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ABSTRACT

Lestari, Puji. 2023. Application of the Teams Games Tournament (TGT) Model Assisted by
Crossword Puzzle Media to Improve Student Learning Outcomes in Theme 9 Class V
SDN 1 Dorang. Elementary School Teacher Education, Faculty of Teacher Training
and Education, Muria Kudus University. Advisor (1) Ika Ari Pratiwi, S.Pd., M,Pd. (2)
Imaniar Purbasari S.Pd., M,Pd.

This research was motivated by problems in the learning process that were found by
researchers, namely the low learning outcomes of students in class V SDN 1 Dorang. This
study aims to improve teachers' teaching skills, student learning activities, and student
learning outcomes by applying the Teams Games Tournament (TGT) model to Theme 9
Things Around Us for class VV SDN 1 Dorang.

The Teams Games Tournament (TGT) model is a cooperative learning model that
encourages all to actively participate in carrying out learning where groups will carry out
matches with other group members and contain game elements. Media Crossword Puzzle is a
game-based media that aims to remind the material that has been conveyed by the teacher by
filling in the answers correctly so that they match the boxes provided in the crossword puzzle.
Student learning outcomes are the abilities students acquire during the learning process and
are evaluated through tests on the cognitive, affective and psychomotor domains.

This classroom action research will be carried out in class V SDN 1 Dorang with 14
students as research subjects. This research will be carried out in two cycles using the Kemis
and Mc. Taggart design source from Arikunto, goes through four stages in each cycle,
namely planning, action, observation, and reflection. The dependent variable in this study is
student learning outcomes, and the independent variables in this study are the Teams Games
Tournament (TGT) model and the Crossword Puzzle media. Data collection techniques in
research used include interview techniques, observation, tests and documentation. Data
analysis used in this research is quantitative and qualitative data analysis.

The results of this study indicate that social studies and civics learning through the
Teams Games Tournament (TGT) model assisted by crossword puzzle media has increased
from cycle I to cycle Il. The teacher's teaching skills in cycle | obtained a percentage of
78.12% (enough), cycle Il increased to 93.22% (very good). Student learning activities in
cycle | obtained a percentage of 77.58% (enough), cycle Il increased to 89.73% (very good).
Student learning outcomes in the pre-cycle cognitive domain get 29% (need guidance),
experience an increase in cycle | to get a percentage of 64% (enough), cycle Il increase to
93% (very good). Student learning outcomes in the affective domain in the first cycle were
72.85% (enough), the second cycle increased to 86.60% (good). Student learning outcomes in
the psychomotor domain of cycle | obtained a percentage of 76.64% (enough) cycle 11
increased to 87.14% (good).

Based on the results of research conducted on fifth grade students at SDN 1 Dorang, it
can be concluded that the application of the Teams Games Tournament (TGT) model assisted
by crossword puzzle media can improve teacher teaching skills, student learning activities
and student learning outcomes in social studies and civics content.

Keywords: Teams Games Tournament (TGT), Media Crossword Puzzle, Learning Outcomes



ABSTRAK

Lestari, Puji. 2023. Penerapan Model Teams Games Tournament (TGT) Berbantu Media
Crossword Puzzle Untuk Meningkatkan Hasil Belajar Siswa Tema 9 Kelas V SDN
1 Dorang. Pendidikan Guru Sekolah Dasar Fakultas Keguruan dan IImu Pendidikan
Universitas Muria Kudus. Dosen Pembimbing (1) Ika Ari Pratiwi, S.Pd., M,Pd. (2)
Imaniar Purbasari S.Pd., M,Pd.

Penelitian ini dilatarbelakangi adanya permasalahan pada proses pembelajaran yang
ditemukan peneliti yaitu rendahnya hasil belajar siswa di kelas V SDN 1 Dorang. Penelitian
ini bertujuan untuk meningkatkan keterampilan mengajar guru, aktivitas belajar siswa, dan
hasil belajar siswa dengan menerapkan model Teams Games Tournament (TGT) pada Tema
9 Benda-benda di Sekitar Kita kelas VV SDN 1 Dorang.

Model Teams Games Tournament (TGT) merupakan model pembelajaran kooperatif
yang mendorong semua untuk berpartisipasi aktif melaksanakan pembelajaran dimana para
kelompok akan melaksanakan pertandingan dengan anggota kelompok lain dan
mengandung unsur permainan. Media Crossword Puzzle adalah media berbasis permainan
yang bertujuan untuk mengingatkan kembali materi yang telah disampaikan guru dengan
mengisi jawaban dengan benar agar sesuai dengan kotak yang tersedia dalam crossword
puzzle. Hasil belajar siswa adalah kemampuan yang diperoleh siswa selama proses
pembelajaran dan dievaluasi melalui tes pada ranah kognitif, afektif dan prsikomotorik.

Penelitian tindakan kelas ini akan dilaksanakan di kelas V SDN 1 Dorang dengan
subjek penelitian 14 siswa. Penelitian ini akan dilaksanakan dalam dua siklus yang
menggunakan desain Kemis dan Mc. Taggart sumber dari Arikunto dengan melalui empat
tahapan di setiap siklusnya yaitu perencanaan, tindakan, observasi, dan refleksi. Variabel
terikat dalam penelitian ini yaitu hasil belajar siswa, dan variabel bebas penelitian ini yaitu
model Teams Games Tournament (TGT) dan media Crossword Puzzle. Teknik
pengumpulan data dalam penelitian yang digunakan antara lain teknik wawancara,
observasi, tes dan dokumentasi. Analisis data yang digunakan dalam penelitian ini yaitu
analisis data kuantitatif dan kualitatif.

Hasil penelitian ini menunjukkan pembelajaran IPS dan PPKn melalui model Teams
Games Tournament (TGT) berbantu media crossword puzzle mengalami peningkatan dari
siklus 1 ke siklus IlI. Keterampilan mengajar guru pada siklus I memperoleh persentase
78,12% (cukup), siklus 11 mengalami peningkatan menjadi 93,22% (sangat baik). Aktivitas
belajar siswa pada siklus | memperoleh persentase 77,58% (cukup), siklus Il meningkat
menjadi, 89,73% (sangat baik). Hasil belajar siswa ranah kognitif prasiklus mendapatkan
29% (perlu bimbingan), mengalami peningkatan pada siklus I memperoleh persentase 64%
(cukup), siklus Il meningkat menjadi 93% (sangat baik). Hasil belajar siswa ranah afektif
pada siklus 1 72,85% (cukup), siklus Il meningkat memperoleh 86,60 % (baik). Hasil
belajar siswa ranah psikomotorik siklus I memperoleh persentase 76,64% (cukup) siklus 1l
meningkat menjadi 87,14% (baik).

Berdasarkan hasil penelitian yang telah dilakukan pada siswa kelas V SDN 1 Dorang
dapat disimpulkan bahwa penerapan model Teams Games Tournament (TGT) berbantu
media crossword puzzle dapat meningkatkan keterampilan mengajar guru, aktivitas belajar
siswa dan hasil belajar siswa pada muatan IPS dan PPKn.

Kata Kunci : Teams Games Tournament (TGT), Media Crossword Puzzle, Hasil Belajar
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