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ABSTRAK 

PENGARUH GAMES SITUATED LEARNING TERHADAP 

KEMAMPUAN KOGNITIF PADA KEGIATAN EKSTRAKURIKULER DI 

SMPN 66 BANDUNG 

 
Muhammad Raihan Gibran 

raihangibran7@upi.edu 

Pendidikan Jasmani Kesehatan dan Rekreasi, Universitas Pendidikan Indonesia 

Pembimbing I: Dr. Bambang AbdulJabar, M.Pd. 

Pembimbing II: Dr. H. Carsiwan, M.Pd 

 
Penerapan pendekatan pembelajaran dapat berdampak pada kemampuan kognitif siswa 

pada kegiatan ekstrakurikuler futsal yang optimal. Penelitian ini bertujuan untuk 

mengetahui pengaruh games situated learning dan konvensional learning terhadap 

kemampuan kognitif pada ekstrakurikuler di SMPN 66 Bandung. Metode yang digunakan 

dalam penelitian ini adalah eksperimen dengan pretest postest control group design dengan 

populasi siswa aktif yang mengikuti ekstrakurikuler futsal di SMPN 66 dan sample 

sebanyak 20 siswa. Instrumen menggunakan lembar observasi yang sudah di uji validitas 

untuk mengukur kemampuan kognitif pada kegiatan ekstrakurikuler futsal di SMPN 66 

Bandung. Analisis data menggunakan uji Shapiro-Wilk, Levene Statistics, Paired Sample 

T-Test, dan uji N-Gain Score dengan bantuan aplikasi SPSS 25. Berdasarkan pengolahan 

dan analisis data ditemukan terdapat pengaruh pada kelompok eksperimen dan control 

terhadap kemampuan kognitif (sig 0,000 < 0,05), terdapat perbedaan pengaruh antara 

kelompok eksperimen dengan control sebesar (sig 0,001 < 0,05). Games situated learning 

memiliki tingkat efektifitas lebih tinggi dibandingkan dengan konvemsional learning, hal 

ini dapat dilihat dari hasil perhitungan persentase N-Gain Score kelompok eksperimen 

sebesar 63,5% sedangkan kelompok control sebesar 44,1%. Jadi dapat disimpulkan bahwa 

terdapat pengaruh games situated learning dan konvensional learning terhadap 

kemampuan kognitif pada ekstrakurikuler futsal, terdapat perbedaan pengaruh antara 

games sirtuated learning dengan konvensional learning terhadap kemampuan kognitif 

pada kegiatan esktrakurikuler di SMPN 66 Bandung. 

 

 
Kata Kunci: Games Situated Learning, Konvensional Learning, Kemampuan 

Kognitif 
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ABSTRACT 

THE EFFECT OF GAMES SITUATED LEARNING ON COGNITIVE 

ABILITY IN EXTRACURRICULAR ACTIVITIES AT SMPN 66 

BANDUNG 

Muhammad Raihan Gibran 

raihangibran7@upi.edu 

Study program Physical Education Health and Recreation 

Indonesia University of Education 

Mentor I: Dr. Bambang AbdulJabar, M.Pd. 

Mentor II: Dr. H. Carsiwan, M.Pd 
 

The application of a learning approach can have an impact on students' cognitive abilities 

in optimal futsal extracurricular activities. This study aims to determine the effect of games 

situated learning and conventional learning on cognitive abilities in extracurriculars at 

SMPN 66 Bandung. The method used in this study was an experiment with a pretest 

posttest control group design with a population of active students participating in futsal 

extracurricular activities at SMPN 66 and a sample of 20 students. The instrument uses an 

observation sheet that has been tested for validity to measure cognitive ability in futsal 

extracurricular activities at SMPN 66 Bandung. Data analysis used the Shapiro-Wilk test, 

Levene Statistics, Paired Sample T-Test, and N-Gain Score test with the help of the SPSS 

25 application. Based on data processing and analysis it was found that there was an effect 

in the experimental and control groups on cognitive abilities (sig 0.000 <0 .05), there is a 

difference in effect between the experimental and control groups of (sig 0.001 <0.05). 

Games situated learning has a higher level of effectiveness compared to conventional 

learning, this can be seen from the results of calculating the percentage of the N-Gain Score 

for the experimental group of 63.5% while the control group is 44.1%. So it can be 

concluded that there is an effect of games situated learning and conventional learning on 

cognitive abilities in extracurricular futsal, there is a difference in the effect of games 

sirtuated learning and conventional learning on cognitive abilities in extracurricular 

activities at SMPN 66 Bandung. 

Kata Kunci: Games Situated Learning, Konvensional Learning, Kemampuan 

Kognitif 
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