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ABSTRAK

PENGARUH MODEL PEMBELAJARAN TEAMS GAMES TOURNAMENT
(TGT) BERBANTUAN MEDIA PUZZLE TERHADAP HASIL BELAJAR
PADA MATA PELAJARAN MATEMATIKA KELAS IV UPT SPF SD
NEGERI 101740 TANJUNG SELAMAT TAHUN PEMBELAJARAN
2024/2025

Florensia Manurung
210910050

Program Studi Pendidikan Guru Sekolah Dasar
Fakultas Keguruan dan [Imu Pendidikan
Universitas Katolik Santo Thomas

Penelitian ini dilatarbelakangi oleh rendahnya hasil belajar siswa pada mata
pelajaran matematika, khususnya materi pecahan, di kelas IV UPT SPF SD Negeri
101740 Tanjung Selamat. Observasi awal menunjukkan sebagian besar siswa
merasa jenuh, kurang bersemangat, dan mengalami kesulitan memahami konsep
matematika karena metode pembelajaran yang digunakan guru masih dominan
ceramah tanpa variasi media yang menarik. Oleh karena itu, diperlukan suatu
inovasi pembelajaran yang dapat menciptakan suasana, belajar aktif,
menyenangkan, dan mampu meningkatkan keterlibatan siswa. Salah satu alternatif
yang ditawarkan adalah penerapan model pembelajaran kooperatif tipe Teams
Games Tournament (TGT) berbantuan media puzzle. Jenis penelitian yang
digunakan adalah kuantitatif dengan metode eksperimen desain one group pretest-
posttest. Subjek penelitian adalah seluruh siswa kelas IV berjumlah 32 orang yang
dipilih dengan teknik total sampling. Instrumen pengumpulan data berupa tes
pilihan berganda sebanyak 40 butir soal dan angket respons siswa. Data dianalisis
dengan uji normalitas, uji korelasi, dan uji hipotesis (t-test). Hasil penelitian
menunjukkan adanya peningkatan signifikan pada hasil belajar siswa setelah
diterapkan model pembelajaran TGT berbantuan puzzle. Rata-rata nilai pretest
sebelum perlakuan adalah 56,12, sedangkan nilai rata-rata posttest setelah
perlakuan meningkat menjadi 81,5. Hasil uji korelasi menunjukkan adanya
hubungan yang cukup kuat antara penerapan model TGT berbantuan puzzle
dengan hasil belajar siswa dengan nilai r_hitung = 0,650 lebih besar dari r _tabel =
0,349. Selain itu, hasil uji t memperoleh t hitung = 4,683 lebih besar daripada
t tabel = 1,694, sehingga hipotesis alternatif (Ha) diterima dan hipotesis nol (Ho)
ditolak. Dengan demikian, dapat disimpulkan bahwa penerapan model
pembelajaran Teams Games Tournament berbantuan media puzzle berpengaruh
positif dan signifikan terhadap hasil belajar matematika siswa kelas IV di SD
Negeri 101740 Tanjung Selamat.

Kata Kunci: Teams Games Tournament, Puzzle, Hasil Belajar, Matematika



ABSTRACT

THE EFFECT OF THE TEAMS GAMES TOURNAMENT (TGT)
LEARNING MODEL USING PUZZLE MEDIA ON LEARNING OUTCOMES
IN THE MATHEMATICS SUBJECT OF GRADE IV AT UPT SPF STATE
ELEMENTARY SCHOOL 101740 TANJUNG SELAMAT
IN THE 2024/2025 ACADEMIC YEAR

Florensia Manurung
210910050

Program Studi Pendidikan Guru Sekolah Dasar
Fakultas Keguruan dan [Imu Pendidikan
Universitas Katolik Santo Thomas

This study was motivated by the low learning outcomes of fourth-grade
students in mathematics, particularly in the topic of fractions, at UPT SPF SD
Negeri 101740 Tanjung Selamat. Preliminary observations revealed that many
students considered mathematics to be difficult and monotonous, which led to low
motivation, boredom, and limited participation during learning activities. The
learning process-was still dominated by teacher-centered methods with minimal
use of engaging instructional media. To address this problem, an innovative
learning strategy was implemented through the cooperative learning model Teams
Games Tournament (TGT) assisted by puzzle media. This research employed a
quantitative experimental method using a one group pretest-posttest design: The
population of the study consisted of all 32 fourth-grade students, who were
selected through total sampling. Research instruments included a 40-item
multiple-choice test and a student response questionnaire. Data were analyzed
using normality testing, correlation analysis, and hypothesis testing with a t-test.
The results indicated a significant improvement in students' learning outcomes
after applying the TGT model. with puzzle media. The average pretest score prior
to treatment was 56.12, whereas the average posttest score increased to 81.5.
Correlation analysis showed a strong relationship between the use of TGT with
puzzle media and student learning outcomes, with r_hitung = 0.650, which is
greater than r_table = 0.349. Furthermore, the hypothesis test yielded t count =
4.683, which exceeded t table = 1.694, leading to the rejection of Ho and
acceptance of Ha. In conclusion, the application of the Teams Games Tournament
learning model assisted by puzzle media had a positive and significant effect on
the mathematics learning outcomes of fourth-grade students at UPT SPF SD
Negeri 101740 Tanjung Selamat.

Keywords: Teams Games Tournament, Puzzle, Learning Qutcomes, Mathematics
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