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ABSTRAK 

Ayuk Nurwulan, Devi. 2022. Pengaruh Model Pembelajaran Teams Games 

Tournament (TGT) Berbantuan Media Ethno-Puzzle Terhadap 

Pemahaman Konsep Belajar IPA Pada Siswa Kelas V SD NEGERI 

Clering 01 Jepara. Pendidikan Guru Sekolah Dasar, Fakultas Keguruan 

Dan Ilmu Pendidikan Universitas Muria Kudus. Dosen Pembimbing (1) 

Sekar Dwi Ardianti, M.Pd. (2) Dr. Nur Fajrie, S.Pd., M. Pd 

Kata Kunci: Pemahaman Konsep, Teams Games Tournaments, Media Ethno-

Puzzle 
Penelitian ini dilatar belakangi oleh rendahnya pemahaman konsep IPA, sehingga 

peneliti melakukan penelitian menggunakan model pembelajaran kooperatif tipe Teams 

Games Tournament yang berbantu dengan media Ethno-Puzzle. Tujuan penelitian ini 

adalah (1) Menganalisis pengaruh penerapan model pembelajaran Teams Games 

Tournament (TGT) berbantuan media Ethno-Puzzle pemahaman konsep IPA pada siswa 

kelas V SD NEGERI Clering 01 Jepara; (2) Menganalisis peningkatan pemahaman 

konsep IPA siswa sebelum dan sesudah menggunakan model pembalajaran Teams Games 

Tournament (TGT) berbantuan media Ethno-Puzzle. 

Pemahaman konsep IPA adalah cara seseorang memahami suatu konsep IPA yang 

telah didapat melalu serangkaian kajadian atau peristiwa yang dilihat maupun didengar 

yang tersimpan dalam pikiran dan yang nantinya dapat diaplikasikan dalam kehidupan 

sehari-hari, agar siswa lebih memahami, yaitu dengan cara menjelaskan, 

mengkategorikan/mengklasifikasikan, membandingkan, dan menghitung analisis 

pemahaman konsep IPA. Teams Games Tournaments (TGT) adalah model pembelajaran 

yang melibatkan siswa dalam kegiatan pembelajaran dengan dibentuk dalam kelompok 

yang memiliki kemampuan yang berbeda. Media Ethno-Puzzle merupakan perpaduan 

antara pembelajaran yang bermakna memungkinkan siswa belajar sambil melakukan atau 

“learning by doing”. 

Penelitian ini mengunakan desain penelitian kuantitatif eksperimen yaitu one group 

pretest-posttest design. Desain ini merupakan pengembangan dari pre-experimental 

dengan pengumpulan data yang diperoleh dari Observasi, Tes Pemahaman Konsep dan 

Dokumentasi. Tempat penelitian ini akan dilakukan pada kelas V SD Clering. Sampel 

dalam penelitian ini berjumlah 20 siswa dengan menggunakan teknik sampling jenuh.  

Hasil penelitian ini menunjukan skor dari uji paired sample statistic t-test 

menunjukan bahwa terdapat perbedaan nilai rata-rata pretest yaitu 54 sedangkan nilai 

rata-rata posttest 81,10 serta skor uji hipotesis Paired Sampel T-Test dengan nilai Stg.(2-

tailed) yaitu 0,000 < 0.05, maka Ho ditolak dan Ha diterima sehingga Teams Game 

Tournament (TGT) berbantu media Ethno-Puzzle berpengaruh terhadap pemahaman 

kosep IPA siswa kelas V SD NEGERI Clering 01 Jepara. Sedangkan dari uji N-gain 

mendapat nilai rata-rata 0,58 yang artinya kriteria peningkatan pemahaman konsep IPA 

siswa setelah diberikan perlakuan mendapat peningkatan dengan kriteria sedang dan 

persentase nilai N-Gain mendapatkan 58% yang menunjukan penafsiran keefektifan 

model pembalajaran Teams Games Tournament (TGT) berbantuan media Ethno-Puzzle 

dalam meningkatkan pemahaman konsep IPA siswa dapat dikategorikan cukup efektif. 

Berdasarkan hasil penelitian dapat disimpulkan bahwa (1) adanya pengaruh 

penerapan model pembelajaran Teams Games Tournament (TGT) berbantuan media 

Ethno-Puzzle pemahaman konsep IPA, dan (2) adanya peningkatan pemahaman konsep 

IPA siswa sebelum dan sesudah menggunakan model pembalajaran Teams Games 

Tournament (TGT) berbantuan media Ethno-Puzzle. 
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ABSTRAK 

Ayuk Nurwulan, Devi. 2022. The Effect of Teams Games Tournament (TGT) 

Learning Model Assisted by Ethno-Puzzle Media on Understanding Science 

Learning Concepts in Fifth Grade Students of SD NEGERI Clering 01 

Jepara. Elementary School Teacher Education, Faculty of Teacher Training 

and Education, Muria Kudus University. Supervisor (1) Sekar Dwi Ardianti, 

M.Pd. (2) Dr. Nur Fajrie, S.Pd., M. Pd 

Keywords: Concept Understanding, Teams Games Tournaments 
 This research was motivated by a low understanding of the concept of science, 

so researchers conducted research using a cooperative learning model of the Teams 

Games Tournament type which was assisted with Ethno-Puzzle media. The aims of this 

study were (1) to analyze the effect of applying the Teams Games Tournament (TGT) 

learning model assisted by Ethno-Puzzle media in understanding science concepts in fifth 

grade students at SD NEGERI Clering 01 Jepara; (2) Analyzing the increase in students' 

understanding of science concepts before and after using the Teams Games Tournament 

(TGT) learning model assisted by Ethno-Puzzle media. 

Understanding the concept of science is a way for someone to understand a science 

concept that has been obtained through a series of events or events that are seen or heard 

that are stored in the mind and which can later be applied in everyday life, so that 

students understand better, namely by explaining, categorizing/classifying , compare, and 

calculate the analysis of understanding the concept of science. Teams Games 

Tournaments (TGT) is a learning model that involves students in learning activities by 

forming groups with different abilities. Ethno-Puzzle media is a combination of 

meaningful learning that allows students to learn while doing or "learning by doing". 

This study used a quantitative experimental research design, namely the one group 

pretest-posttest design. This design is a pre-experimental development with data 

collection obtained from observation, concept understanding tests and documentation. 

The place of this research will be conducted in class V SD Clering. The sample in this 

study was 20 students using saturated sampling technique. 

The results of this study show that the score of the paired sample statistical t-test 

shows that there is a difference in the pretest average value of 54 while the posttest 

average value is 81.10 and the Paired Sample T-Test hypothesis test score with Stg.(2-

tailed) ) namely 0.000 <0.05, then Ho is rejected and Ha is accepted so that the Teams 

Game Tournament (TGT) assisted by Ethno-Puzzle media influences the understanding of 

science concepts in fifth grade students at SD NEGERI Clering 01 Jepara. Meanwhile, 

from the N-gain test, the average value was 0.58, which means that the criteria for 

increasing students' understanding of science concepts after being given treatment 

received an increase with moderate criteria and the percentage of N-Gain scores was 

58%, which shows the interpretation of the effectiveness of the Teams Games Tournament 

(TGT) learning model. ) assisted by Ethno-Puzzle media in increasing students' 

understanding of science concepts can be categorized as quite effective. 

Based on the results of the study it can be concluded that (1) there is an effect of 

applying the Teams Games Tournament (TGT) learning model assisted by Ethno-Puzzle 

media in understanding the concept of science in class V students at SD NEGERI Clering 

01 Jepara, and (2) there is an increase in students' understanding of science concepts 

before and after using the Teams Games Tournament (TGT) learning model assisted by 

Ethno-Puzzle media. 
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