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ABSTRAK

Maknun, Lukluil. 2024. <“Pengaruh Penggunaan Model Pembelajaran
Contextual Teaching and Learning (CTL) Berbasis Educative Game
Terhadap Kemampuan Berpikir Logis Pada Mata Pelajaran IPAS Siswa
Kelas V SDN 1 Pladen” Pendidikan Guru Sekolah Dasar Fakultas
Keguruan dan IImu Pendidikan Universitas Muria Kudus. Dosen
Pembimbing (1) Imaniar Purbasari, S.Pd., M.Pd. (2) F. Shoufika Hilyana,
S.Si., M.Pd.

Kata Kunci : Contextual Teaching and Learning, Educative Game, Berpikir Logis

Penelitian ini dilatarbelakangi oleh rendahnya kemampuan berpikir logis
siswa kelas VV SD 01 Pladen saat melaksanakan kegiatan pembelajaran di kelas
khususnya pada muatan IPAS. Adapun tujuan penelitian ini yaitu (1) untuk
menganalisis apakah terdapat pengaruh penggunaan model pembelajaran
Contextual Teaching and Learning (CTL) berbasis Educative Game Terhadap
Kemampuan Berpikir Logis Pada Mata Pelajaran IPAS, (2) untuk menganalisis
apakah terdapat peningkatan penggunaan model pembelajaran Contextual
Teaching and Learning (CTL) berbasis Educative Game Terhadap Kemampuan
Berpikir Logis Pada Mata Pelajaran IPAS.

Kemampuan berpikir logis adalah kegiatan berpikir yang tinggi, yang meliputi
kegiatan ~menganalisis, mensintesis, mengenal permasalahan dan cara
memecahkannya, menyimpulkan serta mengevaluasi. Pada penelitian ini peneliti
melakukan eksperimen untuk meningkatkan kemampuan berpikir logis melalui
model pembelajaran Contextual Teaching and Learning (CTL). Serta penggunaan
media educative game berupa kartu bergambar yang dapat dimanfaatkan oleh guru
dan siswa dalam kegiatan belajar di dalam kelas.

Penelitian ini menggunakan desain kuantitatif eksperimen dengan one group
pretest-posttest design. Subjek penelitian ini yaitu siswa kelas V SDN 01 Pladen
yang berjumlah 24 dengan menggunakan teknik sampling jenuh. Variabel bebas
pada penelitian ini adalah model pembelajaran Contextual Teaching and Learning
(CTL) berbasis Educative Game sedangkan variabel terikatnya adalah kemampuan
berpikir logis siswa. Uji validitas menggunakan Expert Judgment yaitu pendapat
dari ahli. Teknik pengumpulan data yaitu berupa dokumentasi dan tes. Analisis data
menggunakan Uji T pada aplikasi IBM SPSS 25.

Hasil penelitian ini menunjukan uji paired sample statistic t-test menunjukan
nilai Sig.(2-tailed) yaitu 0,000 < 0.05, maka terdapat perbedaan rata-rata antara skor
pretest (53,02) dan posttest (63,54). Terlihat rata-rata posttest dari hasil nilai tes
kemampuan berpikir logis siswa lebih besar dari pada rata-rata pretest, maka Ho
ditolak dan Ha diterima. Kemudian persentase nilai N-Gain mendapatkan 21,5%
yang menunjukan penafsiran tidak efektif.

Berdasarkan hasil penelitian dapat disimpulkan bahwa (1) Terdapat perbedaan
rata-rata antara skor pretest dan posttest siswa sebelum dan sesudah pembelajaran
menggunakan model Contextual Teaching and Learning (CTL) berbasis Educative
Game terhadap kemampuan berpikir logis siswa kelas VV SDN 01 Pladen, dan (2)
Terdapat peningkatan skor pretest dan posttest siswa sebelum dan sesudah
pembelajaran menggunakan model CTL berbasis Educative Game terhadap
kemampuan berpikir logis siswa kelas VV SDN 01 Pladen.



ABSTRACT

Maknun, Lukluil. 2024. ""The Effect of Using Contextual Teaching and Learning (CTL)
Learning Models Based on Educative Games on Logical Thinking Abilities in
Science and Science Subjects for Class V Students at SDN 1 Pladen™ Primary
School Teacher Education, Faculty of Teacher Training and Education, Muria
Kudus University. Advisors (1) Imaniar Purbasari, S.Pd., M.Pd. (2) F. Shoufika
Hilyana, S.Si., M.Pd.

Keywords: Contextual Teaching and Learning, Educative Game, Logical Thinking

This research was motivated by the low logical thinking ability of fifth grade
students at SD 01 Pladen when carrying out learning activities in class, especially
on science and science content. The aims of this research are (1) to analyze whether
there is an influence of the use of the Educative Game-based Contextual Teaching
and Learning (CTL) learning model on Logical Thinking Ability in Science
Subjects, (2) to analyze whether there is an increase in the use of the Contextual
Teaching and Learning learning model (CTL) based on Educative Games on
Logical Thinking in Science Subjects.

The ability to think logically is a high level thinking activity, which includes
the activities of analyzing, synthesizing, recognizing problems and how to solve
them, concluding and evaluating. In this study, researchers conducted experiments
to improve logical thinking skills through the Contextual Teaching and Learning
(CTL) learning model. As well as the use of educative game media in the form of
picture cards which can be used by teachers and students in learning activities in
the classroom.

This study used a quantitative experimental design with a one group pretest-
posttest design. The subjects of this research were 24 fifth grade students at SD 01
Pladen using saturated sampling techniques. The independent variable in this
research is the Contextual Teaching and Learning (CTL) learning model based on
Educative Games, while the dependent variable is students' logical thinking
abilities. Test validity using Expert Judgment, namely the opinion of experts. Data
collection techniques are in the form of documentation and tests. Data analysis
using the T Test on the IBM SPSS 25 application.

The results of this research show that the paired sample statistical t-test
shows a Sig (2-tailed) value of 0.000 < 0.05, so there is an average difference
between the pretest score (53.02) and posttest (63.54). It can be seen that the posttest
average of the students' logical thinking ability test scores is greater than the pretest
average, so Ho is rejected and Ha is accepted. Then the percentage of N-Gain value
was 21.5%, which shows that the interpretation is not effective.

Based on the research results, it can be concluded that (1) There is an
average difference between students' pretest and posttest scores before and after
learning using the Educative Game-based Contextual Teaching and Learning (CTL)
model on the logical thinking abilities of class V students at SDN 01 Pladen, and
(2) ) There was an increase in students’ pretest and posttest scores before and after
learning using the Educative Game-based CTL model on the logical thinking
abilities of class V students at SDN 01 Pladen.
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