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Abstrak

Penelitian ini bertujuan untuk meningkatkan waktu aktif belajar siswa melalui
pembelajaran permainan tradisional. Penelitian ini dilaksanakan di Sekolah Dasar
Negeri Cisitu 2 Kota Bandung Jawa Barat selama 1 bulan. Upaya pemecahan
masalah dalam penelitian ini dilakukan dengan menggunakan instrumen Group
Time Sampling dan metode penelitian tindakan kelas (PTK) yang disusun
berdasarkan langkah-langkah sebagai berikut: (1) perencanaan tindakan
(planning) yang meliputi kegiatan analisis faktor penyebab dan penetapan aksi (2)
pelaksanaan tindakan (acting), (3) pengumpulan data (observing) dan (4) refleksi
yang berupa analisis efektivitas tindakan. Serangkaian kegiatan ini merupakan
satu siklus. Berdasarkan hasil penelitian didapat hasil jumlah waktu aktif belajar
pada tindakan 1 sebesar 61,66%, tindakan 2 sebesar 48,95%, tindakan 3 sebesar
70,62% dan tindakan 4 sebesar 81,45%. Berdasarkan analisis data penelitian
selama siklus | dan Il dapat disimpulkan bahwa jumlah waktu aktif belajar siswa
meningkat setelah siswa mengikuti pembelajaran penjas dengan implementasi
aktivitas pembelajaran permainan tradisional.
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Abstract

This research is aimed to improve student learning time through the learning of
traditional games. This research was conducted in SDN Cisitu 2 Bandung, Jawa
Barat for 1 month. This research uses Group Time Sampling as an instrument, and
Class Action Research as a research method that is compiled according to this
steps: (1) the action planning which includes the analysis of causative factor and
the establishment of action, (2) the implementation of action (acting), (3) the data
collection (observing) and (4) the findings which consists of the analysis of action
effectivity. The steps are considered as one cycle. Based on the result, the amount
of student learning time on action 1 is 61,66%, on action 2 is 48,95%, on action 3
is 70,62% and on action 4 is 81,45%. Based on the data analysis, during the cycle
1 and 2 the amount of student learning time is improving after attending the sport
lesson with the implementation of traditional games.
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