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ABSTRACT

'‘An'Aini, Shofiyyah Fithri. 2023. The Effect of Media Puzzle-Assisted Teams
Game Tournament Learning Model on Student Learning Outcomes in
Grade 5 Theme 8 Sub-theme 1. Elementary School Teacher Education,
Faculty of Teacher Training and Education, University of Muria Kudus.
Advisor (1) Siti Masfu'ah S.Pd., M.Pd. (2) Dr. Khamdun S.Pd., M.Pd.

Keywords: Teams Game Tournament (TGT); Puzzles; Learning outcomes

This research is motivated by a lack of understanding of students in
receiving learning material and a lack of understanding of students from a reading,
this is because students' reading literacy is still low. Thematic Learning contains
attitudes that must be developed by students. These attitudes will increase student
learning outcomes in a lesson. Whether or not the use of the Puzzle media-assisted
Teams Game Tournament learning model is affected is marked by an increase or
decrease in learning outcomes. The problem in this study is how is the use of the
Teams Game Tournament model assisted by puzzle media in improving student
learning outcomes. The purpose of this study was to measure the effectiveness of
using the Teams Game Tournament model assisted by puzzle media to increase
student learning outcomes.

Teams Game Tournament is a model that involves thematic games and
tournaments which will give scores to groups that answer quickly and are declared
correct. Acquisition of the highest score will be the first winner with a reward.
The steps for the Teams Game Tournament learning model are (1) Class
Presentation, (2) Team, (3) Game, (4) Tournament, and (5) Team Recognition.

This research is a quantitative pre-experimental design study conducted in
class V SD 3 Tenggeles with a total of 17 students as research subjects. The
dependent variable in this study is student learning outcomes, while the
independent variable is the Teams Game Tournament learning model assisted by
Puzzle media. Data collection techniques include observation techniques,
interview techniques and documentation. Data analysis used was the normality
test, t test (t-test), and N-Gain analysis.

The results of the study showed that there was a significant difference
between the pretest and posttest scores on student learning outcomes which were
shown using the paired sample t-test and it was known that the sig. (2-tailed) of
0.000 <0.05 then Ho is rejected and Ha is accepted, so it can be concluded that
there is a significant difference between the pretest and posttest scores.

In this research, teachers should be able to apply the team game tournament
learning model assisted by puzzle media in order to improve student learning
outcomes.



ABSTRAK

‘An‘Aini, Shofiyyah Fithri. 2023. Pengaruh Model Pembelajaran Teams Game
Tournament Berbantuan Media Puzzle Terhadap Hasil Belajar Siswa
Kelas 5 Tema 8 Subtema 1. Pendidikan Guru Sekolah Dasar Fakultas
Keguruan dan llmu Pendidikan Universitas Muria Kudus. Dosen
Pembimbing (1) Siti Masfuah S.Pd., M.Pd. (2) Dr. Khamdun S.Pd.,
M.Pd.

Kata Kunci  : Teams Game Tournament (TGT); Puzzle; Hasil Belajar

Penelitian ini dilatarbelakangi oleh kurangnya pemahaman siswa dalam
menerima materi pembelajaran dan kurangnya pemahaman siswa dari suatu
bacaan, hal ini dikarenakan literasi membaca siswa masih rendah. Pembelajaran
Tematik memuat sikap yang harus dikembangkan oleh siswa. Sikap-sikap tersebut
akan  membuat meningkatnya  hasil  belajar siswa pada suatu
pembelajaran.Berpengaruh atau tidaknya penggunaan model pembelajaran Teams
Game Tournament berbantuan media Puzzle ditandai dengan peningkatan atau
penurunan hasil belajar. Masalah dalam penelitian ini adalah bagaimana
Penggunaan Model Teams Game Tournament berbantuan media puzzle dalam
meningkatkan hasil belajar siswa. Tujuan penelitian ini untuk mengukur
keefektifan penggunaan model Teams Game Tournament berbantuan media
puzzle terhadap peningkatan hasil belajar siswa.

Teams Game Tournament merupakan model yang melibatkan permainan
serta tournament yang teritesmatis yang akan memberikan skor bagi kelompok
yang menjawab dengan cepat serta dinyatakan benar. Perolehan skor terbanyak
yang akan menjadi juara 1 dengan mendapat reward. Adapun langkah-langkah
model pembelajaran Teams Game Tournament (1) Class Presentation, (2) Team,
(3) Game, (4) Tournament, dan (5) Team Recognition.

Penelitian ini merupakan penelitian kuantiatif Pre Eksperimental Design
yang dilaksanakan di kelas VV SD 3 Tenggeles dengan subjek penelitian sejumlah
17 siswa. Variabel terikat dalam penelitian ini adalah hasil belajar siswa,
sedangkan variabel bebasnya adalah model pembelajaran Teams Game
Tournament berbantuan media Puzzle. Teknik pengumpulan data meliputi teknik
observasi, teknik wawancara dan dokumentasi. Analisis data yang digunakan
yaitu uji normalitas, uji t (t-test), dan analisis N-Gain.

Hasil Penelitian menunjukkan bahwa adanya perbedaan signifikan antara
nilai pretest dan posttes pada hasil belajar siswa yang ditunjukkan menggunakan
uji paired sample t-test diketahui nilai sig. (2-tailed) sebesar 0,000 < 0,05 maka
Ho ditolak dan Ha diterima, sehingga dapat disimpulkan bahwa terdapat
perbedaan signifikan antara nilai pretest dan posttest.

Penelitian ini guru hendaknya dapat menerapkan model pembelajaran
teams game tournament berbantuan media puzzle agar dapat meningkatkan hasil
belajar siswa.
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