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Aktivitas belajar siswa dikelas V SDN Cikutra masih rendah. Hal ini disebabkan kurangnya partisipasi
aktif dan kerterlibatan siswa dalam proses pembelajaran. Penelitian ini bertujuan untuk meningkatkan
aktivitas belajar siswa dengan menerapkan model pembelajaran kooperatif tipe jigsaw melalui
pembelajaran permainan invasi. Metode yang digunakan adalah penelitian tindakan kelas. Penelitian ini
dilaksanakan selama dua siklus dengan subyek 40 siswa di SDN 025 Cikutra. Instrumen yang digunakan
berupa lembar observasi. Data penelitian ini diperoleh dengan pengamatan pada aktivitas belajar.
Berdasarkan hasil analisis data pada data awal rata-rata skor 6.8 (cukup aktif) pada siklus I meningkat
2.25 rata-rata skor atau 15% menjadi 9.05 (aktif) dan pada siklus Il meningkat 2.85 rata-rata atau 19%
menjadi 11.09. Berdasarkan hasil data siklus | dan Il dapat disimpulkan bahwa penerapan model
pembelajaran kooperatif tipe jigsaw melalui permainan invasi dapat meningkatkan aktivitas belajar siswa
pada kelas V SDN 025 Cikutra.
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ABSTRACT
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Learning activities in class V. SDN 025 Cikutra are still low. This is due the low level of active
participation and the involvement of students in the learning process. This study aims to improve the
activity learning with the application Jigsaw cooperative learning model through invasion game learning
to class V SDN 025 Cikutra. This research is a classroom action research is the teacher as researcher.
This study was conducted in two cycles with subjects were totaling 40 students. Instrument which is the
result of learning. The data was collected by observation of student’s activities. Based on the results of
data analysis techniques preliminary observations the average score 6.8 (quite active) at the cycle 1
increased to 2.25 or 15% the average score 9.05 (active) and at the cycle 2 increased to 2.85 or 19% the
average score 11.09. Based on the cycle 1 and cycle 2 it can be conclude that the implementation of
cooperative learning model type jigsaw through invasion game is increasing student’s activities in grade
V SDN 025 Cikutra.
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