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ABSTRAK

Penelitian ini dilatarbelakangi oleh rendahnya minat belajar siswa dan kemampuan
pemahaman konsep pada mata pelajaran IPS di kelas IV SDN Rengasdengklok
Utara 1. Hal tersebut dilihat dari hasil hasil observasi yang dilakukan pada siswa
kelas IV SDN Rengasdengklok Utara 1, Kabupaten Karawang. Penelitian ini
melakukan penerapan model pembelajaran kooperatif tipe Teams Games
Tournament yang memusatkan pada motivasi siswa dan kemampuan siswa dalam
melakukan kegiatan pembelajaran. penelitian ini menggunakan metode penelitian
tindakan kelas (PTK) yang terdiri dari siklus I dan siklus II dengan beberapa
tahapan mulai dari perencanaan, pelaksanaan, pengamatan, dan refleksi.
Menggunakan desain penelitian model spiral Kemmis dan Mc Taggart. Instrumen
penelitian menggunakan lembar observasi, soal tes, dan dokumentasi. Kurangnya
pemahaman konsep siswa juga dibuktikan dengan hasil tes awal memperoleh
sebesar 15% dan rata-rata nilai siswa kurang dari Kriteria Ketercapaian Minimal
(KKM), yaitu kurang dari 70. Tujuan penelitian ini adalah untuk meningkatkan
aktivitas siswa dan pemahaman konsep pada mata pelajaran IPS siswa. Saat
penerapan model pembelajaran kooperatif tipe Teams Games Tournament pada
siklus I aktivitas siswa memperoleh 75% dan hasil tes pemahaman konsep siswa
memperoleh nilai rata-rata 62,92 dengan persentase ketuntasan 54%. Pada siklus II
hasil tes pemahaman konsep siswa memperoleh nilai rata-rata 80,19 dengan
persentase 77% dan aktivitas siswa sebesar 91%. Dengan adanya peningkatan pada
kegiatan aktivitas siswa dan tes pemahaman konsep siswa dengan menerapkan
model pembelajaran kooperatif tipe Teams Games Tournament. Maka,
pembelajaran dengan menerapkan model pembelajaran kooperatif tipe Teams
Games Tournament dapat memperbaiki pemahaman konsep siswa kelas IV di
sekolah dasar.

Kata Kunci: Model Pembelajaran Kooperatif, Pemahaman Konsep, Pembelajaran
IPS, Teams Games Tournament
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APPLICATION OF THE TEAMS GAMES TOURNAMENT (TGT)
LEARNING MODEL ASSISTED WITH THE GAME OF LUDO TO
IMPROVE UNDERSTANDING OF CONCEPTS IN THE SUBJECT OF IPS
(Class Action Research on Topic A: What Was the Area Where I Used to Live
Like in Class 1V of SDN Rengasdengklok Utara 1)

By: Fanny Rahmasari
2004162

ABSRACT

This study was motivated by the low student interest in learning and the ability to
understand concepts in social studies subjects in class IV SDN Rengasdengklok
Utara 1. This can be is seen from the results of observations made in class IV
students of SDN Rengasdengklok Utara 1, Karawang Regency. This research
applies the cooperative learning model of Teams Games Tournament type which
focuses on student motivation and student ability in conducting learning activities.
This research uses a class action research method (PTK) consisting of cycle I and
cycle Il with several stages starting from planning, implementation, observation,
and reflection. Using the Kemmis and Mc Taggart spiral model research design.
The research instrument used observation sheets, test questions, and
documentation. The lack of understanding of student concepts is also evidenced by
the results of the initial test obtained by 15% and the average student score is less
than the Minimum Achievement Criteria (KKM), which is less than 70. The purpose
of this study was to improve student activity and understanding of concepts in
students' social studies subjects. When applying the Teams Games Tournament type
cooperative learning model in cycle I, student activity obtained 75% and the results
of the student concept understanding test obtained an average score of 62.92 with
a completeness percentage of 54%. In cycle I, the results of the students' concept
understanding test obtained an average score of 80.19 with a percentage of 85%
and student activity of 91%. With the increase in student activities and tests of
students' concept understanding by applying the Teams Games Tournament type
cooperative learning model. So, learning by applying the cooperative learning
model of Teams Games Tournament type can improve the concept understanding
of grade IV students in elementary schools.

Keywords: cooperative Learning Model, Concept Understanding, Social Studies
Learning. Teams Games Tournament.
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