalam
kegiatan belajar secara langsung sehingga tujuan pembelajaran dapat tercapai
dengan maksimal.

Penelitian ini menggunakan jenis Penelitian Tindakan Kelas (PTK) yang
dilaksanakan di kelas IV SDN 2 Sadang yang terdiri 2 siklus dan setiap siklus
terdapat 2 pertemuan. Variabel bebas dalam penelitian ini yaitu model
pembelajaran Teams Games Tournament dengan menggunakan media PEPIBOX
(Puzzle Profesion Box), sedangkan Variabel terikatnya adalah motivasi belajar
peserta didik. Teknik pengumpulan data meliputi observasi, wawancara, kuesioner
(Angket), dan dokumentasi. Analisis data yang digunakan yaitu analisis data
kualitatif dan kuantitatif.

Hasil penelitian menunjukkan bahwa penerapan model pembelajaran
Teams Games Tournament dapat meningkatkan motivasi belajar peserta didik,
dilihat berdasarkan (1) keterampilan mengajar siklus I mencapai rata-rata
presentase 81% dengan kategori baik, sedangkan siklus II mengalami peningkatan
menjadi 93% dengan kategori sangat baik. (2) Motivasi belajar peserta didik pada
Siklus I menunjukkan bahwa 42% peserta didik masuk dalam kriteria baik dan
58% masuk dalam kriteria cukup. Sedangkan pada Siklus II, 74% peserta didik
masuk dalam kriteria sangat baik dan 26% masuk dalam kriteria baik.

Berdasarkan hasil penelitian ini diharapkan peneliti selanjutnya dapat
menggunakan media pembelajaran dan model yang variatif sesuai dengan
kurikulum yang terbarukan, sehingga tujuan pembelajaran dapat tercapai dengan
maksimal.
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ABSTRACT

Ariyani, Dwi. 2022. Increasing Learning Motivation Through the Teams Games
Tournament Model Assisted by PEPIBOX (Puzzle Profession Box) on
the Theme of the Region I Live in Class IV SDN 2 Sadang. Elementary
School Teacher Education, Faculty of Teacher Training and Education,
Muria Kudus University. Supervisor (1) Dr. Wawan Shokib Rondli,
M.Pd (2) Sekar Dwi Ardianti, M.Pd.

Keywords: Teams Games Tournament Learning Model, PEPIBOX Media (Puzzle
Profession Box), Learning Motivation, Teacher Teaching Skills

Education is a process of self-improvement that is passed by humans
throughout their lives. One of the influences of low education is the lack of
motivation for learning students. The purpose of this study is to describe the skills
of teachers and analyze the learning model of teams games tournament in
increasing the learning motivation of students assisted by PEPIBOX (Puzzle
Profesion Box) media.

The Teams Games Tournament learning model is a cooperative learning
model that involves the role of all students as peer tutors without any difference in
status, and contains media-assisted game elements. Learning motivation is an
encouragement that arises from within students who have development and
provide direction in direct learning activities so that learning objectives can be
achieved optimally.

This research uses the type of Class Action Research (PTK) which is
carried out in class IV SDN 2 Sadang which consists of 2 cycles and each cycle
there are 2 meetings. The free variable in this study is the Teams Games
Tournament learning model using PEPIBOX (Puzzle Profesion Box) media, while
the bound variable is the learning motivation of students. Data collection
techniques include observation, interviews, questionnaires (Questionnaires), and
documentation. The data analysis used is qualitative and quantitative data
analysis.

The results showed that the application of the Teams Games Tournament
learning model can increase the learning motivation of students, judging from (1)
the teaching skills of cycle I reached an average percentage of 81% with good
categories, while cycle II increased to 93% with excellent categories. (2) The
learning motivation of learners in Cycle I shows that 42% of learners fall into the
criteria of good and 58% fall into the criteria of sufficient. Meanwhile, in Cycle 1,
74% of students were included in the excellent criteria and 26% were included in
the good criteria.

Based on the results of this study, it is hoped that researchers can then use
learning media and varied models in accordance with the renewable curriculum,
so that learning goals can be achieved optimally.
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