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ABSTACT

Khoirinida, Nela 2024. “Application of the Teams Games Tournament Learning
Model Assisted by QR Code-Based Snakes and Ladders Game Media to
Improve science Learning Outcomes for Elementary School Students.”
Primary School Teacher Education Study Program, Faculty of Teacher
Training and Education, Muria Kudus University. Supervisor (1)
Dr.Khamdun, S.Pd., M.Pd., (2) Lintang Kironoratri,S.Pd., M.Pd.

Keywords: Teams Games Tournament, Snakes and Ladders Game Media Based
on QR Code, science Learning Outcomes

Learning is said to be effective if students get maximum learning results.
Science and Technology learning outcomes for class V students at SD 4 Kesambi
are relatively low. This is because classroom learning seems boring and only uses
the lecture method. The aim of this research is to improve science learning
outcomes ‘and teachers' teaching skills by implementing the Teams Games
Tournament learning model assisted by the QR code-based snakes and ladders
game media.

The Teams Games Tournament Learning Model is a cooperative learning
model where students are able to learn actively and train students' responsibility
for the tasks given by their teacher through discussion activities. The QR Code-
based Snakes and Ladders game media is a type of visual learning media that can
support the learning process by collaborating the learning process with a game.

This Classroom Action Research uses 2 cycles. and each cycle will consist
of 2 meetings, data collection techniques using observation, interviews, tests and
documentation techniques. The data analysis technique uses descriptive qualitative
data analysis techniques and quantitative descriptive statistics.

The results of the research show that the application of the Teams Games
Tournament learning model assisted by the QR code-based snakes and ladders
game media can improve science learning outcomes for class V students at SD 4
Kesambi as well as teachers' teaching skills. In the first cycle, the science and
science learning results for the science and science understanding element obtained
classical completion results of 53% "Medium™, process skills 65,5% "Good" and
teacher teaching skills 74% "Good". Meanwhile, in cycle 11, the science and science
learning results for the science and science understanding element obtained
classical completion results of 82% "very high", process skills 80% "very good",
and teacher teaching skills 92% "very good"

Based on the research that has been carried out, the researcher concludes
that by implementing the Teams Games Tournament learning model assisted by the
QR code-based snakes and ladders game media, it can improve students' science
learning outcomes and teachers' teaching skills.
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ABSTRAK

Khoirinida,Nela 2024. Penerapan Model Pembelajaran Teams Games Tournament
Berbantuan Media Permainan Ular Tangga Berbasis QR Code Untuk
Meningkatkan Hasil Belajar IPAS Siswa Sekolah Dasar. Program Studi
Pendidikan Guru Sekolah Dasar Fakultas Keguruan dan Iimu
Pendidikan Universitas Muria Kudus. Dosen Pembimbing (1)
Dr.Khamdun, S.Pd., M.Pd., (2) Lintang Kironoratri,S.Pd., M.Pd.

Kata Kunci : Teams Games Tournament, Media Permainan Ular Tangga Berbasis
QR Code, Hasil Belajar IPAS

Pembelajaran dikatakan efektif apabila siswa mendapat hasil belajar yang
maksimal. hasil belajar IPAS Siswa kelas V di SD 4 Kesambi tergolong rendah.
Hal ini dikarenakan pembelajaran di kela terkesan membosankan dan hanya
menggunakan metode ceramah. Tujuan dari penelitian ini adalah untuk
meningkatkan hasil belajar IPAS serta keterampilan mengajar guru dengan
menerapkan model pembelajaran Teams Games Tournament berbantuan media
permaianan ular tangga berbasis QR code.

Model Pembelajaran Teams Games Tournament merupakan salah satu
model pembelajaran kooperatif dimana peserta didik mampu belajar secara aktif
serta melatih tanggung jawab peserta didik terhadap tugas yang diberikan oleh
gurunya melalui kegiatan berdiskusi. Media permainan Ular tangga berbasis QR
Code adalah jenis media pembelajaran visual yang dapat menunjang proses
pembelajaran dengan cara mengkolaborasikan proses pembelajaran dengan sebuah
permainan.

Penelitian Tindakan Kelas ini menggunakan 2 siklus. dan pada setiap
siklusnya akan terdiri dari 2 pertemuan. padasetiap siklusnya akan memuat 4 thapan
penelitian yakni perencanaan, pelaksanaan, observasi, dan refleksi. Subjek dalaam
penelitian ini adalah sisawa kelas V SD 4 Kesambi yang berjumlah 17 siswa.
Teknik pengumpulan data menggunakan teknik observasi, wawancara, tes, serta
dokumentasi. Teknik analisis data menggunakan teknik analisis data kualitatif
deskriptif serta kuantitatif statistik deskriptif.

Hasil penelitian menunjukan bahwa penerapan model pembelajaran Teams
Games Tournament berbantuan media permaianan ular tangga berbasis QR code
dapat meningkatkan hasil belajar IPAS pada siswa kelas VV SD 4 Kesambi serta
keterampilan mengajar guru. Pada siklus I hasil belajar IPAS elemen pemahaman
IPAS diperoleh hasil ketuntasan klasikal 53% “Sedang”, keterampilan proses
65,5% “Baik” serta keterampilan mengajar guru 74% “Baik” . sedangkan pada
siklus 11 hasil belajar IPAS elemen pemahaman IPAS diperoleh hasil ketuntasan
klasikal 82%”sangat Tinggi”, ketrampilan proses 80% “Baik”, dan keterampilan
mengajar guru 92% “Sangat Baik”

Berdasarkan penelitian yang telah dilaksanakan, peneliti menyimpulkan
bahwa dengan penerapan model pembelajaran Teams Games Tournament
berbantuan media permainan ular tangga berbasis QR code dapat meningkatkan
hasil belajar IPAS siswa dan keterampilan mengajar guru
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